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Quick Pitch

You play as Sandra, a twenty-something living in a crappy New York
apartment, who struggles with depression and anxiety. Navigate your
apartment, learn things about yourself, and leave.

Patterns Used:
God please give me a flashlight : Implementation of dark lighting and obscure
danger (whether enemies or obstacles).
Unearthly Triggers : Creating tension by manipulating environmental
elements such as lights (making them flicker).
From the Darkness He Watches : Utilization of light to create invulnerability or
vulnerability.
You are rendered helpless here : Implementation of a limited inventory (NO
WEAPONS)
It All Depends On How You Look At It : Matching camera perspective to game
needs
Going Against the Grain : Film grain/camera effects increase tension and
anxiety
Feeling Blue in Black and White : Using monochrome or muted color palettes
to convey emotion
Let the Scene Speak for Itself : Use environmental details rather than explicit
narrative dumps to tell your story
The Itty-Bitty Little Things : Using small, subtle details to build an aesthetic or
mood
Judge a Character by Their Bedroom : Use the living space of a character to
communicate details about them
Let's Table This For Now : Putting important objects on elevated surfaces
Vroom in for Details : The ability to examine/inspect important objects for
more information



Can You Hear The Music : Use music to enhance the emotional experience of a
scene
Creeaak! : Using sound design to immerse the player in the level
Hear the Evil : Add ambient sound effects to enhance the game feel and elicit
an emotional response



Important Links:

Github: https://github.com/willkbl/3400-Final-Project
Trello: https://trello.com/b/xWliBhC7/sticky-the-stickman
Itch: https://adrastmusic.itch.io/game3400-final-project

GOOGLE DRIVE

Design Problem:

How can you create a sense of fear, tension, and unease in a player (without

introducing fantastical elements)?



Sketches:

Some initial sketches/ideas, including two early floor plans that we scrapped.



We started with the basic floor plan layout of the apartment, with dimensions in meters.

The living room/closet/kitchen/entrance, drawn in dry erase marker over the floor plan we
had created.



The bathroom and hallway outside the bathroom.



The bedroom and alley outside the bedroom.



A few other loose sketches/scribbled notes.



A more detailed sketch of the closet area.



A more detailed sketch of the entrance hallway.



A more detailed sketch of the “living room” area.



A quick sketch of how to deal with static cameras/camera colliders for a hallway with 3
main points of interest.



Greybox Screenshots:

An overhead view of the entire greybox (with ceilings removed). The large walls near the
top are buildings outside the apartment.

The player’s bedroom, and the first location you explore in the apartment.



The view from outside the window. An alleyway, with bushes, hanging lights, and trash
cans.

A view of the bedroom from outside the window.



Another angle of the bedroom, this time showing the stacked boxes in the corner.

The hallway the player enters after leaving their bedroom. The door to their bedroom is on
the left of this screenshot, while the door to the bathroom is on the right.



The player’s bathroom. Small, somewhat cramped, and dirty.

The view the player sees as they walk down the hallway towards the kitchen/living room
area.



A small storage closet, to the left as the player enters the living room. Lots of still-packed
boxes and unused clothes hangers.

The kitchen. Features several mousetraps on the ground.



The player’s “living room” - really a collection of blankets, a TV, and a pizza box.

The entrance to the player’s apartment. There’s mail on the ground. The player cannot leave
through this door until they’ve explored all there is to explore.



Final Screenshots:

The opening shot of the game, which features the player character standing in her bedroom.

A shot from outside the character’s window.



The player going to exit their bedroom. We made sure the bathroom door was visible from
this angle, so the player would know where to go next.

The game’s infamous “Plunger Shot.” People will be talking about this cinematography for
decades to come.



The player looks at themselves in the bathroommirror, while the camera focuses instead on
the bottles of antidepressants on the sink counter.

The player exits the bathroom. Once again, we made sure the player’s destination (the
living room, then the exit) was visible from this angle so they didn’t feel lost.



This is the default hallway shot, which triggers as the player leaves the hallway AND if they
re-enter it. We framed the shot so that all four hallway options (the bedroom, the bathroom,
the living room, and behind the bathroom door) were at least partially visible to the player.

The player’s living space. This shot frames three points of interest - the closet, the TV area,
and once again the exit.



The player’s storage closet.

A wide shot which features more of the kitchen. Ideally, we would have more things to look
at here.



The player looks dejectedly at the garbage bags piling up in their kitchen.

As the player approaches the exit, the camera distorts even further (this also happens at the
window and the medication). This is to help emphasize the character’s mental state, and

how she feels about leaving the apartment.



Once the player has interacted with everything in the apartment, they (theoretically) can
leave. As of right now, this has not been implemented.



Reference Photos:









Miscellaneous Design Notes:

FIRST VS. SECOND DESIGN ITERATION
Wewent through two distinct iterations of this project’s design phase - our design problem was the
same for both, but the way in which we attempted to solve that problem differed between each
iteration. Our first version was optimistically overscoped, and put more of an emphasis on
mechanical elements and patterns that supported that. While it could have been a good project, it
didn’t quite come together the way we wanted it to during the design phase, so we decided to go
back to the drawing board and come up with a different idea.

We had several pages of notes and several sketches for that first design, but they almost all ended
up getting reworked.

LOCATION NOTES

CLOSET
- Her closet is located outside her room, which is both odd and inconvenient. This is a

deliberate choice to both confuse the player (although they may very well overlook it) and to
make the apartment seem like even worse of a living space.

- The coat hangers (model linked here) were deliberately chosen to be the cheap, plastic coat
hangers you can get at any store. She doesn’t have the money or the motivation to get nice
coat hangers, and while it’s a very small part of her life, it shows her practicality.

- We also wanted to put only a few sparse, unused hangers in the closet. Her laundry is just
spread across the ground or packed into boxes, and she has no motivation to hang things up.

AUDIO
- The background music is written to reflect several things about the scene, most notable the

somber and eerie tone (Can You Hear The Music). It’s slow and contemplative, and meant to
sound somewhat sorrowful.

- The entire song has a vinyl crackle effect on it, made to sound as if it’s being played on an old
record player. This helps enhance the eerie feel of the level, and fits in nicely with the
camera warping/film grain effects, acting as a sort of audio implementation of that design
pattern (Going Against the Grain).

- The entire song is pitched down 50 cents, placing it out of the regular even-tempered
12-tone scale that most Western music is in. This makes it sound a little less natural and,
once again, enhances the eerieness.

- In addition, the entire song is in a⅝ time signature, which is an odd meter and not very
typical. There are elements in the song that are in⅞, or play a 7 against 5 rhythm, which is
even more disorienting.

- There are several atmospheres and ambient sound effects used throughout the level, as well
as more concrete sound effects (such as the water dripping into the bucket, or the hum of



the refrigerator). Both of these types of sounds are used to immerse the player in the level
(Creeaak!) and to enhance the feel of the game (Hear the Evil).

GENERAL
- This game makes use of a fixed camera perspective, which plays into a lot of the design goals

we had for it (It All Depends On How You Look At It). The fixed perspective fits the game
well because we wanted to have lots of control over how the scene is presented to the player,
so that we could deliberately create the most uncomfortable or tense view of it. Additionally,
it adds some detachment between the player and the character, which guides the player
think more about what the character might be going through internally, and also helps
communicate the character’s own detachment from their life that they might be feeling.
Finally, using a fixed camera perspective emulates old (and new) survival horror games like
Resident Evil, Silent Hill, or Signalis (all of which used fixed cameras for similar reasons),
which can help elevate the “horror” of the scene if the player has that meta-knowledge.

- All the fixed cameras have some level of post-processing effects applied to them, generally
film grain (Going Against the Grain). By distorting or otherwise messing with the camera, we
make the player feel unsettled. This can be used to create a more found-footage horror
aesthetic, and can help increase the tension of the scene without directly implying
something will happen.

- By letting the player explore the main character’s living space (their wonky, messy, awful
apartment), we can give a lot of depth to the character through the environment rather than
relying solely on dialogue or other narrative methods (Judge a Character by Their Bedroom).
This was an especially helpful design pattern for us to use because it meant we could use
our limited time and resources to focus on creating an evocative space that can
communicate a lot of character in a short amount of time, rather than having to create a
more elaborate level to say what we want about the character.

- The apartment does not have a typical apartment layout, and (although the player will never
see it) a lot of space goes unutilized. This is done deliberately, to confuse the player and to
make the space feel more “off.” Similarly, some rooms have angled walls or seams where the
walls don’t match up quite right, which both shows the general “state of decay” of the
apartment and makes the space feel “off.”

Important things to note:
- We are currently using a free character model + animations fromMixamo, as

modeling/animating a human character is a bit out of scope for us. We picked the human
character that most fit our established character for our scene (although options were
limited), and tried to choose walk and idle animations that looked similar to how she would
move - somewhat low energy, relatively slow movements. If we had the time and knowledge
to make a character model/animations ourselves, they would fit the rest of the game better.
As it stands, we think the focus of the game is much more on the environment than the
player model, and so what we have works well enough.



- Our font for dialogue is (currently) Arvo, which is free and available at
https://www.1001freefonts.com/arvo.font.

Plans for revisions:
- More dynamic cameras

- camera movement
- dynamic post-processing
- rethink some of the “cinematography”

- More audio effects
- creaking floorboards
- footsteps matching walk cycle
- dynamic heartbeat
- general eerie ambiences

- More environmental detail
- door frames/hinges
- baseboards
- holes in walls near ceiling pipes
- more windows

- Better player character
- better walk cycle

- Finish replacing all greybox models
- Finish texturing everything
- Implement dialogue, interactions and game logic

Textures used:
- https://polyhaven.com/a/painted_plaster_wall
- https://polyhaven.com/a/white_plaster_rough_01
- https://polyhaven.com/a/weathered_brown_planks
- https://polyhaven.com/a/tiled_floor_001
- https://polyhaven.com/a/wood_table_worn
- https://freepbr.com/product/lumpy-wet-concrete/
- https://www.texturecan.com/details/364/


