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Chapter 1

Game Description

Overview

"Echoes to Knowwhere" is a �rst-person psychological thriller and puzzle game where players make
action-based choices to navigate a fragmented reality. Set in a post-apocalyptic world, the game
immerses the player in a nightmarish landscape where survival hinges on the use of a mysterious and
forbidden substance, known only as the injection. The game poses a fundamental question: how far
will you go to survive, and what are you willing to lose in the process? At its core, the game is about
escaping physical danger and navigating a moral and psychological maze. Every mechanic and system
reinforce the central theme|temptation versus self-control, and how "quick �xes" can o�er power but
ultimately lead to ruin.

Narrative Background

Humanity has collapsed. A biological catastrophe wiped out most of civilization, triggered by a series
of biochemical experiments designed to produce superhuman resilience. One such result was the in-
jection|a volatile serum that temporarily enhances physical and mental capabilities but degrades the
user over time. The serum was declared forbidden and its production ceased... but it was too late. The
world had already changed. You’re one of the last survivors. You don’t know much about the past,
only rumors and fragments from others: "NOWHERE" is the name of the last supposed safehouse.
"KNOWWHERE" is a whispered legend, a place untouched by the poison. But no one knows if it ex-
ists. All that’s certain is that to travel through the wasteland between, you’ll need the very substance
that’s destroying everything. You wake up in the "NOWHERE" House|its rooms littered with cryptic
clues hinting at a forgotten truth. To escape, you must piece together a fractured puzzle. But freedom
comes at a cost. Outside, you’re ambushed by twisted remnants of humanity. Fleeing into a nearby
cave, you discover the weapon... and a choice: Will you master its power, or let it consume what’s left
of you?

Relation to Theme

The game’s central theme is embodied both narratively and mechanically:
Narrative Parallel: The player’s journey is literally a road to a destination, but symbolically it’s
a journey through moral decay. \NOWHERE" is both a place and a metaphor|using the drug may
get you through the immediate threat, but takes you emotionally and physically "nowhere." On the
other hand, "KNOWWHERE" represents a deeper self-awareness and the possibility of redemption or
clarity.
Mechanical Embodiment: The serum gives power (combat boost, movement speed, one-shot kill
skill), but overuse blurs the screen, drains health, and causes hallucinations.
By the end, the amount of serum used determines which ending is unlocked|directly connecting your
gameplay decisions to the narrative conclusion.
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Genre

The game blends multiple genres:

• Survival: Limited resources, hostile enemies, and constant tension.

• Action-based Adventure: Environmental storytelling, puzzles, and a branching ending.

• Psychological Thriller: Emphasis on the inner con
ict, hallucinations, and unreliable perception.

Core Gameplay Loop

• Exploration: The player explores grim environments like the "NOWHERE House", and the �nal
foggy outskirts near "KNOWWHERE."

• Puzzle Solving: Players must decipher environmental clues to progress|like the 3-digit door lock
puzzle.

• Injection System: The core mechanic. Why must you use it? The injection is both your
weapon and your curse. You wake up already under its in
uence|slightly disoriented, slower, with
a faint blur distorting your vision. To survive, you must use it. Each dose temporarily enhances
your abilities: heightened speed, one-hit kills, sharpened perception. But it comes at a cost. Once
the e�ect wears o�, your body crashes below its weakened baseline. Every subsequent use grants the
same 
eeting power|but pulls you deeper into dependence. The more you rely on it, the lower your
natural state drops. And if you push beyond a critical threshold, there’s no turning back. What
awaits is a spiralling descent and an irreversible, tragic end.

• Moral and Narrative Consequences: Based on serum usage, players unlock di�erent endings,
encouraging replayability and self-re
ection.

Key System and Mechanics

Serum System

The serum grants a powerful, consistent boost|but every use drags you further from your original
self. The temporary e�ects include a slight boost in movement speed, enhanced visibility (clear vision,
removed hallucination e�ects, etc), and most importantly, one-hit enemy kill capability. However,
with each injection, the player’s baseline state degrades permanently (following e�ects are subject to
change): vision blur, minor slowdown when not under serum in
uence, persistent audio distortions,
delayed movement response, screen distortion such as chromatic aberration and brief 
ashes, slower
health regeneration or even passive health drain, severe hallucinations like phantom enemies and shifting
environments, constant disorientation that makes aiming and navigation di�cult, and a total loss of
emotional or moral cues, causing the protagonist to behave erratically.

Overusing the serum eventually leads to a point of no return. Once a hidden threshold is crossed,
the character’s humanity collapses, locking the player into a darker ending. This system demands
careful timing and moral restraint|every boost helps you survive, but each dose pulls you deeper into
psychological ruin.

Hallucination System

As players inject more, they begin to experience:

• Environmental Glitches: Doors disappearing, false exits, changing symbols.

• Phantom Enemies: Enemies that don’t hurt the player but cause panic.

• Audio Manipulation: Whispering voices, altered soundscape, misleading cues.

Technically, this uses a state machine system where player corruption level determines hallucination
triggers. This is synced to a shader system for visual e�ects and dynamic audio layering for immersive
confusion.
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Puzzle System

Clues are scattered as notes, wall gra�ti, and voice logs. Basic puzzle types include: code locks,
environmental symbol matching and drug-laced "truth versus lie" riddles (hallucination puzzles). The
puzzle engine will rely on a lightweight scripting layer (e.g., JSON or ScriptableObjects in Unity) to
de�ne puzzles modularly.

Visual and Audio Design

While illustrations are completed, it’s important to note that the aesthetic direction supports the
psychological thriller theme: Visual:

• A decayed, grey-toned world with sharp red and green hues to symbolise temptation and sickness.

• Dynamic fog of war outside key areas to amplify disorientation and claustrophobia.

• Glitch and VHS-like distortion e�ects during high corruption levels, re
ecting a fractured perception
of reality.

• Environmental storytelling through decayed murals, 
ickering lights, and visual echoes of past events.

Sound:

• A haunting, ambient score that builds tension through droning textures and minimal melody.

• Audio cues distort while injected|heartbeat accelerates, whispers layer in, music plays in reverse.

• Diegetic storytelling via sound: e.g., a child’s laughter, or a familiar voice echoing from an empty
hallway.

• Silence is used deliberately|moments without music heighten anxiety and keep players on edge.

Endings

True Ending - "KNOWWHERE"

Achieved by using minimal serum and resisting temptation throughout the game. The player escapes the
collapsing ruins and reaches a cli�-side view|crumbling buildings in the distance, but a tranquil valley
ahead. Faint sunlight breaks through the clouds. The world is broken, but not beyond redemption. A
�nal breath of hope.

Corrupted Ending - "Nowhere"

Triggered by overusing the serum and fully succumbing to its e�ects. The screen fragments. Control
is lost|the character twitches, staggers, then attacks at random. In the �nal scene, the player is seen
from another’s perspective|as a grotesque enemy now haunting the game world, repeating the cycle.

Ambiguous Ending

Earned through moderate serum use and uncertain moral choices. The player enters a surreal, fog-�lled
space suspended in time. Voices echo out of order, memories repeat with subtle di�erences. The world
bends. The game ends with the protagonist reaching out toward a door, 
ickering between a hospital
hallway and a forest trail. No answers. Only questions.
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Tools, Methods and Planned Implementation

• Game Engine: Unity (Version 6000.1.2f1) with HDRP (High De�nition Render Pipeline) for post-
processing and visual �delity.

• Programming Language: C# using Unity’s ECS (Entity Component System) for scalable enemy
and player status systems

• Injection and Hallucination System: Custom-built shader e�ects for screen distortion. The
player’s \corruption" level is managed by a global state tracker.

• Audion: FMOD or Wwise integration for reactive sound design and hallucination layers.

• AI and Navigation: Unity NavMesh for basic path�nding. Custom detection logic tied to corrup-
tion level and noise system.

• Save/Progression System: Lightweight JSON-based progress tracker. A branching narrative
outcome system based on key 
ags (serum doses, kills, puzzle success).

Target Audience and Platforms

The target audience is fans of games like SOMA, Amnesia, Spec Ops: The Line, or The Last of
Us|players who enjoy tension, choice-based consequences, and layered storytelling. The primary
target platform is PC, with potential expansion to PlayStation and Xbox platforms.

Conclusion

"Echoes to Knowwhere" is more than a survival game|it’s a psychological descent into self-destruction
masked as empowerment. By integrating game mechanics with narrative meaning, players experience
not just fear, but introspection. The core systems|especially the injection mechanic|support the
story and ask the player to confront hard choices. The minimalist puzzle design, reactive enemy AI,
and sensory manipulation combine to deliver a deep, unsettling experience that haunts players long
after they �nish. The game is built around meaningful temptation, with every shot, every injection,
and every scream reminding the player that sometimes, the fastest road leads. . . nowhere.
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Chapter 2

Technical Achievement

Our game centers around the psychological state of the main character, which is deeply integrated into
both gameplay and narrative. The core mechanic challenges players to make strategic decisions that
balance physical survival with mental stability. Every choice a�ects not only immediate outcomes but
also the character’s sanity and perception of the world. This system enforces tension and encourages
meaningful, re
ective decision-making from the player.

To support this design, our technical achievement focuses on a real-time visual feedback system
powered by environmental e�ects and shaders that re
ect resource states and narrative changes. These
are not just aesthetic elements, rather they act as signaling UI, deeply tied to gameplay. For example:

• Implemented using full-screen post-processing shaders like lens distortion or screen blur, triggered
when the player activates a power-up. These e�ects are parameterized by the power-up duration and
scaled based on a "sanity" variable.

• As the player gets seriously damaged, particle system instantiates dynamic blood trail on the ground
based on the player’s movement. Coroutine checks movement velocity and health every frame and if
conditions are met, a blood particles will be spawned at the player’s position.

• The entire scene’s color tone changes based on a \sanity level" or proximity to danger. As the sanity
level increases, saturation might drop, contrast could rise, and hues may shift toward more hostile
(red) tones.

• As the player’s baseline sanity deteriorates, subtle auditory cues|like heartbeats, distant whispers,
and the eerie laughter of a child|begin to emerge, blurring the line between reality and hallucination.

Player actions have a direct impact on the world, which responds through technical e�ects. By using
events, we can achieve seamless and dynamic integration between actions and feedback, creating a
strong foundation for further visual cues.
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Chapter 3

Big Ideas Bullseye

3.1 Core Idea

The core idea behind our game is for the player to choose between power, survival and self destruction.
The player must strategically use injection in order to survive. However, excessive use of the injection
has negative e�ects on the player’s sanity - health drops, vision gets smeared and below a certain
thresh-hold, there is no going back. That way, greed is punished and balanced control rewarded. Your
journey leads to either "KNOWWHERE" (a safe haven) or to "Nowhere" (isolation and destruction).
The idea is to explore the consequences of choosing quick solutions (the injections) over long-term
survival.

3.2 Technical Innovation

The unique technical aspect of the game revolves around the forbidden injection system. As you use it,
not only does it give you power, but it also brings psychological e�ects. This mechanic ties directly into
the story, making the player’s actions feel consequential both in gameplay and narrative. The enemies
are attracted to your drug use. The more you use it, the more you lose, enhancing the theme of moral
choice in the gameplay loop.

3.3 Stretch Layer (Future Potential)

Expansive World & Branching Moral Choices: The game could expand beyond the "NOWHERE House"
and "KNOWWHERE" locations- The player’s moral choices could lead to branching story paths, with
di�erent factions or survivors to encounter, each a�ected di�erently by the injections. We want to o�er
multiple endings based not only on drug use but also on alliances, betrayals, and the consequences of
the player’s survival strategy.
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Chapter 4

Development Schedule

4.1 Targets

Functional Minimum

• First person controller.

• Plain intro area.

• Static enemies.

• Plain outside area.

Low Target

• Add basic serum system (gain power, lose clarity).

• Weapon interaction (shooting).

• Basic audio and visuals.

• Enemies move randomly.

• Narrative as plain text.

• Improved level design.

Desirable Target

• A working low-leveled sanity system.

• Complete intro room.

• More complex interact-able narrative clues.

• Solvable puzzle.

• Complete cave & outdoor.

• Smart enemies.

• Basic UI/UX (tooltips, menus, feedback, transitions).
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High Target

• Audio polish: voice-over snippets, spatial audio.

• Visual hallucination mechanic a�ecting player perception.

• Polished UI/UX (tooltips, menus, feedback, transitions).

• A fully functioning sanity system.

Extras (Post-Semester)

• Reachable "KNOWWHERE".

• More areas and NPCs.

• Alliances, betrayals and fully voice-acted branching story.

4.2 Core Idea

Task Name Assignee Deadline Planned Actual

Docs: Brainstorm on game ideas All 12.05.2025 4 6

Docs: Writing the project report All 12.05.2025 4 8

Docs: Draw out sketches All 12.05.2025 2 2

Docs: Prepare the presentation All 12.05.2025 2 2

4.3 Interim Demo

Task Name Assignee Deadline Planned

Create Git Repo, Project in Unity Ivan 12.05.2025 1

Set Up Unity Project (Version Control, Scene Setup) Ivan 02.06.2025 1

UI: Search/Design for the Assets (overall aesthetic of the game) All 02.06.2025 4

Player: Basic Player Object Movement Aleksandar 02.06.2025 3

Player: Health System Skeleton Aleksandar 02.06.2025 2

Player: Design Aleksandar 02.06.2025 4

Level Design 1: Initial room Jasmina 02.06.2025 8

Level Design 3: Create the main outside area Ivan 02.06.2025 12

Enemy: Create Enemy Design Jasmina 02.06.2025 4

Enemy: Health System Jasmina 02.06.2025 2

Enemy: Static (for demo only) Aleksandar 02.06.2025 1

Camera System: First Person View Aleksandar 02.06.2025 2
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4.4 Alpha Release

Task Name Assignee Deadline Planned

UI: Health Bar and Sanity Bar All 23.06.2025 3

Player: Interaction with environment (grab, inspect) Aleksandar 23.06.2025 4

Player: Weapon interaction Aleksandar 23.06.2025 4

Player: Injection interaction Aleksandar 23.06.2025 5

Puzzle: Initial room Ivan 23.06.2025 7

Level Design 2: Create the cave Ivan 23.06.2025 3

Enemy: Path�nding Algorithm Movement Jasmina 23.06.2025 2

Enemy: Attack Jasmina 23.06.2025 2

Integrate Battle End Handling (Victory Screen, Stats) Aleksandar 23.06.2025 6

Audio: Sound E�ects, Background music Ivan 23.06.2025 3

Audio: Tying it with the sanity system Ivan 23.06.2025 3

Audio: Search/Create assets Ivan 23.06.2025 3

Shaders: Create/ Search All 23.06.2025 8

Weapon: How its gonna shoot, how much damage, reloading Jasmina 23.06.2025 6

Weapon: Ammo placements Jasmina 23.06.2025 4

Weapon: Aiming System Jasmina 23.06.2025 3

Weapon: Bullet Collision Detection Jasmina 23.06.2025 3

4.5 Playtesting

Task Name Assignee Deadline Planned

UI: Action Prompts Aleksandar 07.07.2025 10

UI: Narrative Text Jasmina 07.07.2025 8

UI: Narrative Clues All 07.07.2025 20

UI: Menu Jasmina 07.07.2025 3

UI: Start Screen, Pause Screen Ivan 07.07.2025 4

UI: Injection interaction (sound e�ect, hands are green) Ivan 07.07.2025 5

Design Core Mechanic: Weapon and injection system All 07.07.2025 20

Sanity System: Implementation All 07.07.2025 20

Playtesting All 07.07.2025 2

Bug Fix All 07.07.2025 yes

4.6 Final Release

Task Name Assignee Deadline Planned

Polishing All 22.07.2025 tbd

Bug Fix: �nal All 22.07.2025 tbd

Docs: Final Documentation All 22.07.2025 10

Docs: Game video All 22.07.2025 1

Docs: Slides All 22.07.2025 2
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Chapter 5

Assessment

Why is our game cool?

Risk vs Reward Mechanic: The serum system is our main hook|every time the player uses it,
they gain temporary power but lose clarity. It’s thrilling, strategic, and dangerous. Players constantly
balance survival against sanity.

Morally Grey Choices: Instead of black-and-white decisions, the game asks: \How far will you
go?" Players must choose between helping others or gaining power, and their decisions shape the story
and world around them.

Immersive Atmosphere: The visual style, sound design, and fragmented storytelling immerse play-
ers in a mysterious, decaying world. Each clue and hallucination pulls them deeper into the narrative.

Replayability & Story Variants: With di�erent choices and evolving storylines, no two playthroughs
are exactly the same. Players will want to replay to discover new outcomes and test di�erent paths.

Who might want to play this game?
Fans of narrative-heavy games like SOMA or Inside|players who enjoy emotional, psychological stories
with unique gameplay twists.

What kind of world does it simulate?
A fragmented, post-collapse world �lled with memories, illusions, and fading identities. Truth is unre-
liable, and survival means compromise.

What makes it a success?
If players re
ect on their choices, get emotionally invested, and feel tempted to make \just one more
injection"|then we’ve succeeded. Bonus points if they argue over the \right" ending.
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Chapter 6

Sketches

12




