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Chapter 1

Starting room

The Inside Room forms the opening sequence and narrative foundation of our game. It is the �rst
layer the player encounters and establishes the tone, visual style, and core interaction mechanics. This
room acts as a self-contained puzzle environment, introducing the player to a con�ned space �lled with
narrative clues, basic interactables, and a locked exit. The objective for the player is to explore the
room, gain some knowledge about the world through narrative clues and discover how to escape.

Scene Description

The room itself is designed to evoke mystery and subtle unease. It resembles a modest but aged living
space | dimly lit, with wooden 
ooring, messy furnishings, and scattered objects that suggest recent
abandonment or disuse. The atmosphere is enhanced by ambient audio and moody lighting. Currently,
the scene includes:

• A bookshelf with interactable books (some of which hold clues).

• Desks with drawers containing puzzle clues.

• A door with a pin-pad lock.

• Various papers and posters on the walls.

All objects are placed deliberately to guide player curiosity and interaction, while avoiding overly
linear design. The player’s goal is to learn about the injection and how to escape, and this process
requires reading, interpreting, and combining clues from multiple sources.
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The Puzzle

The player is locked inside the area and has to �nd clues scattered in the scene to �gure out the code
for the lock. Currently, there are 2 versions of the puzzle, and play-testing by other people is required
to decide which version to use. Once the player discovers the code, they can interact with the lock
through button inputs, and the lock opens when the correct code is entered, otherwise, it 
ashes red,
giving visual feedback to the player to try another code.

Player Interaction

The interaction system was one of the �rst mechanics we implemented. When the player approaches
an object of interest, such as a book or piece of paper, a text prompt (\Press E to Interact") appears
using TextMeshPro. Once interacted with, the object may trigger a UI overlay (e.g., a close-up of the
paper’s contents) or reveal new narrative hints.

To manage UI overlays (e.g., showing a readable version of a note), we implemented a simple interac-
tion controller that disables player movement and mouselook while the UI is active. A small on-screen
hint (\Press Esc to return") is displayed to ensure clarity. This system has been successfully tested
and works for all current in-game objects requiring detailed inspection.

Figure 1.1: Prompt activates if the player is within a speci�c distance of objects.

Design Revisions and Insights

At �rst, I wasn’t familiar with prefabs, so creating each interactable clue was slow and repetitive. I had
to manually add canvases, prompts, outline scripts, and other components for every single object. Once
I learned how to use prefabs, the process became much faster and cleaner. I made a single reusable
prefab with all the needed elements and just swapped out the content per object.

Another issue came up when trying to add a clickable UI button to exit the room after unlocking the
pin-pad. The button’s OnClick event wouldn’t trigger, likely because of how the First Person Controller
handles input and UI raycasts. After struggling with it for a while, I replaced the button with a UI
prompt telling the player to press Space instead, which reliably triggers a scene change.
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