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Chapter 1

Final Results

This chapter provides a summary of the final state of our game, highlighting key features and comparing
them against our initial Alpha release.

1.1 Summary of Final Game State

At its core, ECHOES TO KNOWWHERE is designed to immerse the player in a compelling dilemma:
choose immediate power and relief at the cost of one’s sanity, or adopt a more cautious approach,
prioritizing resource management to achieve a more favorable outcome. This central decision revolves
around the Injection Mechanic. Utilizing injections provides temporary boosts to player abilities, but
each use progressively erodes the player’s humanity, leading to escalating psychological side effects such
as distorted vision and blackouts. These hindrances become particularly challenging in combat, where
mobility and clear perception are paramount, ultimately pushing the player towards an irreversible
demise if over-relied upon.

The game begins in an Introduction Room, where players must explore and piece together narrative
and puzzle clues. This initial phase serves to acclimate them to the game’s world, uncover the necessary
information to escape the room, and determine their next steps.

Press Esc to return

Press I/K to rotate ring
Press J/L to switch between rings
Press Enter to enter code

Figure 1.1: Elements of the Intro Room: Escape Puzzle and Narrative Clues.

Upon escaping into the Outside area, players are immediately thrust into the challenging dance
of balancing serum usage, directly engaging with the game’s core dilemma of temptation versus self-
control.

1.2 Significant Changes from Alpha Release

First, the Introduction Room received a major overhaul. Its design was refined to feel like an au-
thentically utilized space, moving beyond a mere placeholder. This was achieved by populating it
with various narrative clues, including posters, letters, and environmental audio descriptions, which
effectively immerse the player in the game’s world and convey its backstory.



Second, we expanded the pool of negative effects indicating sanity depletion. Initially, we found the
existing effects became repetitive. While increasing variety, playtesting revealed that some effects, such
as temporarily freezing player movement, led to frustrating and perceived ”unfair” deaths in combat.
Based on this crucial feedback, we opted to remove these specific unfair effects to ensure a better player
experience.

Furthermore, the Outside area underwent a substantial rework focused on performance optimization.
The previous iteration was overly large and contained numerous elements that were never visible or
interactive to the player. Reducing this area to only the essential components resulted in a significant
boost to overall game performance.

Finally, a comprehensive User Interface (UI) was implemented. This Ul is directly integrated with
the SanityManager and Player scripts, providing players with immediate and clear feedback on their
health and sanity levels, as well as the availability of serum for injection. This addition was crucial for
improving player clarity and decision-making during gameplay.

Figure 1.2: The updated Intro Room.

Figure 1.3: Distortion Effect.



Chapter 2

Project Experience and Reflection

This chapter provides a commentary on our experience throughout the course, reflecting on the devel-
opment process, adherence to planning, and the overall course structure.

2.1 Materialization of Initial Design Ideas

Our core game concept and its central dilemma successfully materialized into the final game. We
effectively implemented the foundational aspects, establishing the core gameplay loop and thematic
conflict. The primary deviation from our original vision was a necessary reduction in game length;
our initial concept proved overly ambitious for the constrained timeframe of the course. The resulting
game, therefore, functions more as a compelling prologue designed to set the stage for a larger project.
Consequently, the brevity of the current experience means players might not fully immerse in the core
dilemma as deeply as originally hoped, particularly given the presence of only a single major combat
encounter.

2.2 Adherence to Development Schedule

As previously noted, our initial concept’s ambition necessitated an early adjustment to our development
schedule. Despite this initial deviation, we are quite satisfied with the outcome, having successfully
implemented all the goals we had set for the adjusted scope. The first two weeks, dedicated primarily
to area design, initially provided a deceptive sense of rapid progress. This perception was quickly
tempered by the subsequent phases, where the primary focus shifted to writing robust, well-integrated
code for multiple complex systems to ensure seamless interaction. Nevertheless, we ultimately managed
to complete all the key tasks outlined in our revised Development Schedule.

2.3 Contribution of Project Structure Elements

The various elements of the project structure were essential in keeping our development on track. The
Development Schedule served as an invaluable guide, providing a clear roadmap of tasks and deadlines
for each period. The Prototype phase provided crucial early validation, confirming that our core
ideas were viable and enabling the game to progressively materialise. Finally, the Playtesting phase
proved immensely helpful, providing fresh, unbiased perspectives on our product. As developers deeply
immersed and potentially biased towards our work, receiving objective feedback from ”fresh eyes” is
imperative. This experience reinforced playtesting as an absolute necessity for any game development
project.

2.4 Specific Reflections and Personal Impression of the Course

Here, we address a series of specific questions regarding the project’s journey.



2.4.1 What was the biggest technical difficulty during the project?

While we didn’t encounter any major, development-crippling technical difficulties, the most persistent
challenge was managing Git merges, particularly when unifying individual contributions. Conflicts
frequently arose due to Unity’s unique identifier (.meta file) system and overall project dependencies.
Furthermore, the recurring issue of ”cursed pink text” resulting from shader errors persisted until the
final days of development, proving to be an unexpectedly stubborn bug.

2.4.2 What was your impression of working with the theme?

The theme ”Nowhere” was fun and interesting to work with, especially in the initial game idea pitch
phase. We played around with many concepts until we reached our final version, and it was interesting
to see the other teams’ interpretation.

2.4.3 Do you think the theme enhanced your game, or would you have been happier
with total freedom?

While total creative freedom might seem to open up more possibilities, it can also lead to choice overload
or analysis paralysis. In our case, having a predefined theme, despite requiring us to be more creative
within its bounds, ultimately proved beneficial by providing a clear framework and direction for our
development.

2.4.4 What would you do differently in your next game project?

For our next game project, we would prioritise a better division of tasks to minimise overlap between
developers. This approach aims to prevent the ”merging nightmare” we frequently experienced with
Git conflicts. Additionally, we would commit to starting playtesting much earlier in the development
cycle, as the outside feedback we received proved to be valuable.

2.4.5 What was your greatest success during the project?

Our greatest success was the successful integration of the core game mechanics, particularly the dynamic
Injection System and its sanity-affecting consequences, into a cohesive and playable experience. Despite
the challenges, we are particularly proud of bringing this central dilemma to life in our first major game
development project.

2.4.6 Do you consider the project a success? Are you happy with the final result
of your project?

We consider the project a success and are content with what we managed to achieve within the given
timeframe, having successfully implemented every feature we initially intended. As this was our first
game development project, our initial ambition might have been a bit high, but we observed this to
be a common trend among other teams as well, suggesting it’s a widespread learning experience for
newcomers to game development.

2.4.7 To what extent did you meet your project plan and milestones?

Mostly. As mentioned multiple times, we successfully hit all of our core milestones. The only aspects
not fully completed were the ”"Extras” or stretch goals, but this deviation was anticipated and planned
for early in the development process.

2.4.8 What improvements would you suggest for the course organization?

We suggest adjusting the project timeline. As the project currently concludes just as the exam season
begins, this creates a significant conflict. A potential improvement would be to either start the project



earlier in the semester or implement a pause period during exams, allowing students to finalize the
project during the subsequent lecture-free period after exams.



