lengidevsi.

Jasmina Vulovic
=3 Ivan Rozhdestvenskii
e Aleksandar Arnaudov



Overview

e (urrent Status
e Sanity System

o Levels
o Visual Effects



Current Status

Functional Minimum  Low Target

e First Person e Add Basic Serum
Controller System
e Plain Intro Area e  Weapon Interaction
e Static Enemies (shooting)
e Plain Outside Area e Basic Audio and
Visuals
e Enemies move
randomly
e Narrative as Plain
Text
e Improved Level
Design

Desirable Target

A working
Low-Leveled Sanity
System

Complete Intro
Room

More Complex
interactable
Narrative Clues
Solvable puzzle
Complete Cave and
Outdoors

Smart Enemies
Basic UI/UX

High Target

Audio Polish
Visual Effects
(Hallucination,
Hues, etc)
Polished UI/UX
(tooltips, menus,
feedback,
transitions)

Fully functioning
sanity system



Outsid¢ area - completed

== Al Navigation
v Surfaces
Show Only Selected
Show NavMesh v
Show HeightMesh

v Agents
Show Path Polygons v
Show Path Query Nodes
Show Neighbours
Show Walls
Show Avoidance

v Obstacles

Show Carve Hull




Outside area - completed
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Sanity System
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Script

Level Name
Sanity Extraction
Sanity Sound

' Visual Effects

Element O
Element 1
—  Element 2

Actviated

A SanityLevel
Level 3

20

None (Audio Clip)

Screen Blur
Blood Stain
Camera Smear Plus Hue

(O]



Visuals

Camera Distortion
Vignette Overlay
Blood Stain

Ghost Enemies
Chromatic Aberration
Color Adjustments
and more...



Demo






