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Project Description STUDIOS

This project is a psychological horror game set on an abandoned space station orbiting an uninhabited
planet in our solar system. Players take on the role of a lone astronaut/engineer sent to investigate a
mysterious signal emanating from the station. Upon arrival, they encounter a distinct alien entity with
terrifying abilities, turning what was supposed to be a routine investigation into a fight for survival.
The gameplay combines elements of resource management, stealth, and puzzle-solving as players
navigate through the eerie, malfunctioning station, attempting to escape while unraveling the mystery
behind the alien presence. With limited communication to mission control, a damaged ship, and a
malfunctioning tablet, players must outsmart the alien and reach an emergency escape pod. The game
culminates in a chilling twist that suggests the nightmare may not be over, even after escaping the

station.
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1. Characters

Name: Avery "Ave" Bates

Character Description: Avery "Ave" Bates is a former Air Force pilot, renowned for her sharp
instincts and swift decision-making in high-pressure situations. After transitioning into the role of
astronaut, she was selected for a critical mission to investigate the sudden loss of communication with a
space station orbiting Earth. Resourceful, relentless, and driven by a strong sense of duty, Ave must
now navigate through a series of unknown dangers to uncover the truth and re-establish contact with

ground control.

Appearance: Ave is a tall, lean woman with an athletic build, standing at about 6 feet. She has short,
neatly cropped brown hair and intense blue eyes that reveal the discipline and focus honed over years in
the Air Force. While she is most often seen in her astronaut suit, her confident posture and

commanding presence clearly reflect her military background.

Personality: Ave is highly disciplined and intelligent, shaped by her years in the Air Force where quick
thinking and adaptability were essential for survival. She remains calm and collected under pressure,
relying on logic and strategy to navigate challenges, yet she is always prepared to act decisively when the
situation demands. Her strong sense of leadership and responsibility drive her to persevere, even when

facing unknown and potentially life-threatening dangers aboard the space station.

Name: Letov Yakovich (pre-Zomboid Form)

Character Description: Letov Yakovich, born in a small, rural village in Russia, fought his way
through a challenging upbringing, excelling academically and earning a place in the military. His
determination and discipline led him to join the Russian Space Agency, where he quickly proved
himself as a skilled and courageous astronaut. A month before Dex’s arrival at the station, Letov’s

communications with Ground Control mysteriously ceased, leaving his fate unknown.

Appearance: Letov is a stocky, broad-shouldered man with a solid build, standing at around 5’10”. He
has short, dark hair and deep-set brown eyes that reflect both his rugged upbringing and years of
military discipline. His face, often stern and serious, bears the marks of someone who has faced and

overcome adversity, giving him a hardened, resilient look.
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Personality: Letov is known for his resilience and relentless work ethic, traits he STUDIOS
developed growing up in a harsh, remote village. His military background has made

him disciplined, methodical, and fiercely loyal to his comrades. While he may come across as quiet and
reserved, he is fiercely determined and capable of pushing through extreme challenges, with a deep

sense of responsibility to complete any mission he's given.

Name: Letov Yakovich (Zomboid Form)

Character Description: Once a dedicated astronaut, Letov Yakovich fell victim to a mysterious
parasitic entity that now controls his lifeless body. His last mission before communication was lost
involved investigating an unusual biological anomaly on the space station, which ultimately led to his
demise. Now, his body roams the station, manipulated by the parasite, as a haunting reminder of what

happens when space’s unknown dangers are unleashed.

Appearance: Letov’s once-pristine astronaut suit is now marked by small, unsettling red blood stains,
particularly around the neck and chest area. His face is obscured by his helmet, but you see glowing red
eyes/pupils glowing through his helmet.. The parasite subtly contorts his movements, giving them an

unnatural, jerky quality as if struggling to fully control its host.

Personality: While Letov’s mind is no longer his own, faint traces of his military discipline can be
observed in the methodical, albeit eerie, way the parasite navigates his body through the space station.
Any warmth or loyalty he once had has been replaced by a cold, predatory instinct driven by the
parasite’s need to survive. The creature controlling him shows no mercy, seeking to spread its influence

across the station.

Name: Alien (Humanoid Form)

Character Description: The Alien in its humanoid form is an incredibly adaptive and intelligent
extraterrestrial creature. This form is designed to blend in with humans and interact with them on a
cognitive level, enabling it to infiltrate and gather information without arousing suspicion. With the
ability to mimic human mannerisms and speech perfectly, the Alien can seamlessly integrate into
various social and professional environments. However, beneath its facade lies an advanced and
calculating mind that prioritizes survival and its overarching mission—typically something related to

gathering resources or knowledge from human civilizations.
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Appearance: In humanoid form, the Alien stands about 6 feet tall with a lithe, STUDIOS
graceful build. Its skin has a slightly iridescent sheen, almost too flawless for a regular

human, but easily passable from a distance. It has long, silvery hair that appears almost metallic in
certain lights, and piercing eyes that change color depending on its emotional state or when using
certain abilities—ranging from a neutral blue to a glowing silver when accessing its alien powers. Its
facial features are eerily symmetrical, making it appear both attractive and unsettling. It wears human

clothes, but they often seem tailored or pristine, adding to its unnatural presence.

Personality: The Alien in humanoid form is coldly logical and highly observant. It analyzes human
interactions with precision, carefully crafting responses and actions to achieve its objectives. Though it
can mimic human emotions, it does not actually feel them in the same way; instead, it views emotions
as tools for manipulation. Despite this, it occasionally exhibits curiosity about human behavior,
leading to moments of experimentation and study. Its overarching trait is its adaptability—able to shift

its tactics based on the situation, always with a focus on its survival and the mission at hand.

Name: Alien (Parasitic Form)

Character Description: In its parasitic form, the Alien reveals its true nature as a cunning and
dangerous organism that thrives by attaching itself to a host. This form is purely biological, with the
sole purpose of taking control of another being's body, slowly overwriting its host's physical and
mental faculties. It thrives by feeding on the host's resources and enhancing its own abilities through
this symbiotic connection, eventually erasing the host's consciousness completely. This form allows the

Alien to infiltrate more discreetly, spreading like a virus through the population.

Appearance: The parasitic form of the Alien is a small, amorphous creature, initially resembling a
dark, slimy mass, approximately the size of a fist. It has tendrils that extend outwards, enabling it to
latch onto its host's body. Once it attaches, these tendrils infiltrate the nervous system, wrapping
around vital organs and the spinal cord. Its surface is a glossy black with bio-luminescent veins running
along its form, giving off an unsettling glow in the dark. As it bonds with the host, its presence
becomes less visible, leaving only subtle blackened veins or discolorations on the skin that indicate the

infection.

Personality: In parasitic form, the Alien is instinct-driven and predatory. It is a master of stealth and

patience, preferring to operate in the shadows and slowly take control of its host without being
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detected. This form is not communicative or emotional—its primary goal is survival STUDIOS
and reproduction. It has an almost hive-mind-like mentality, focused on infecting

and controlling others to expand its influence. While it lacks the intellectual sophistication of its
humanoid form, it compensates with a relentless hunger and a predatory cunning that makes it a

dangerous and insidious threat.

2. Story

In the cold depths of space, an abandoned station orbits silently around an uninhabited planet. Years
after its mysterious decommissioning, a chilling signal breaks through the void - fragmented human
speech, desperate and afraid. You, a seasoned astronaut and skilled engineer, are chosen for a solitary

mission to investigate this eerie broadcast.

As your small craft approaches the station, you're struck by its lifeless appearance, save for a few
flickering lights that dance across its hull. Your helmet-mounted flashlight becomes your constant

companion, piercing the shadows that threaten to engulf you.

The docking procedure is completed with an unsettling smoothness as if the station itself is welcoming
you into its maw. Your first challenge presents itself immediately: a jammed airlock, stubbornly
resisting your entry. With ingenuity born of desperation, you combine materials from your ship with
the solution to a cryptic door puzzle, forcing your way inside with a grinding screech that echoes

ominously through the empty corridors.

The main room greets you with chaos - abandoned tools and scattered papers tell a story of hasty
departure. As you explore, you discover a USB drive containing the station's data and camera access.
Suddenly, space debris impacts the station, and in the ensuing chaos, you catch a glimpse of something

impossible - a shadowy figure phasing through solid walls.

Your mission takes on new urgency as you race to activate the station’s generators. In Room A, you
solve a complex puzzle to power up the first one. But your small victory is short-lived - a blood-curdling
screech draws you back to the docking bay, where you find your ship destroyed, bearing marks of

incredible strength.
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With escape now impossible, you learn of an emergency pod in Room X, your only STUDIOS
hope for survival. But as you work to unlock it, you begin to uncover the station's

dark secrets. Personal logs and scattered artifacts tell the tragic tale of the station's last inhabitant - an
astronaut slowly succumbing to an alien infection. Their descent into madness and transformation

into something inhuman is chronicled in heart-wrenching detail.

Your tablet, now malfunctioning after downloading the mysterious signal, offers only fleeting glimpses
of crucial information. As you navigate the labyrinthine station, an eerie calm settles over you — but it

won't last long.

After activating the generator in Room A, the station seems to awaken, and with it, a new terror
emerges. The zomboid astronaut, once human but now a grotesque fusion of man and alien, begins
stalking you through the corridors. Its unnatural, quadrupedal gait and inhuman speed send chills

down your spine as you hear it scuttling through distant passageways.

You press on, your heart racing as you work to activate the generator in Room B. But as the power
surges through this section of the station, you've unwittingly unleashed a second nightmare. The

humanoid alien, a being of immense strength and cunning, joins the hunt.

Unbeknownst to you, these two entities pursue you through different routes within the station's
complex layout. The constant threat of ambush from either direction keeps you on edge, never
knowing which horror might be waiting around the next corner. The station has become a terrifying

maze, with you as the prey caught between two relentless predators.

As you continue your mission, the sense of being hunted grows stronger. Every sound, every shadow
could signal the approach of either the scuttling zomboid or the stealthy alien. Your only hope lies in
reaching that final generator and making your escape, all while evading these dual threats that seem to

be closing in from all sides.

All the while, you battle against your own body. An ever-present oxygen meter reminds you of your
mortality. Each breath, each step, and each moment of panic depletes your precious air supply. You
find yourself returning to the central room frequently, refilling your tanks from a lone canister. As your
oxygen levels drop, the station becomes a nightmarish funhouse - your vision blurs, sounds distorted,

and your movements become sluggish and uncoordinated.



MONKEY

LICK

In a heart-stopping moment, the humanoid alien destroys your oxygen canister, STUDIOS
leaving you with no way to replenish your dwindling supply. The race against time

becomes even more desperate as you struggle to complete your mission and reach the escape pod.

Finally, with all generators activated and doors unlocked, you make a mad dash for Room X. The
zomboid astronaut and humanoid alien give chase in a terrifying pursuit through the station's twisting
corridors. With lungs burning and vision swimming, you reach the pod and launch into the void of

space.

As relief washes over you, a chilling realization dawns. A small scratch on your suit, barely noticeable
before, now feels like a death sentence. The voice of the parasitic alien form whispers through your
comm system, "I'm here," in broken, haunting English. As Earth looms in the distance, you're left with

the horrifying knowledge that you may be bringing an unimaginable threat back home.
Your nightmare, it seems, is only beginning.
2.1 Theme

1. Isolation and Claustrophobia: The abandoned space station serves as a confined, isolated
environment, emphasizing the protagonist's vulnerability and solitude. This theme is
reinforced by the limited oxygen supply and the vast emptiness of space surrounding the

station.

2. Paranoia and Trust: As the protagonist encounters the alien entities and uncovers the fate of
the previous crew, themes of paranoia and mistrust emerge. The player must constantly

question what's real and what's a hallucination, especially as oxygen levels decrease.

3. Transformation and Loss of Humanity: The zomboid astronaut embodies this theme,
showing the horrifying consequences of alien infection. The protagonist's own potential
infection near the end raises questions about the nature of humanity and the fear of losing

one's self.

4. Survival Against Overwhelming Odds: The entire narrative is driven by the protagonist’s
struggle to survive in an increasingly hostile environment, with dwindling resources and

multiplying threats.
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The Unknown and Cosmic Horror: The presence of alien entities and the STUDIOS
mysterious signal tap into themes of cosmic horror, highlighting humanity's

insignificance in the face of incomprehensible cosmic forces.

Past Mistakes and Consequences: The artifacts left behind by the zomboid astronaut
(pre-infection) tell a story of human error and hubris, exploring how past actions can have

far-reaching and devastating consequences.

Contamination and Infection: Both literal (the alien parasite) and metaphorical (the
spreading influence of the alien presence), this theme permeates the story, creating a sense of

creeping dread.

Man vs. Nature (or Alien Nature): The hostile environment of space and the alien entities
represent an implacable "nature” that the protagonist must contend with, highlighting themes

of human adaptability and resourcefulness.

The Price of Knowledge: The protagonist's mission to investigate the signal leads to
terrifying discoveries, raising questions about the cost of scientific curiosity and the dangers of

seeking forbidden knowledge.

Hope and Despair: The narrative oscillates between moments of hope (finding escape routes,
solving puzzles) and crushing despair (ship destruction, dwindling oxygen), creating a

rollercoaster of emotions for the player.

These themes provide a rich foundation for the game's narrative, allowing players to engage with deep,
thought-provoking ideas while navigating the terrifying and claustrophobic world of the abandoned

space station.

3. Story Progression

Level 1 ;: The Entrance

Objectives:
- Solve the puzzle between the ship docking center on the station and enter the main

room

10
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- Locate and download the station camera interface and data STUDIOS
Game Mechanics Introduced:

- Basic movement controls

- Interaction with environment

- Oxygen management

- Flashlight usage
Story: The player arrives at the abandoned space station, responding to a mysterious distress
signal. Upon docking, they find the entrance airlock jammed and must solve their first puzzle
to enter. Inside, they encounter a chaotic scene of abandonment. While downloading crucial
data, space debris hits the station, causing a momentary blackout. In the darkness, the player
glimpses a shadowy figure, setting the tone for the horrors to come. Due to such an occurrence,
the player also realizes to turn on the generators to get more access to resources on the station

and more data.

Level 2 : Generator A

Objectives:

- Navigate to Room A

- Solve puzzles to activate Generator A

- Return to the main room and witness ship destruction
Game Mechanics Introduced:

- Puzzle-solving

- Introduction of the zomboid astronaut threat

- Stealth mechanics
Story: As the player works to activate the first generator, they uncover logs detailing the
station's initial contact with the alien presence. After successfully activating Generator A, they
return to find their ship destroyed, trapping them on the station. The zomboid form of the
astronaut we read about earlier makes its first appearance, forcing the player to use stealth to

evade it.

Level 3 : Generator B

Objectives:
- Navigate the increasingly complex station layout to Room B
- Solve more challenging puzzles to activate Generator B

- Evade the zomboid astronaut

11
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- Game Mechanics Introduced: STUDIOS
- Advanced puzzle mechanics
- Stamina management affecting oxygen consumption
- Story: The journey to Generator B reveals more about the fate of the station's crew through
found logs and environmental storytelling. The zomboid astronaut becomes more aggressive,
and the player's sanity begins to be affected by the horrors they witness. After activating

Generator B, the player encounters clear signs of the humanoid alien's presence.

Level 4 : Generator C

- Objectives:
- Reach the heavily damaged section containing Generator C
- Repair and activate Generator C while managing depleting oxygen
- Survive the first direct encounter with the humanoid alien
- Game Mechanics Introduced:
- Complex environmental hazards
- Repair mechanics
- Alien encounter and evasion tactics
- Story: Generator C is located in a severely damaged part of the station, requiring the player to
navigate hazardous environments. Here, they uncover the truth about the alien parasite and its
effects on the crew. The humanoid alien actively hunts the player, culminating in a terrifying
chase sequence after the generator's activation. The player's oxygen canister in the main room is

destroyed, adding urgency to their mission.

Level 5 : Room X

- Objectives:
- Locate Room X containing the escape pod
- Solve the final series of puzzles to unlock and prepare the escape pod
- Game Mechanics Introduced:
- Multi-stage puzzle solving under pressure
- Managing critically low oxygen levels
- Final confrontation mechanics
- Story: With all generators active, the player races against time to reach Room X. Both alien

entities relentlessly pursue them through the station. In Room X, the player uncovers the full

12
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truth about the alien presence and its intentions for Earth. As they escape STUDIOS

the station in the escape pod, they have the sudden realization that they are

carrying the alien parasite to Earth.

4. Gameplay

4.1. Overview

This space horror game offers players a chilling and immersive survival experience. As they take on the

role of a lone astronaut investigating a mysterious signal on an abandoned space station, they will

encounter a series of terrifying challenges, engage in exploration, and make critical decisions that shape

the game's outcome.

1. Movement and Oxygen Management:

Players control the astronaut’s movements as they explore the eerie, malfunctioning
space station.

The astronaut can walk, run, and crouch.

Oxygen management is crucial. Running depletes oxygen faster, creating a tension
between speed and the player’s health/awareness.

Interacting with the environment is essential, as players collect key items, access data

logs, and manipulate objects to advance the storyline and solve puzzles.

2. Stealth and Evasion:

Stealth becomes increasingly important as alien threats emerge.
The astronaut can hide behind objects and in shadows to avoid detection.

Successful evasion conserves oxygen and allows for safer exploration.

3. Alien Encounter Mechanics:

When confronted by the zomboid astronaut or humanoid alien, players must react
quickly.
A struggle mechanic may be initiated, involving a quick-time event (QTE) to escape.

Failing the QTE results in damage to the spacesuit, potentially causing oxygen leaks.

4. Oxygen Management:

Managing oxygen is the primary survival mechanic.
Oxygen can be replenished at canisters in the central room until the final canister is
destroyed.

As oxygen depletes, the astronaut's vision and movement become impaired.

13
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5. Item Collection and Use: STUDIOS
- Players interact with the environment to collect essential items.
- These items serve various purposes, from ﬁxing systems to accessing restricted areas.
6. Puzzle-Solving and Generator Activation:
- The game features a variety of puzzles that require problem-solving skills to advance.
- Puzzles include deciphering technology puzzles, repairing systems, and unlocking
secured areas.
- Activating the three generators is a key objective, with each presenting unique
challenges.
7. Progression and Escalating Threats:
- After activating the first generator, the zomboid astronaut begins stalking the player.
- Following the second generator's activation, the humanoid alien joins the hunt.
- Puzzles and environmental hazards become more complex as the game progresses.
8. Sanity Management:
- Prolonged exposure to alien entities or disturbing discoveries affects the astronaut's
sanity.
- Decreasing sanity levels can cause hallucinations or affect decision-making abilities.
9. Ending:
- The game leads to a false hope ending with a realization of success being dismissed by a

risk of significant failure.

4.2, Goal

The primary objective is initially to investigate the mystery of the space station; however, it quickly
shifts to just finding any way to survive and escape the station. This involves activating three generators
to unlock the emergency escape pod, all while managing oxygen levels, avoiding alien entities, and

trying to piece together the story of what happened to the station and its crew.

4.3, User Movement & Attributes

- First-person perspective movement (walk, run, crouch)
- Limited oxygen affects movement options and speed
- Ability to interact with objects and solve puzzles

- Flashlight control for illuminating dark areas

14
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4.4, Game Mechanics STUDIOS

- Oxygen Management: Players must monitor and replenish their oxygen supply regularly
- Stealth: Avoiding detection by alien entities through careful movement and hiding
- Puzzle Solving: Unlocking doors, repairing systems, and activating generators

- Environmental Hazards: Navigating damaged sections of the station, avoiding dangerous zones

4,5, Items & User Stats

- Oxygen Canisters: Refill oxygen supply
- Repair Kits: Fix damaged systems or create makeshift tools

- Data Pads: Contain logs and information about the station and its crew

4.6. Progression & Challenge

- The game becomes progressively more challenging as players activate each generator

- After the first generator (Room A), the zomboid astronaut begins stalking the player

- After the second generator (Room B), the humanoid alien joins the hunt

- Oxygen management becomes more difficult as the game progresses, with the final canister
being destroyed

- Puzzles increase in complexity, requiring more intricate solutions

- The station's layout becomes more maze-like and disorienting in later sections

4.7. Endgame

- Players must reach and activate the escape pod in Room X
- Afinal confrontation or escape sequence involves evading both alien entities

- Successfully leave the station but potentially carry the alien parasite, becoming a new host

5. Art Style

The game employs a haunting blend of low-poly aesthetics and atmospheric lighting to create a
uniquely unsettling space horror experience. The low-poly art style, reminiscent of early 3D games,
adds an element of otherworldliness to the abandoned space station’s environment. This artistic choice
enhances the game's eerie atmosphere and plays into the theme of isolation and detachment from

reality.

15
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Key visual elements include: STUDIOS

1. Stark Contrasts: Deep shadows juxtaposed against the harsh glow of emergency lighting

create a sense of unease and highlight the station's abandoned state.

2. Distortion Effects: As the player's oxygen levels decrease, subtle visual distortions and glitches
are introduced, mimicking the disorientation of oxygen deprivation and blurring the line

between reality and hallucination.

3. Retro Design: The space station's interior resembles retro sci-fi aesthetics, emphasizing its age
and the passage of time since its abandonment, especially with the disparity between the

station’s tech and the tech brought by the visitor.

4. Dynamic Lighting: The player's helmet-mounted flashlight serves as the primary light source
before generators are fixed, creating narrow light, casting long shadows, and enabling a

claustrophobic, ever-shifting environment.

5. Particle Effects: Subtly floating debris and dust particles add to the atmosphere and hint at

the station's state of disrepair.

6. Analog Interfaces: Computer screens, logs, and the camera’s interactive elements utilize an

analog aesthetic, adding to the retro-futuristic feel and the sense of technological isolation.

6. Music & Sounds

Sound design plays a crucial role in amplifying the fear factor and immersion in our space horror game.
We aim to emphasize the vastness of space and the claustrophobia of the abandoned station through a

careful balance of silence, ambient sounds, and sudden, terrifying noises.

6.1. Music

1. Ambient Soundscapes: The game features minimalist, atmospheric soundscapes that
complement the low-poly visuals. These are characterized by soft, eerie drones, distant

mechanical hums, and occasional dissonant tones that maintain a sense of unease and isolation.

16
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Adaptive Score: The music subtly adapts to the player's situation, STUDIOS
intensifying during moments of danger or discovery, and fading to

near-silence during periods of exploration or puzzle-solving.

Silence: Strategic use of silence amplifies tension. When the ambient sounds fade away, every

small noise becomes magnified, keeping players on edge.

6.2. Sounds

1.

10.

Footsteps: The heavy clang of spacesuit boots on metal flooring echoes through the station.
The rhythm and intensity change based on the player's movement speed and the type of
surface.

Breathing: Oxygen levels directly affect breathing sounds. As oxygen depletes, breathing
becomes more labored and panicked, serving both as a gameplay mechanic and a source of
tension.

Space Debris: Occasional impacts of space debris against the station's hull create sudden,
startling noises that reverberate through the structure.

Malfunctioning Equipment: Creaking metal, sparking electronics, and the hiss of escaping
air from failing life support systems create a constant backdrop of decay and danger.

Alien Presence: Unsettling, non-human sounds hint at the alien threats. These include
skittering movements in vents, inhuman vocalizations, and the sound of the humanoid alien
phasing through walls.

Player Interactions: Every interaction with the environment produces detailed, realistic
sounds, from the beeps of computer consoles to the grinding of rusty doors.

Radio Static: Intermittent bursts of static from the communication system, occasionally
interspersed with fragmented, distorted voices, add to the sense of isolation and hint at past
events.

Heartbeat: During intense moments or when oxygen is critically low, the player's heartbeat
becomes audible, increasing in tempo with stress or exertion.

Oxygen System: The hiss of the oxygen recycler, alerts for low oxygen levels, and the sound of
connecting to oxygen refill stations all provide crucial audio feedback.

Vacuum of Space: When looking out windows or during potential hull breach scenarios, the
game emphasizes the absolute silence of space, creating a stark contrast with the interior

sounds.
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11. Psychological Horror: Incorporate subtle, almost subliminal sounds that STUDIOS
blur the line between the game's reality and the player's imagination,
enhancing the psychological horror aspect.

12. 3D Audio: Utilize 3D audio positioning to help players locate threats and navigate the

environment, adding another layer of immersion and tension.

7. Technical Description

Supported Platforms:
- Windows
- Mac
- Linux
Engine:
- Unity 3D
Project Management:
- Notion
Version Control:
- GitHub

8. Marketing & Funding

Concept Validation and Prototype Development:

Start by crafting a detailed and immersive game concept and design document that highlights the
suspenseful atmosphere and intricate puzzle mechanics.

Develop a polished prototype or proof-of-concept demo, showcasing the eerie station setting, survival
mechanics, and the tense encounters with alien threats. This serves as a visual and interactive

representation of the game’s potential.

Online Presence:

Establish a robust online presence through a dedicated website and active social media channels (e.g.,
Twitter, Instagram, Facebook, YouTube). Regularly update these platforms with developer insights,

concept art, and in-depth breakdowns of the game's mechanics to build anticipation.

Crowdfunding Campaign:

18
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Consider launching a crowdfunding campaign on platforms like Kickstarter or STUDIOS
Indiegogo to raise initial funds. Your campaign should include:

A chilling, atmospheric campaign video that highlights the immersive gameplay, suspenseful story, and
the player’s fight for survival.

A detailed project overview, including your team, development timeline, and game features.

Engaging rewards like in-game bonuses, exclusive behind-the-scenes content, or themed merchandise
(e.g., astronaut suits or alien figurines).

Regular campaign updates to engage potential backers and sustain momentum.

Demo Release:

Release a free, feature-rich demo of Echoes of the Abyss that introduces players to the station, puzzles,
and first encounters with the alien threats.

Promote the demo on gaming forums, survival-horror communities, and through gaming media
outlets.

Encourage players to share their feedback and experiences, generating buzz and refining the gameplay

experience.

Early Access or Alpha/Beta Testing:
Offer early access or closed alpha/beta testing to a select group of players. This allows you to gather
valuable feedback while building a dedicated fanbase before the official release.

Press and Media Outreach:
Reach out to gaming journalists, bloggers, YouTubers, and Twitch streamers for coverage and reviews.
Highlight the game’s suspenseful, story-driven narrative, and unique puzzle-solving elements. Positive

reviews and early previews can generate interest and visibility.

Participation in Game Jams and Contests:
Submit Echoes of the Abyss to game development contests, indie festivals, or showcases. Awards and
recognition will serve as powerful marketing tools and help grow the game's reputation within the

indie and horror gaming communities.
Collaborations and Partnerships:

Explore partnerships with indie publishers or gaming distributors to increase marketing reach and

secure distribution support.
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Collaborate with popular streamers and content creators for Let’s Play videos, live STUDIOS

streams, or playthroughs, maximizing visibility among horror gaming audiences.

Community Engagement:
Build an engaged and loyal community by interacting with fans on social media, Discord, and gaming
forums. Regular developer updates, Q&A sessions, and live streams will foster excitement and

maintain player interest throughout development.

Post-Demo Funding Campaign:
After gathering interest through the demo, consider launching a second crowdfunding campaign or
pursuing additional funding sources like grants, partnerships with academic institutions, or

collaborations with established developers.

Continuous Development:
Continue refining and updating Echoes of the Abyss based on player feedback. Regularly share

progress updates, screenshots, and video clips to keep your community excited and involved.

Launch Strategy:
Plan a strategic launch on platforms like Steam or other PC game distribution platforms. Use the
momentum of your community and crowdfunding backers to boost initial sales and reviews, creating a

successful launch period.
8.1. Demographics
Age Group:

- Target players aged 16 and older, as the game contains mature themes, psychological horror,

and intense survival scenarios.
Horror and Sci-Fi Enthusiasts:

- Appeal to players who are fans of atmospheric horror and science fiction, particularly those

who enjoy suspenseful and slow-burn horror stories.

Indie Game Enthusiasts:
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- Focus on teens and young adults who appreciate indie games for their STUDIOS

creativity, unique gameplay experiences, and experimental narratives.
Story-Driven Players:

- Engage players who seek narrative depth and enjoy uncovering a story through environmental

storytelling, personal logs, and puzzle-solving.
PC Gamers:

- The game will be developed exclusively for PC, with a primary focus on Windows

compatibility, offering a finely tuned experience to the broad PC gaming community.
Survival Horror Beginners:

- Cater to both experienced survival horror players and those who are new to the genre but are

intrigued by the atmosphere, puzzle-solving, and stealth elements.
Streamers and Content Creators:

- Target aspiring YouTubers and Twitch streamers who are interested in showcasing immersive
and terrifying horror games, leveraging the game’s suspenseful moments for audience

engagement.

8.2. Platforms & Monetization
Platform:

- PC (Windows): The game will be optimized for Windows, ensuring smooth gameplay and

accessibility across a wide range of PC configurations.
Monetization Strategy:

1. Premium One-Time Purchase:
- Players purchase the full game at a fixed price, granting access to the entire game
experience with no further purchases required.

2. Free Demo with Incentives:
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- Release a free demo to introduce players to the core gameplay and STUDIOS
atmosphere. Offer incentives such as exclusive content or discounts
for players who convert to full-game purchases after trying the demo.

3. Merchandise and Collectibles:

- Ofter themed merchandise like posters, t-shirts, and figurines of alien entities or
astronaut suits. These items serve as additional revenue streams while strengthening the
fan community.

4. Regular Updates and Community Engagement:

- Periodic updates including bug fixes, additional polish, and small content updates will
keep players engaged post-launch. Maintain active communication with the
community via social media.

5. No Paid DLC Policy:

- The game will offer a full experience at the time of purchase with no paid

downloadable content (DLC). All post-launch updates and improvements will be free,

enhancing the sense of value for the player.
8.3. Localization
Language Quality and Clarity:

- Ensure all text, dialogue, and in-game instructions are clear and concise, making the story easy

to follow for English-speaking players.
Cultural Relevance:

- Incorporate cultural and thematic elements that resonate with a Western, English-speaking

audience, ensuring the survival-horror atmosphere feels grounded and relatable.
Accessibility Features:

- Implement features like subtitles and audio cues for players with hearing impairments or those

who prefer a sound-free experience.
User Interface (UI) Clarity:

- Design an intuitive UI with minimal text reliance, using universally recognizable symbols and

icons to streamline gameplay without overwhelming the player.
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Testing and Player Feedback: STUDIOS

- Conduct thorough testing with English-speaking players to address language inconsistencies or

areas where the story or mechanics might need clarification.
Post-Launch Support:

- Commit to resolving any language or gameplay issues post-launch, ensuring a smooth,

immersive experience for all players.
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