
T H E  L O S T  M A N S I O N



I N T R O D U C T I O N :

I chose to solve a narrative based 
problem for this project, I have a 

great interest in this field and 
throughout previous projects 

have not had as much chance as I 
had hoped to explore this field 
and advance my creative story 

skills to a level that will allow me 
to enter the industry.

The Problem: Throughout many 
games I've played narratives can 
feel very static even when active 

choice making has been 
implemented, it still feels as 
though the outcome is set in 

stone and that each of the 
characters feel similar, having 
choices barely effect a specific 

character's outcome. This in turn 
creates a boring and linear 
experience for the player, 

disconnecting them from the 
story.

The Solution: I will be creating a 
short narrative experience that 
employs the use of scattered 

objects to present a player with 
an interesting narrative through 

simple techniques of 
environmental story telling. All 
items and story pieces will be 

found by the player at their own 
pace to show that player freedom 
can be preserve despite a linear 

narrative. All collectables and 
story beats will be optional finds, 
meaning the narrative itself relies 

on player freedom and 
exploration to discover.

By solving this problem, it will 
allow many games in the industry 
to be able to captivate audiences 

with effective storytelling and 
player choice, this can be 

implemented on my any different 
scales from indie projects to AAA, 
proving that it is possible to keep 
player agency and freedom while 

presenting a narrative.



A I M  - C R E AT I N G  A  N A R R AT I V E  
E X P E R I E N C E  T H AT  T H E  P L AY E R  

F E E L S  A  PA R T  O F :
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2.

3.
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R E S E A R C H  
M E T H O D O L O G I E S :











D E V E L O P M EN T  P I P E L I N E  /  P R O D U C T I O N



N A R R AT I V E  P L A N N I N G :

The story of a man who lost his wife and child doing anything possible to bring them back even if it involves the occult, beg ins luring 
strangers into his home."









N A R R AT I V E  P L A N N I N G :

1.

2.
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S TA R T  O F 
D E V E L O P M EN T :

Floor 1:
1. The Watcher
2. Notes

Floor 2:
1. Wisp Enemy
2. Notes
3. The Mirror
4. The Watcher

Floor 3:
1. The Watcher
2. Notes
3. Wisp Enemy
4. Lord Drummer



E N V I R O N M E N T I N  
E N G I N E :

•



M E C H A N I C  
D E V E L O P M EN T :











M E C H A N I C  
D E V E L O P M EN T :



M E C H A N I C  
D E V E L O P M EN T :



D I A L O G U E  
P RE S EN TAT I O N :



D E V E L O P M EN T  
I S S U ES :

In Editor:

In Packaged Version:



P L AY T E S T I N G  R E S U LTS

• Reviewing the results of playtesting shows that overall, the experience of my game is enjoyable and mostly 
understood. 

• Due to the partial story understanding I opted to add a few more hints throughout my dialogue to the 
identities of certain characters, Keeping in mind the explorative nature of my game where there is the 
possibility for information to be missed, as to not hand hold my players through the story. 

• This is also what gave me the idea of separate dialogue colours for each character to help clarify the 
narrative.

These results have been beneficial in adding final polish and clarity to my game through smaller additions 
that I mentioned above. 



E VA L UAT I O N :
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