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ABSTRACT 

 

This project focused on the development of S.I.T.I (SINK IN TERROR INSIDE) game 

which aims to study the effectiveness of horror element build-up when a various 

element is integrated into creating an immersive horror experience. While horror game 

genre has been around since the early 1970s and keeps going strong up until this 

moment, most of them have stray from the path of creating a quality horror element 

with the combination of various factor. This has led to the fall of horror elements in 

most games as they are there just to fill the genre void and nothing more. From cheap 

jump-scare to the bad visual effects has brought the horror genre down. This project 

will address the issues by studying the effectiveness of horror element build-up when 

a various element is integrated into creating a good quality horror game genre. This 

project will be developed for Window 64-Bit that is commonly used in the market. 

The expectation of this project is to successfully build an effective combination of 

horror elements. 
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ABSTRAK  

 

Projek ini memfokuskan pada pengembangan permainan S.I.T.I (SINK IN TERROR 

INSIDE) yang bertujuan untuk mengkaji keberkesanan pembentukan elemen seram 

apabila pelbagai elemen disatukan untuk mewujudkan pengalaman seram yang 

mendalam. Walaupun genre permainan seram telah wujud sejak awal tahun 1970-an 

dan terus berkembang hingga saat ini, kebanyakan mereka tersasar dari jalan untuk 

mewujudkan elemen seram yang berkualiti dengan gabungan pelbagai faktor. Ini 

menyebabkan kejatuhan elemen seram dalam kebanyakan permainan kerana mereka 

berada di sana hanya untuk mengisi kekosongan genre dan tidak lebih dari itu. Dari 

jump-scare yang murah hingga kesan visual yang buruk telah menurunkan genre 

seram. Projek ini akan menangani permasalahan tersebut dengan mengkaji 

keberkesanan pembentukan elemen seram apabila pelbagai elemen disatukan dalam 

mewujudkan genre permainan seram yang berkualiti. Projek ini akan dibangunkan 

untuk Window 64-Bit yang biasa digunakan di pasaran. Harapan projek ini adalah 

untuk berjaya membina gabungan elemen seram yang berkesan. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



vii 

 

 

 

TABLE OF CONTENT  

 

CONTENT       PAGE 

 

Title Page………………………………………………………………….. 

Declaration…………………………………………………………………       

Dedication…………………………………………………………………. 

Acknowledgement………………………………………………................. 

Abstract……………………………………………………………………. 

Abstrak…………………………………………………………………….. 

Table of Content…………………………………………………………… 

List of Table………………………………………………………………... 

List of Figure…………………………………………………………......... 

Abbreviation……………………………………………………………….. 

List of Attachment…………………………………………………………. 

 

CHAPTER 1: INTRODUCTION 

1.1     Background……………..………………………….. 

1.2     Problem Statement..………………………………... 

1.3     Objectives………………………………………….. 

1.4     Goal and Genre…………………………………….. 

1.5     Game Features……………………………………... 

1.6     Conclusion…………………………………………. 

 

CHAPTER 2:  LITERATURE REVIEW AND PROJECT 

METHODOLOGY 

2.1   Introduction……………………………………….. 

2.2   Genre………………………………………………  

2.3   Existing Game……………………………….......... 

2.3.1 Introduction to Existing Games………. 

2.3.2 Comparison of Existing Games………. 

2.4 Project Methodology……………………………….. 

2.5 Conclusion…………………………………………. 

 

CHAPTER 3: ANALYSIS 

3.1     Introduction………………………….……………… 

3.2     Requirement Analysis………………………………. 

3.3     Project Requirement…………….…………………... 

3.4     Technical Requirement…………………………….... 

3.5     Software Requirement………………………………. 

3.6     Hardware Requirement……………………………… 

3.7     Other Requirement………………………………….. 

3.8     Project Schedule and Milestone…………………….. 

3.9     Conclusion…………………………………………... 

i 

ii 

iii 

iv 

v 

vi 

vii-ix 

x 

xi-xii 

xiii 

xiv 

 

 

1 

2 

2 

2-3 

3 

3 

 

 

 

 

4 

4-5 

5 

5-9 

9-10 

10-12 

12 

 

 

13 

13 

13-15 

15-16 

16 

17 

17 

17-18 

18-19 

 



viii 

 

 

 

 

CHAPTER 4: DESIGN 

                        4.1     Introduction…………………………………………. 

                        4.2     Game Architecture………………………………….. 

                        4.3     Game Design……………………………………….. 

                                          4.3.1    Gameplay………………………………. 

                                          4.3.2    Core Mechanics………………………... 

                                          4.3.3    Flowboard……………………………… 

                                          4.3.4    Level Progression……………………… 

                                          4.3.5    Storyline……………………………….. 

                                          4.3.6    User Interface (UI)…………………….. 

                         4.4     Game Art…………………………………………… 

                                          4.4.1     Game World…………………………... 

                                          4.4.2     Character Design……………………… 

                                                             4.4.2.1     Player…………………… 

                                                             4.4.2.2     Enemies………………… 

                                          4.4.3     Camera Model………………………… 

                                          4.4.4     Audio and Sound Effects……………… 

                          4.5      Conclusion………………………………………… 

 

CHAPTER 5: IMPLEMENTATION 

                          5.1     Introduction…………………………………………. 

                          5.2    Creation of Game Art………………………………. 

                                         5.2.1      Production of Graphics………………... 

                                         5.2.2      Production of Audio…………………... 

                                         5.2.3      Production of Video………………….... 

                                         5.2.4      Production of Animation……………… 
                                                        5.2.4.1     Importing Model Into Mixamo 
                                                       5.2.4.2     Setting The Animation……… 
                                                       5.2.4.3     Downloading The Animation. 
                                                       5.2.4.4     Setting Animation in UE4….. 
                                                       5.2.4.5     The Animation Blueprint…… 
                                                       5.2.4.6     Application of Blueprint……. 

                          5.3    Integration of Game Components…………………... 

                                         5.3.1      Horror Event Blueprint………………... 
                                                        5.3.1.1     The Environment Event…… 
                                                       5.3.1.2     The Player Event………...…. 
                                                       5.3.1.3     The Sound Event………...…. 
                                                       5.3.1.4     The Quest Event………...….. 
                                                       5.3.1.5     The Level Event………..…… 
                                                       5.3.1.6     The Subtitle Event…….……. 

                                         5.3.2      Horror Engine Blueprint………………. 

                          5.4   Game Configuration Management………………… 

                                         5.4.1     Configuration Setup…………………… 

                                         5.4.2     Version Control Procedure…………….. 

                          5.5   Implementation Status……………………………... 

                          5.6   Conclusion………………………………………… 

CHAPTER 6: TESTING AND EVALUATION 

                          6.1     Introduction………………………………………... 

                          6.2   Test Plan…………………………………………… 

 

 

20 

20 

20 

21 

21-22 

23 

24 

24 

24-25 

25 

26-27 

27 

27 

27-29 

29 

29-30 

30 

 

 

31 

31 

31-34 

35-36 

36 

36 

36-37 

37-38 
38-39 
39-40 
40 
41 
41-42 
42 
42-43 

43-44 

45 

46 
46-47 
47-48 
48-50 
50 
50 

51 

51-53 

53 

 

  

54 

54 



ix 

 

 

 

                          6.3   Test Implementation………………………………. 

                                      6.3.1      Test Description………………………… 

                          6.4   Test Result And Analysis………………………….. 

                                       6.4.1      Pre-Survey……………………………… 

                                       6.4.2      Post-Survey……………………………... 

                           6.5  Conclusion………………………………………… 

 

CHAPTER 7: PROJECT CONCLUSION 

                          7.1     Observation on Weakness and Strength…………… 

                          7.2  Proposition for Improvement……………………… 

                          7.3  Contribution……………………………………….. 

                          7.4  Conclusion…………………………………………      

REFERENCES…………………………………………………………… 

 

APPENDICES 

 

APPENDIX A: QUESTIONNAIRE…………………………………. 

 

54-55 

55-58 

58 

58-63 

64-76 

76 

 

 

77 

77-78 

78 

78 

79-80 

 

 

 

81-84 



x 

 

 

 

List of Table 

Table Num. Item                      Page 

Table 2.1:  Comparison of Existing Games                                                 9-10 

Table 3.1:  Software Requirement                                                               16 

Table 3.2:  Project Schedule and Milestone                                                18 

Table 5.1: Type of Sound          51 

Table 5.2:  Testing Phase          67 

Table 5.3: Implementation Status        67-69 

Table 6.1:  Implementation Status        71 

Table 6.2:  Demographic Factors                    71-72 

Table 6.3:  Usability/Playtesting Factors        72 

Table 6.4:  Narratives, Audio Aesthetics, and Visual Aesthetics Factors   73 

Table 6.5:  Enjoyment Factors         74 

Table 6.6:  Narrative, Audio Aesthetics, and Visual Aesthetics Mean       89 
 

 

 

 

 

 
 
  

 

 

 

 

 

 

 

 

 

 

 

 

 

 



xi 

 

 

 

List of Figure 

Figure Num. Item        Page 

Figure 2.1:  Outlast Game       6 

Figure 2.2  Outlast Game Main Menu     6  

Figure 2.3:  Outlast Game’s Gameplay     7  

Figure 2.4:  Outlast Game’s Enemy     7 

Figure 2.5:  P.T. (Playable Teaser)                                                            8 

Figure 2.6:  P.T. Game Hallway Scene                                                    8 

Figure 2.7:  P.T. Game’s During Enemy Encountered in The Gameplay 9 

Figure 2.8:  The Game Development Life Cycle (GDLC)   10 

Figure 2.9:  The Flow of GDLC      12 

Figure 3.1:  The Development and Report Gantt Chart   18 

Figure 4.1:  Game Architecture Diagram     20 

Figure 4.2:  Main Menu UI      24 

Figure 4.3:  In-Game UI       25 

Figure 4.4:  Inventory Menu      25                                                                     

Figure 4.5:  Right Wing Hallway      26 

Figure 4.6:  Right Wing Room      26 

Figure 4.7:  Left Wing Hallway      27 

Figure 4.8:  The Character Model      27 

Figure 4.9:  Toyol        28 

Figure 4.10:  Pocong       28 

Figure 4.11:  Penanggal       29 

Figure 4.12:  First Person Perspective     29 

Figure 5.1:  Modelling process of “Toyol” in Blender   32 

Figure 5.2:  Animating the model movement in Mixamo   32 

Figure 5.3:      The import setting with various option   33 

Figure 5.4:  The starting point of the game    34 

Figure 5.5:      The geometrical structure      34 

Figure 5.6: Audio Configuration      36 

Figure 5.7:  Variety of Animations     37 

Figure 5.8:  The Animation Settings     38 

Figure 5.9:  Download Options      39 

Figure 5.10:  The Blend Space      40 

Figure 5.11:  The Event Graph      40 

Figure 5.12:  Implementing the Animation     41 

Figure 5.13:  The Environment Horror Event              42 

Figure 5.14:  The Environment Horror Event Blueprint   43 

Figure 5.15:  The Player Horror Event       44 

Figure 5.16:  The Player Horror Event Blueprint      44 

Figure 5.17:  The Sound Horror Event     45 

Figure 5.18:  The Sound Horror Event Blueprint    45 

Figure 5.19:  The Quest Horror Event     46 

Figure 5.20:  The Quest Horror Event Blueprint     46 

Figure 5.21  The Level Horror Event     47 

Figure 5.22:  The Level Horror Event Blueprint    47 

Figure 5.23:  The Subtitle Horror Event     48 

Figure 5.24:  The Subtitle Horror Event Blueprint    48 

Figure 5.25:  The Health Blueprint      49 



xii 

 

 

 

List of Figure 

Figure Num. Item        Page 

Figure 5.26:  The Main Menu Blueprint     49 

Figure 5.27:  The Inventory Blueprint     49 

Figure 5.28  The Use Blueprint      50 

Figure 6.1:  Result of Question 1      59 

Figure 6.2:  Result of Question 2      59 

Figure 6.3:  Result of Question 3      60 

Figure 6.4:  Result of Question 4      60 

Figure 6.5:  Result of Question 5      61 

Figure 6.6:  Result of Question 6      62 

Figure 6.7:  Result of Question 7      62 

Figure 6.8:  Result of Question 8      63 

Figure 6.9:  Result of Question 9      63 

Figure 6.10:  Result of Question 1 Part A     64 

Figure 6.11:  Result of Question 2 Part A     65 

Figure 6.12:  Result of Question 3 Part A     65 

Figure 6.13:  Result of Question 4 Part A     66 

Figure 6.14:  Result of Question 5 Part A     66 

Figure 6.15:  Result of Question 1 Part B     67 

Figure 6.16:  Result of Question 2 Part B     68 

Figure 6.17:  Result of Question 3 Part B     68 

Figure 6.18:  Result of Question 4 Part B     69 

Figure 6.19:  Result of Question 5 Part B     69 

Figure 6.20:  Result of Question 6 Part B     70 

Figure 6.21:  Result of Question 7 Part B     71 

Figure 6.22:  Result of Question 8 Part B     71 

Figure 6.23:  Result of Question 9 Part B     72 

Figure 6.24:  Result of Question 10 Part B     72 

Figure 6.25:  Result of Question 1 Part C     74 

Figure 6.26:  Result of Question 2 Part C     74 

Figure 6.27:  Result of Question 3 Part C     75 

Figure 6.28:  Result of Question 4 Part C     75 

Figure 6.29:  Result of Question 5 Part C     76 
 

 

 

 
 

 

 

 

 



xiii 

 

 

 

Abbreviation 

Abbreviation Subject 

S.I.T.I.  Sink in Terror Inside 

FPS  First Person Simulation       

FYP  Final Year Project 

3D                   Three Dimensional 

GDLC             Game Development Life Cycle  

UI  User Interface 

P.T.                 Playable Teaser 

PC                   Personal Computer     



xiv 

 

 

 

List of Attachment 

Num.  Item        Page 

Appendix A Questionnaire       81-84  

 

 

 

    



1 

 

 

 

 CHAPTER 1 

1.0 INTRODUCTION 

1.1 Background 

 S.I.T.I (Sink In Terror Inside) is a First-Person psychological horror game 

project that revolves around a protagonist that finds himself awakened in a strange 

hallway on an unknown territory. As the player progress through the stage, he/she 

found that many strange occurrences happened around him and abnormal creatures 

start to manifest in front of him. Equipped with only a flashlight in a dark and creepy 

environment, the protagonist needs to search for a way out to survive. This project 

aims to study the effectiveness of horror element build-up when a various element is 

integrated into creating an immersive horror experience for the players to explore. 

Such example of the various elements in a horror game is the combination of sounds, 

background music, visual effects, narrative and storyline, environment and props, 

atmosphere and, jump-scare. 

A horror game is defined as a video game genre that centered around a 

combination of various elements designed to scare players (reference) These elements 

mostly derive from the usage of visual representation, narrative, sounds, and other 

relevant elements. This genre has been around for ages in the gaming industries where 

it first entry is detected in the early 1970s. One of the main reasons why player loves 

horror game is because of the pleasure of being scared. Most of them love venturing 

into the unknown territory fully known it is life-threatening and some unknown 

creatures are waiting to ambush them around the corner. The adrenaline rush felt by 

the players at the exact moment is what drove some players to even consider horror 

game as a fun game genre compared to other types of players. In addition to that, some 

player even took it as a way of mastering their fear by experiencing the terror brought 

by the horror game genre which is next to impossible in experiencing them in real -life 

situation.  
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1.2 Problem Statement 

The horror genre in video games has been on the decline since the arrival of 

the seventh console generation This is due to the lack of quantity and quality provided 

by game developers that seem to stray from making a good horror game. 

The lack of research, to the bare minimum effort put into creating a horrifying 

environment in a video game, seems to be the root cause of the problem. As a result, 

it turns off the audience that originally supports and loves the genre. Therefore, this 

project is proposed to study the horror elements to tackle the lack of research in 

developing horror games. 

1.3 Objectives 

 The objectives of this project are as follow: 

i) To study the horror components and elements that affect human 

emotions. 

ii) To develop a functional prototype horror game that incorporates the 

required horror elements. 

iii) To evaluate the functionality and the effectiveness of the incorporated 

elements into gameplay. 

The player will experience an immersive psychological horror game with 

various successful integrated horror elements. 

1.4       Goals and Genre 

This game aims to let players experienced an immersive psychological horror 

game that combined various horror elements into one. In addition to that, players will 

be exposed to the various integrated horror element that is available in horror game 

genre in the current market. 
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S.I.T.I (Sink In Terror Inside) is a First-Person psychological horror game with 

a realistic 3D environment that could be explored by the player. The game is being 

developed using Unreal Engine 4. 

1.5       Game Features 

The game features a walking simulation with a realistic environment where 

players get to explore the eerie to find a way the exit. During the exploration, the player 

needs to navigate in the dark and gloom surrounding using a flashlight as the only 

source of light. As the player progress in each area, there will be an obstacle such as a 

locked door in which the player needs to find a key to move on through the area. Other 

than that, players could also encounter some notes hidden in the environment that 

could be read to find more about the backstory behind the protagonist. Finally, the 

main feature of the game is the creatures that players will encounter in some parts of 

the game that are taken from the Malay ghost myths such as penanggal, toyol, pocong 

and pontianak. 

1.6       Conclusion 

As a conclusion, this chapter briefly describes the general idea about this 

overall project that aims to study the effectiveness of horror element build-up when a 

various element is integrated into creating an immersive horror experience for the 

players to explore. For a final product, players will get to immerse in a real horror 

experience that could bring the adrenaline rush of being scared to them.  

The next chapter which is the literature review and project methodology, the 

genre of this project, and the comparison of the existing game will be explained 

elaborately. In addition to that, the methodology of the project which uses the Game 

Development Life Cycle (GDLC) will be further explained. 
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CHAPTER 2 

 

2.0 LITERATURE REVIEW AND PROJECT METHODOLOGY 

 

2.1 Introduction 

 

In the last decade, horror game genre has been through a declining phase where 

most of the horror game on the market offers the same experience to the players. From 

the same storylines in most games, where the player needs to find a way out from an 

abandoned building to the same cheap jump-scare on every corner of the game. It is 

not too surprising to find other genres such as the battle royal genre like 

PlayerUnknown’s Battlegrounds rose to the top. The reason for this dilemma is 

because most of the horror genre at the time offers the same thing over and over 

without having something unique that could be remembered by players. 

However, there has been a certain horror game that has gained a lot of attention 

amongst the rest of the genre where the player gets to experience something unique 

and different from others. These developers use a different approach to tackle the genre 

from a different perspective compared to the similar method that has been used 

previously. One prime example is the game called “outlast” which has raised quite a 

spotlight for itself after its released. Although this game still features an almost 

identical narrative to any other horror game where the player explores an abandoned 

building in search of something, what made it different from other horror games is that 

it does not have combat mechanics. So, players could only explore the environment 

and hide from the abnormal creatures without having any means to fight back. This 

unique approach by the developer in addition to various combinations of horror 

elements integrated into the game has led it to be one of the scariest horror games ever 

made. 

2.2 Genre 

 

S.I.T.I (Sink In Terror Inside) is a psychological horror game. The horror genre 

has been around since at least the 1970s and keeps going strong until up to this date. 

Horror games have matured, going beyond simple gore and jump scares. Though these 

elements still play an important role in the genre, game developers' approach to horror 

has more nuance than ever (Hood et al., 2021). The horror genre provides players with 
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the satisfaction of an adrenaline rush plus the combination of various elements such as 

sounds, visual effects, jump-scare and, others to keeps instilling fear. A good horror 

game always finds a way to scare players each time they venture into the game. In 

addition to that, this game features a first-person subgenre that enhances the horror 

element within it. 

2.3       Existing Game 

First of all, there are similar games that have been developed by other 

developers. A few of them will be further discussed below by comparing them with 

this project. 

2.3.1 Introduction to Existing Games 

 

A similar game will be discussed based on their gameplay, game mechanics 

platform, duration, and the differences between them. By referring to the similarities 

below, the difference between these similar games and the project itself could be 

distinguished. 

 

a)       Outlast  

Outlast is the first-person survival horror game developed by Red Barrels 

Studio that revolves around a journalist who ventures into a remote psychiatric hospital 

to investigate an incident as shown in figure 2.1 – figure 2.4). This game features a 

stealth mechanic where the player navigates around the dark area with only his 

camcorder equipped with night vision. Players can only run or hide and rely on stealth 

tactics if he ever encounters enemies inside the hospital, unlike most other horror 

game. Outlast is a single-player campaign where the player will dive deep down into 

the unique narrative through the eyes of investigative journalist Miles Upshur 

venturing into the psychiatric hospital overrun by homicidal patients. 
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Figure 2.1: Outlast Game 

 

Figure 2.2: Outlast Game Main Menu 
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Figure 2.3: Outlast Game’s Gameplay 

 

Figure 2.4: Outlast Game’s Enemy 

b)       P.T. (Playable Teaser) 

P.T. is the first-person psychological horror video game produced by the 

famous Kojima Productions as shown in figure 2.5 – figure 2.7.  It was directed by the 

legendary Hideo Kojima in collaboration with film director, Guillermo del Toro. 

Although the game received a lot of attention for its excellent visuals, direction, and 
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its horror element, the game was not more than a teaser or demo that only available for 

a short amount of time on a specific console before it was cancelled. In addition, the 

game also served as a teaser for the upcoming Silent Hills which disappoints fans 

around the world after it got cancelled.  

 

Figure 2.5: P.T. (Playable Teaser) 

 

Figure 2.6: P.T. Game Hallway Scene 


