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DanieL Reyes
-4 recenkbtLyY-divorced aLcohoLic-
wakes Up in a4 hospikal wikth Mo memoary
obkher Ehan his name. Upon expLoring kEhe
buiLdingd*s dark winding haLtiLwaYs, he
faces tEhe 1Udamenkt of his demons Ehatk
Ledad khim EQ his haunkted present.

WiLL DanielL succumb E0 his sins or find
peace wikhin himseLf?

set in Ehe 19505, Daniel REeY¥es is kErapped
in an oLd hospiktal Ehakt he Knows 15
dektermined Eo KilLL him. He searches far a
way Ed escape bukt 15 hindered bY Eke man
moanskters Ehakt roam i1kEs pPremises.

klanderind Ehroughoukt Ehe haltls of Ehis
decrepikt maze, Daniel SLOowLyY UAcovers kEhe
ErukElh of his Ccursed pask:
he had murdered the immocenkt in a drunken

ranPage.

After his pregnankt wife LefkE him, he
resorked Eo Liquor EQ drown khis SOorrows.,
His reLiance on Liquid courage resudcked in
Ehe fakal bus crash Ekhakt bEook Ehe Liwves
of dozens of chiildren and Lefkt khim wikhouk
his memories. BareLyY escaping a dhaskely
APparikion of his ex-wife, Daniel now has
Ed face his areakteskt demon:
himseLf.
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TEAM 2 PROFIL!

Jan Strydom

SKiLL Sek: 2d Modeling & TexkbEuring, Rigdindgd
2 SKinningd, Animakion, Graphic
Oesidn

Team RoLe: Team Lead, Animakor, 20 HodeLer,
FoLe® Artisk, MUsic Coordinaktor

@arrett Hatcher

SKiLL Sek: Programming
Team RoLe: Lead Frogrammer

Ariel Flores

SKiLL Sek: Programming
Team RoLe: Programmer

Marmnie Pascasio

SKilLL Sek: Concepk Ark, Graphic ODesidn, =20
HModeLing & Texkburing

Team RoLe: Concepkt Arkisk, Graphic Designer,
=0 HModeLer & TexEurisk

Warren Bishop

SKiLL Sek: Wriking, Level Tesidn, 20 HodeLing
2 Texkburing

Team RoLe: Level Desidner, kriker,
=0 HModeLer

Joe] Rosmann

SKiLL Sek: FoLey ArEiskE, MUsSic Producer
Team RoLe: Conktracked HMUsic, SE&




GAME FAQ

What inspired your game?

e Liked Ehe idea of a skorY-focused horror
Jenre wikh a Low poLYgon ark skvLe simiLar to
Ehak of FPSx dames sUuch as Residenk Evil and
Silenk Hill, The Eap-down Yiew was inspired by
indie horrar games Like Cakchweight SEudiots
Conscript which i5 whakt we beLieve Eo be 3
Unique waY of skorYEeLling Ehak doesntkt reLy
EQD mUuch on expensive equipment and EooLs
and Yekt skEill deLivers a simiLar experience ko
Ehakt of non-Eop-down 3ames.

How do you orgsnize gnd plan

your project work?

TYPICALLY, everone had differenkt goaLs which
ofEen Lead Eo someone eLsers work., e ktried
EO foLLOwW 3 pPrekEeEy simpLe PipeLine fOor our
Charackters: from Ehe Concepkt Arkisk Eo Ehe
=0 HModeLer Edo Ehe Rigder Edo Ehe Animakor. For
PFOpPs, 1E wWas much SimpLer.

Tarn: I worked whenever I could and on
whaktever I felt was needed. ALEhoUdh, I Knew
Ehakt any work Ehakt would be passed an ko
someone eLse needed Eo be worked on firsk,
a5 welLlL a5 workK Ehakt would be crucial for Ehe
Programmers Eda have such as Ehe main
Ccharackter wikth Eheir animaktions.




I work fraom 1@AH Ed around 1@FPH wikh
an hour bredak for Lunch and dinner, as weLL as
arn haur ar Ewd of pLaAYing games wikh friends.
I rareLly work an Ehe weekends because I
beLieve Ehak Ehis 15 needed Eo mainkain doo0d
menkaL healkth and Lower skress, bokh of which
are Wwery imporktankt Ea me.

I have mY caLendar Eo EFrack tasks Ehak
need to be done in order of prioriky. I work
2-EB hours, but I somekimes wark an Ehe
weekends.

I ER¥picaLLy Lisk down each Eask Ehak
needs Eo be done in order of prioricy Ehen
pLace these Easks on mY caLendar, spread ouk
According Ed how mUuch Eime it would Eake me
wWhile E3akKing noke of due daces. This pPLan
incLudes 1hr breaks in bektween 2-4 hours of
wWork a5 parkt of work/sLife baLance chakt I"ve
had Eo Learn Ehroughouk ¥Years of wark
EXPEFiENCE.

I organized mY wark for 4 week and
foLLowed ik, Somekimes Ehinds would came up
Ehak EQok priorikE? which chanded Ehe
sCcheduLe,




What was the most difficult part
of the game’s development?

overaLL, aour ideas were Limiked Eo currenk
KnowLledge, resources, and Eime which
FesuLlked in cUukbacks in skorYtelling and
combakt mechanics. Hore specificalLly, the
mosk difficuLt parkt for Ehe programmers was
Programming Ehe AI E0 ackEack Ehe righk
Eargeks, as weLL as the pLaYer s roLLing
animakion inko Ehe game. Anokher was making
sUure tEhe pLaver coLllided wikth walls and aocbher
ass5eks inskead of running chroudh Ehem. For
arkisks, the mosk difficuULE park was
ENSUring Ehakt everYone s work was
compaktibLe wikth each other*s £o gek the game
WOrkKing properly. ANocther was imporking
a55eks onko UnikEY which EQoK Eime and
ErialL-and-error £d dek working,

What is the best creative
decision you mgde with this
game?

Tan: I wourd 5a% Ehakt Ehakt Ehe PSH arkt skyLe
was one of Ehe besk creaktive decisions in

Eerms of ackempking EQ ease the burden for
Arkisks.
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Garrebe: CoLor-coding Ehe LocCk and the KeyY's

Lighkts EQ carrespond Eo each akher s coLors Eo
Juide the pLavYer.




Hriel: Coding Ehe Healkh bar Eo give ik a Resi-
denkt EviL wibe.

HMarnie: The characker concepk ark and the 20
modeLing and EexXkbEuring thak foLLowed. I re-
aLLy had fun wikth Ehe process and LE' ed 4
Lok abouk Using design as a skorvYeeLling de-
Wice, especidally wikh a Eeam thak gaw dreak
feedback and helped soLidifY aspeck Each
charackter.

warren: A smaLL Ehingd I did in Ehe sktark
Fodm was puk a fLower an every nighksk
skead of Ehe one for Daniel*s bed =
SEary wikhouk E2LLing ane.
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