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Ideation

The player would start by picking a case, 
reading the casefile then exiting their office to 
be transported to the crime scene. They 
would investigate the crime scene, collecting 
evidence and talking to witnesses, before 
returning to the police station. There they 
would build up a casefile then go into the 
interrogation room to talk to the monster. After 
interrogating they would get the option to 
choose what they were going to submit in 
order to close the case.

A 3D, first person 
detective game with 
visual novel elements

FNAF 6 Pizzeria Simulator was the main 
inspiration for the game with the tense interviewing 
portion. The rest of the game was built from the 
idea of interviewing a monster.Written by Jamie

Genre: Horror
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During the ideation 
stage I pushed for a 
game with political 
themes that was a 
commentary on how 
people who are 
perceived as 
‘different’ are 
unfairly treated by 
society. I wanted to 
create a game with 
a strong story that 
would allow the 
player to think 
deeply of how they 
were playing it, as 
such I took the role 
of lead narrative.



Role Main Role:  Lead Narrative Designer Sub Role: Level Designer

Responsibilities:
- Creating the narrative
- Creating the characters
- Writing the dialogue

- Designing the levels
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Planning I created a Miro and set up the templates to be filled out by the group members.

By the end of the project: Highlighted are my contributions.
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Research

For the crime scene research, I 
mainly used two sources. 

https://www.crime-scene-investigator.net/roles-and-responsibilities.html

https://library.college.police.uk/docs/appref/ENFSI-BPM-v1_0.pdf

For the interrogation research I 
looked at one website.

https://www.criminaldefenselawyer.com/resources/criminal-defense/defen
dants-rights/tactics-police-use-get-a-confession

My main takeaways from these 
were that the player character 
would end up taking on multiple 
roles in the investigation in order to 
have enough to do during 
gameplay.

I created a template and some prompts on post it notes 
to aid the direction of my teams research, as well as 
some preliminary links they could look into.

References for the Others and the 
police station with colour palettes

https://www.instagram.com/doctor.nowhere/?hl=en

Linked above was my main 
inspiration for how I viewed the 
Others.
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Worldbuilding Themes: Morality, police corruption

Human areas of 
the world are 
technologically 
advanced, the 
highest echelons 
live in luxury.

The Others are 
forced to live in 
lower developed 
areas.

Rundown 
cyberpunk-esque 
aesthetic for the 
playable world
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Gameplay Loop
I created an initial gameplay loop based off of 
group discussion as to how the game would be 
played. I then took it to my team where we added 
details (the post it notes).

As the game was going to have a lot of lore that wasn’t 
explicit - I had to think of ways to show what kind of world it 
was naturally. One way I thought of was having a loading 
screen where the player can see the speech bubbles of the  
co-workers gossiping, when changing from the office to the 
crime scene. This was heavily inspired by the system in 
Persona 5.

1Office

2 Crime Scene

3 Office

4 Interrogation
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Character Research
I decided there would be 3 levels, so 3 criminals - I already knew I wanted to have some 
reference to Dante’s Inferno due to the themes of the game so I made it so the player could 
pick out of three cases. So there would be 9 criminals total, each representing one of the nine 
layers of Hell.

I collected various 
templates for 
profiles used in the 
Justice Sector to 
base my own 
templates and 
character profiles 
off of.

I researched the UK’s classifications of crimes and decided 
that based off of these levels - each of the three cases would 
be a different level. The first three being low level offences, 
the second three being medium and the last three being high.

https://khansolicitors.com/classification-offences/#:~:text=The%20three%20types%20of%20offences,way%20offences%20or%20indictable%20offences.

https://www.burtoncopeland.com/services/criminal-offences/minor-offences-magistrates-court-solicitors/#:~:text=Common%20assault%2C%20drunk%20and%20disorderly,without%20due%20care%20and%20attention.

For the player 
character, I decided a 
blank slate would suit 
the game better as it 
was choice heavy - it 
would be up to the 
character to decide 
whether they wanted to 
be a ‘good’ or ‘bad’ 
detective. This would 
determine the endings.
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Characters

I placed an emphasis on moral nuance when creating these 
characters, considering the sensitive subject matter – I didn’t want to 
perpetuate any negative stereotypes for who these Others could be 
viewed as. I also wanted it to be less ‘cut and dry’. I really wanted to 
make the player have to think about whether these Others were in the 
wrong or not, and further question what sort of world they’re living in as 
a result of the conclusions they will come to at the end of each case.

Out of each set of three characters, only one was chosen to develop 
further to be implemented fully – the others would be used to buff out 
the world as the player would be able to read each of the case files.

The first three were Limbo, (shown to the left), Gluttonous and Greed.

This template I made was 
used for every character
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Characters

The character based on Gluttonous was going to 
be apprehended for the crime of stealing baby 
food for their baby. Their general backstory 
would be that they were a single parent in debt 
with no job prospects, as a result they had to turn 
to the mafia to take out a loan. This character 
and their story would hopefully cause the player 
to think about the state of the world and the 
Others’ place within it; they struggle to find jobs 
due to prejudices and have to turn to other 
means in order to survive as they get no help or 
support from the government. In terms of design 
I outlined that this character should have a more 
feminine appearance. For the crime scene, I 
chose a convenience store.

For the character based on Greed, I decided to go with a drug 
related crime, I struggled with creating a nuanced scenario for this 
case so I passed it on to another team member to complete. I only 
outlined that the crime scene would be the back of a gas station. 
This is the character we ended up choosing to go forwards with in 
our game.

Low Level Offences
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Characters Medium Level Offences

For the character based on Lust, it would be a domestic violence 
case where a human called the police on their Other partner. The 
crime scene would be an apartment. We decided not to go forwards 
with this crime mainly due to the fact that it didn’t feel like that strong 
of a crime as it was meant to be a step up from the previous cases.

The character based on Violence was going to tackle elements of 
how mental illnesses are treated in Others and how those are then 
dealt with by humans in the case of committing a crime. This would 
also allow us to experiment with the interrogation and - animations we 
could have this Other play – due to the different personality and way 
of acting it could be essentially a ‘hard mode’ where the player 
wouldn’t be able to tell whether the Other was close to it’s breaking 
point or not. When it came down to choosing, we decided not to go 
with this character due to the sensitivity needed when researching 
around mental illnesses and portrayals of mentally ill criminals, as 
well as the fact that it may be too difficult for the player to get through 
the interrogation portion in a way that feels fair – considering it would 
only be the second case.
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Characters
The wrathful character would be a serial killer who 
only targets humans. They could be committing 
these crimes as an act of vengeance for how Others 
as a whole are treated within their society. This 
character would know of the mafia, and mention 
loose points about what the mafia is, during the 
interrogation portion. This crime scene would be a 
sewer.

The character based off of Heretics would be named 
Akakios, I outlined how he would be a conspiracy 
theorist that was framed for a crime that he didn’t 
commit – but he is so disillusioned with society that 
he simply mocks the Detective and the whole 
investigation by refusing to cooperate. He knows 
he’s simply going to be locked away as there’s 
always another Other to blame. I passed off this 
character to somebody else to be fleshed out when 
we decided we would be taking them forwards.

The last character, based off of treacherous would be a person in a 
prominent position within an organisation that would smuggle 
Others out of the country to a better place. This character was 
developed by another team member.

High Level Offences
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Crime
Originally the location was just a gas station. I changed this to a 
diner/gas station hybrid and expanded the crime location to 
include an overpass that lead to a junkard.

I decided to expand the contents within the crime scene after we 
reduced our scope to just 1 crime, so I could add an additional 
witness and create a scene that would reveal more about the 
world as well as increasing the players immersion through the 
inclusion of an underpass and narrow alley to the scene of the 
crime.

The crime for the character we decided to go forwards with 
wasn’t fully refined so I added details,

Date of crime: 13/04/2076

Location: Sector 45

Drug: X52-3 aka Exofill, class A-3

Timeline of Victims Actions
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Level Design Case #1 - Drug Dealer

I created 
moodboards 
to help the 3D 
modellers and 
then designed 
the level. I 
wrote the 
dialogue that 
the player 
would first 
see when 
entering the 
level.

Made in Krita
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Level Design
2nd Iteration with game flow

I added borders and light points to the level as well as 
the intended route the player would take based off of 
the dialogue given by the characters within the level. I 
then wrote the game flow into a flowchart. I wrote a 
prop list based off of the level design and also 
expanded on what and where the evidence would be.
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Dialogue

I started with the witnesses dialogue. I 
wrote this on miro.

I then moved this 
onto a google 
doc to continue 
writing the other 
dialogue within 
the game.

I wrote the 
dialogue that the 
Detective would 
say to themself 
when interacting 
with the 
evidences,
(which I no longer have access 
to the sheet I wrote them on)
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Dialogue

I created a diagram for how the interrogation 
would be structured. I went with a foldback 
structure where variables would be used to 
change what ending the player would have

I wrote some initial interrogation dialogue for 
the week 9 presentation video. I had to put the 
dialogue into a google sheet and make sure it 
was all connected properly to work in unity.
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Dialogue
https://youtu.be/BMntkiFCMmw
Week 9 presentation video
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Dialogue
I added to the dialogue structure by expanding on how the ‘anxiety metre’ could be implemented. Originally the 
idea would be the player could choose to be a ‘Good cop’ or a ‘Bad cop’. The good cop route would lead to a 
low/negative anxiety metre and a good ending, whereas the bad cop route would be the opposite.
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Interrogation Dialogue

I was struggling with visualising 
and keeping track of the branching 
dialogue in google docs so I 
moved onto twine.

Green = Anxiety 0
Yellow = Anxiety 1
Orange = Anxiety 2
Red = Anxiety 3 (failstate)

https://drive.google.com/file/d/1miR5vXgh
Zc7Kg34M9BSTAGgI4Laao_Q3/view?usp

=sharing

Google Drive 
link to the twine 
full interro 
portion 

For each anxiety stage, the suspect 
would have different animations. For 0 
they would have a normal idle, as it 
increases they would display more and 
more nervous characteristics like 
looking around and tapping their hand 
on the table, this would be used to 
direct the player on whether they were 
nearing the failstate or not - pushing 
the suspect too far.

I decided to alter the anxiety 
so it would just lead to a 
failstate instead of the points 
system to simplify the 
process.

I made it so the player would 
receive all the information 
needed (in terms of the 
suspects claimed lack of 
involvement) regardless of 
the route the took - the way 
this information was 
presented would be 
different.
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Endings
I mocked up an incident 
report that would be used 
while at the crime scene 
and in the UI when 
questioning the suspect.

For the endings, I came 
up with four possible 
conclusions for the case. 
But due to time 
constraints I had to alter 
these and narrow them 
down so they could fit 
reasonably into the game.

I changed them into 
dialogue options at the 
end of the interrogation.

20



Endings

1 Suspect wasn’t/was the murderer

2-1 Dealing is a crime/Scale type is the priority

3 Mention/Don’t mention mafia

At the end of the interrogation, the suspect will be 
taken away. The Detective will then essentially 
have a conversation with himself on what he thinks 
of the case based on what the suspect told him. 
This will lead to one of three endings.

1
2

3
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