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Game Title

The Infirmary Museum

One-line Pitch

You wake upin a hospital roomand when you exit someone tells you to escape orelse, whatdoyou
do?

Genre

Side scrolling platformer game

Synopsis

A youngboy wakes up inthe hospital afteran accidentinvolvingahorse but has no memory of how
he got there or what he isdoingthere. Afterleaving the room toinvestigate whatis goingonandto
find someone that will answer his questions he is greeted by an old man, who is dressed strangely.
The old manintroduces himself as “Old Man Burt” and then proceeds to tell the boy that he has to
getout of the hospital as soon as possible orelse but doesn’texplain further. A nurse startsto walk
towardsthemand Old Man Burt warns the boy to avoid them at all costs, then he jumps overthe
nurse, his action went unnoticed by the nurse which confuses the boy. Taking the old man seriously
the boy then avoids the nurses and gets what he needsto get off the floorthat he is on. After picking
up the item he needs he getsa quick flashback of his life. When the boy reaches the basement level
that has the door he has to escape out of the Matron comes behind him and shouts at himto come
back. Running away from herthe boy makes his way dodging through and overeverythingin his way
to the safety of the outside world. Once he makesitthrough the door thereis a bright white light
and he wakes up a second time in anotherhospital roombutone inthe current century with the sun
up. He is informed that the doctors didn’t think he was going to make itand that he was inan
induced coma. He is left with the feeling of what would have happenedif he had been caughtinthe
dream he had and if it really was a dream?

Systemic Description of the Game

Core Gameplay

The game will be mostly mechanical based as we want to focus on the hospital and the items that
were used back when it was a running hospital. The hospital has four floors and the game will also
have these four floors with the playerstarting on the top floorand havingto work their way down.

The game will have asmall story that will be shown to the playerwith small flashbackimages when
they pick up an itemto unlock the next floor. It will be flashbacks of the main characters life and how
theyended upinthe hospital.

The game will increase in difficultly asthe player progresses through the levels. The firstlevel willbe
easyand hold the players hand while they learn the mechanics of the game and how they should



playit. There will always be an NPCto help the playerwith getting the pieces of the puzzle that the
playerneeds by pointingtheminthe right direction.

Once the playerreaches the end of the level with everything they need for the puzzle the puzzle will
then activate forthe playerto complete. If the player does not have everythingthat they need to
completeitthenthey will be prompted with a message to say that they don’thave everything.

To save the game we will implement a checkpoint system which willtrigger aftereveryitemis found
or a manual save button.

The playerwill know thatthey are progressing throughout the game as with each completed level
the difficultly will jump from easy to medium too hard on the final two levels, it will feel like a
smooth curve flowing. This willmake it feel like the playeris slowly getting better at the game
instead of it jumping quickly between difficulties.

Lamps will be used to show the playerthe patients and the safe zones that they can go to. This will
be mainly helpfulinthe lastlevel as the playerwill be chased by the Matron and the lamp will show
the room inwhich they can enter, to escape the building, as the others will be locked. It willalso
show, onthe lastlevel, the tunnelin which the prison used to get to the hospital, but this will be an
eastereggfor the player.

Game Context

The game will start with the players characterin one of the rooms onthe top level of the building,
where the wards are based, it will be based at night when most of the patients are sleeping but only
afew are awake. A patient will talk to the player once they walk out of the room and tell them that
the best way to get out is the basementlevelbecause the main dooris usually always watched. The
patient will explain tothe playerthatif they don’t get out alive they will be considered unclaimed
and be experimented on. The patient willthen explain to the playerthat all the stairs are locked, and
theywill need tofind the pieces of the item to be able to go down to the next level.

The patient will informthe playerto avoid getting caught by the nurses, doctor or matron. If they get
caught they will be sent back to theirroom.

Game Goals
The main goal of the gameis for the playerto escape by reachingthe basementlevel and getting out
the maindoor leadingtothe outside inthe basementlevel.

Key points

As we want the game to be as close to how it was, within the art style, whichisa higherresolution
pixelated art style, that we have picked, to how it looked when it was a hospital we will focus more
on the visual aspect of the game. This will make the player want to visit the Infirmary museum to see
whatit all looked like out of the art style that we are using. We will also have to focus on the
gameplay so that the game will run smoothly and be enjoyable forthe playeras there will be no
story aspect of the game.



To unlock some eastereggs withinthe game the playerwill also have to goto the Infirmary museum
inorder to getthe information or code that isneeded. Forexample; onthe last level of the game the
tunnel connecting the hospitaland the prison will only be unlocked with a code that can be found at
the Museum. This will not affect the player completing the game butif the people decide to unlock it
will give them a different ending.

At the end of the game the playerwill receivea message that will tell them thatif they wishto
unlock different hidden secrets within the game, they can travel to the Museum to be able to unlock
them.

Characters

Main character

The character that the playerwill play as genericboy character
that will be youngand dressed to fit the era that the game will be
setin.

Before he woke in the hospital onthe dark rainy nighthewasa
young age of sixteen, ablacksmiths boy. He had finished school
and was about to start working with his fatherinthe shop. After
an accidentat the shop involvingahorse, he ended up knocked
out and unresponsive. His parents being of the more wealthy side
ended up beingable to pay for a private roomin the expensive
hospital.

Starts offina dark private room very confused about whatis
happeningand why he isthere. Once he leaves he is approached
by an old man patientthatwarns himif he doesn’tget outnow he
will neverbe able toleave. Thisadds to the confusion andslightly shakesthe
character. Afterthe old man tells the playerthis a nurse starts walking towards
them so the old man tells the characterto run and notletanyone catch him.

The time that the boy spendsinthe hospital isadreamlike state. He isstillina
hospital in presenttime but suffered head injuries which has left him fighting for
hislife. The hospital is astate between life and death, if he gets caught by the
Matron he will die. If heisable to get out of the hospital safely through the basement door he will
wake up ina bedin the presenttime hospital.

Non-playable characters

Nurses

There will be 2 nurses throughoutthe game. They will be dressed in the same outfit that they would
have wornin the era, which would be a white dress with awhite apron. The hair styledtofitinas
well, buttheirotherfeatures will be generic. One of them will appearon the firstlevel then another
on the second but both will appearon the same level once the difficultlyisincreased. If the player
character gets caught by the nurses the playerwill be brought back to theirroom and locked initfor
the night.



The two nurses will be twins who have always wanted to help people.

Matron

There will only be one Matron throughout the game, she will be the one in charge of the nurses. She
will weara blue dressand a white apron; her hair will match in with the era but her otherfeatures
will be generic. As the Matron will only appearon the harder levels she will be the tougherenemy
that the playerwill face as she will chase the playerthrough the final level. She chases the playeron
the end level because by the time the player has gotten to the end of level 3the Matron will then
have beentold by the nursesthat one of the patients have gone missing from theirroom. This will
be shown to the playerwith an audio cue and by a display of text across the screen of the nurses and
herconversation. It will then go to the Matron appearing behind the playerand shoutingatthemto
getback to theirroom. This will make the playerstartrunning from herbecause she will start to
chase them.

The matron isa kind women, whois sternand tough but does whatis best no matter what. She has
beenthe matronfor a while andis highly respected throughout the hospital. Hermotherwasa
matron as well asthe otherwomen before herfrom herfamily soshe isfollowingin herfamilies
footsteps.

Doctor

There will only be one doctorwithinthe game. He will be dressed inasuitbut
withouta tie as well asa white blood-stained apron as he will be based on the
level that will have the surgery room. The doctorison two levels, level2and 3, he

\ walks out of a room infront of the character playerbutignores himand continues

;\‘f'i>,/{ downthe stairsand theninto his office. If the player walks into the doctorthe
a . doctor will briefly pause while the playeris pushed away then continue on his
journey.

Old Man Burt

Old Man Burt will be there in the game to help the playerthroughoutit. He will run
up to the playeronce they enterthe hall to tell the playerto escape before it’s too
late. He will then see one of the nurses approaching the two of them and tell the

playertorun and to not letthem catch him and that the keys to escape are within
the rooms, the characterjust needstoremember. The way outisinthe basement.
™. Afterthat Old Man Burt will then runs past the nurse.

Old Man Burt isa wise old man but no one really knows why he is at the
hospital, the nurses, matron and doctorignore himand it is unclearasto why they still let him roam.



Core Game Rules

The playerwill be able to travel to mostareasin the buildingand onthe level. Apromptwill appear
ifthe doorislockedto which the playerwill be unable to go there. They will be able to jump on most
objects, e.g. bookcases, tables, beds.

They must avoid getting caught by the nurses as then they will be put back to the start of the level
and have to go throughitall again. If they get caught on the final level by the Matron then it will
triggera game over meaningthe playerwillgetabad endingastheyfailed at gettingto the door.
They cannot fight the enemies and will only be able to avoid them by using the environment to jump
aroundthem.

Level Design

The amount of rooms on each level will change with how many rooms where on that floor withi n the
hospital and with how many rooms we are able to show withinthe view of the game, whichisa side
view. Level one, whichisthe top floorinthe building, will have fourrooms. Leveltwo will have three
doors. Level three will have threedoors but only one will be open which will be the board room.
Level four, the final level, will have five doors, all will be locked but for one which will be the room
with the exitdoor.

Level one will hold all the patientrooms. Level two will have two patientrooms and then a surgery.
Level three will have the matron’s office, the doctor’s office and the board room. Level four have a
single room that will have adoor on the otherside that the playeris able to get through to get out.

All nurses will grab the player if the playergets too close, this will trigger the game overscreenand
the playerwill be sentback to theirroom.

The nurses will have aviewing range will be:

Nurse Player

Viewing range of nurse

There will be noindictors of where the nurses are looking or theirviewing range. Their walking
pattern will be back and forth within the width of the hall, patrolling. When the playergets seenand
the chase starts, if the player hides within one of the rooms with enough time that the nurse will not
notice a sound will play indicating that they are walking past the room and that it is safe to walk back
out.

On the third level there will be two enemiesand a NPCdoctor. The two enemies will be anurse that
will move the length of the level and, at a fasterrate thanthe othernursesandthenonce the player
finishesthe levelthe matron will then come out of her office. The doctor will then be moving out of
the surgery on the second level then into his office on the third level. If the player movesinto the
doctor, the doctorwillignore them, but the playerwill bounceaway from him.

On thefinal level the only enemy will be the matron who will chase the playerfrom one end of the
level tothe otherend. The only way the player will be able to escape the matron will be if they can
make it into the open room and out the back door. If the playerlingers fortoolongthe matron will



grab them and drag them back to theirroom which will triggeragame over, thisis the same if the
playerends up failingajump because the matron will then catch up to the player.

General game layout

Draft 1
Nurse Level 1 - Eas Patient Player starts here
Goal e— — e
Stairs Wards
Player Patient Nurse Level 2 - Medium Doctor?
Start - - Goal
Surgery Stairs
Nurse Level 3 - Hard Nurse
Goal . ——— ool Start
Stairs Board Room Floor Player
Matron Player Level 4 - Hard
Start - - Goal
Basement Exit Tunnel

Key
Player starting location at
pach level -
Fremy |
Friendly | |
Direction player travels -

For the general layout of the game the playerwill start at the right hand corner of level 1, as they
make their way towards the left of the level they will goin and out of the rooms to find the item
they needto unlock the stairs. Once they are down the stairs they will then start the level onthe left
hand side and have to make their way towards the right. The game will more fromright to left, left
toright, rightto leftthenlefttorightas the player makestheirway down. The goalisina roomon
the basementlevelof the game and a hidden way outis the tunnel. The names of the enemies are
put in theirstarting position, the doctor will start on level 2 but make his way to his office on level 3.
The nurses will patrol around their starting position and the Matron will chase the player onthe
basementlevel, level 4, from the players starting pointatthe left hand side.




Level design—level 1 -3 Draft 1

This was also a prototype of the gameslevel designs.
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Screens

T|t|e Screen
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EXIT

Game Over Screen

Pause Screen

Thiswill be “Paused” written in white lettering overthe currentscreen thatthe playeris one.
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Backgrounds

Concept 1

Final Levels without the items
Level 1—Top Floor

Ward - Final
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Level 2 — 1%t Floor
Surgery

Surgery — Final
Medicine Room

Level 3— Ground Floor
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Matron Office

Boardroom

Level 4 - Basement
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Sprites

Main Character

Old Man Bert

Nurse One and Two

Doctor

X &



Matron

KELEXS

User Interface (Ul)
Full Health Half Health Low Health

Inventory
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Sounds

For sounds we will have copyright free sounds withinthe game. The sounds will be: aheart monitor,
footsteps, thunderand rainand the sound of a busy hospital.

The thunderand rain will be combined with the heart monitor, everything the thunder strikes the
heartbeat coming from the monitor will spike. This will be the background sound; it will be low
enough thatit doesn’tinterfere with any othersound within the game and so that it can keep
playing throughout the whole game.

The background sound of a busy hospital will play atrandom times when the playerentersaroom, it
isnot a specificroomas it will happen at different times throughout the game and when the player
goesto investigatethe noise will stop butif they go back into the room it will not play again.

The footsteps will forwhen the playeris evading one of the nurses, if they gointoa room the
footsteps will be usedtoletthe playerknow when they have moved pastand thatit is safe to leave
the room.

Controls
“A” and “D” is how the player movesrightand leftl throughout the level.

Space bar to jump.
“E” istointeract.

“Esc” keyisto getthe menuup.

Target Players Profile

Our players will be 14 -25 year olds who have an interestin platforming and side scrolling games.
They will hold aninterestinto the history of the Charles Hastings building. This age range was the
minimum and maximum age range given to us by the clientso usingitwe looked into our biggest
competitors, sticking to the PC market because that was what our game was goingto be on.

Game Appeal

Reference Materials
Games —Mad Father, IB, Super Mario, Sonic the Hedgehog, Hollow Knight, Dear Alice

Mad Father, IB and Dear Alice are the art style that we would like to do within the game. Mad Father
and /B have the same type of pixel like backgrounds that we would like to do. Dear Alice has the
character designs that we want to use within the game.

Super Mario, Sonic the Hedgehog and Hollow Knight are all side scrollers with more of a cartoon like
art style and feel tothem. The game will be aside scroller like these games and have the more
cartoon style and feel tothem thatall the game inspirations have.

Books — The Sleep Room by F.R.Tallis, SCP Entry 2564

18



The Sleep Room by F.R. Tallisis a book about a man called James Richardson whois a psychiatrist. It
issetina hospital settingwhere they are testinganew projectin which patients are keptasleep for
months. As the story develops he starts to question things about the human mind. The story ends on
atwistof himbeing one of the sleeping patients and the readeris leftto questionifitwasall a
dreamthat he had as people are alive who had died earlieronin the book. For the game we wantto
use the dream aspect. Having small hints throughout the game play of it beinga dream and then by
the end not completely statingthatitisa dream. The gameiis to start like itis a reality butas it
grows closerto the endit will bring more questions forthe playerto be able to answer.

SCP Entry 2564 is a short story based whichis hospital, a psychiatricward. It is a series of events that
both are logical to explain what happened but have asort of strange unnervingfeeling tothem. Itis
not clearon how things happened orwho caused them. It gives the Entry a ghostly feel. The
inspiration fromthis thatis within the game is how somethings cannot be explained. The game will
always have a strange feelingtoit.

Infirmary Museum, Charles Hastings building

The game will be based within the Charles Hastings building and will look as closely like it as we can
getit.

The items that we are using withinthe game are all from the Infirmary Museum because we want to
encourage the playerto wantto visitthe Museum. We will letthem know that they will be able to
see theitemsandthe whole buildingin person within the Infirmary Museum, as well as unlock a
secretarea within the game by gettinga code fromthe Museum.

Market Analysis

From looking at the market the 3 biggest competitors for this game would be:
Hallow Knight. 7+

The Escapists 2. Teen 7+

This War of mine. 18+

These three games are all populargamesand only three of our highest competitorsthatare on PC.
This War of Mine came outin 2014 and still has a high player base accordingto steam spy (SteamSpy
- All the data about Steam games, 2018). Hollow Knightand The Escapists 2 both came outin 2017
and alsosstill have ahigh playerbase according to steam spy (SteamSpy - All the data about Steam
games, 2018).

This War of Mine and Hollow Knight are about platforming side scrollers which is what ourgame
shares with them. This War of Mine has different endings which depend on how the player plays the
game because this seems popular, we have decided to give ourgame two different endings that
have to do with our overall story. These two games have both fightinginthem but because it
doesn’tfitwell with our game, sowe avoided doingthat. The art style between thesetwo s
somewhat similarbecause of the dark style which matches the art style that we are also goingfor.

Hollow Knight and The Escapists 2 have both patterns that the playercan learnto eitherhelpthem
with the game and improve the experience, thisis similarto our game were the nurses have a set
patternthat they do which the playerwill learn. Unlike Hollow Knight, The Escapists 2is more of a
bright game and more pixelated. We were originallygoingto go for a more pixelateartstyle but
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instead we have decided to gofora slightly higher pixel rate, like This War of Mine but not to the
same extent.
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Protypes
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Worcester,
City Campus

36.43m.

Length of hallwaysinreal life when rounded up —40m

Length of hallwaysin game — 1300 pixels
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