g 01 N

MINOR PROJECT
PITGH DUOGUMENT

MAGI STUDIO TWO, SEMESTER 1
06/03/2023 §33364114




A 20 TOP-DOWN PIXEL ART PROTOTYPE NIGHT ATTERDANT
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The Hight Attendant 15 a story-based-deck-building survival horror
centred around working the night shitft in the under statifed Fhall
Hotel during an ecohornlc recession. 1ol rmust deal with the
ihecreasingly disturbing chores, while tryinhg to survive the "guests” and
earh enough tips to pay the rent, or die tryinhg A procedural nharrative
with perrmadeath, but the story continwes after death through the
ressages left by previows versions of spourself and new uniforins that

unlock sections of the hotel (and new card decks).



RATTONAL

Beneath 1ts grirn, lo-fi1 horror aesthetics, The Hight Attendant 15 1n
truth a black-cornedsy cormrnehting on the ridiculousness that arises
frorn an insecure job market and the torced nhiceties of the service
industrsy, especially in a world out to kill sou ohe way or another (ie.
COWID.

The goal for how the garne functions 15 to push beyond the standard
lihear or branching structures and create a procedural nharrative systern
where the rmorent to rmornent story beats are drawnh at randorn fror a
card deck. The hope 15 that this would end up being a sormewhat

urigue way of telling stories that 15 both hovel and 1rmpactiul



THE

CONTEXT NIGHT ATTENDANT
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The 1dea for procedurally generated narrative through the use of cards
15 not wholly an original 1dea, as 1t 15 at the core of the garne "“World
of Horror*. Here, the use of cards 15 hidden beheath the presentation of
the garme, but can be detected 1f the mechanics are analysed, hence
why [ have referred to this style of garne as "invisible deck-buiding®.
As for rmy point of difference, “Woll still has a somewhat restrictive
branching structure that surrounds the randormness of the 1ndividoal
card draws, whereas I want to take this further by having the
struncture 1tselt also be defined by the cards that are drawn at

different points throughout the garne.



METHOD

Tonls:
Garneplay Testihg

Fhysical Index Cards, Hotepad
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Graphilcs

Fortraits: ArtBreeder, FPhotoshop, Aseprite
2bject Close-ups: Blender, Aseprite
Backegrounds: Blender, Substahce Failnter, Aseprite

Top-Down Sprites: 4Aseprite

Audic
—ouhd Effects: ChipTone, Wavebots, Audition
riusic: Adobe Audition

Tiraeline:

Weell 1 - Froject Flannhing

Weelk 2 - Map: Hotel Lasout & Game Envirohinent
Weelk 3 - Characters: Portraits & Individual Stories
Weel d - Prelirninary Art: Designhs & Cohceptihg
Weelk 5 - Cards: Plan & Write All Garae Cards

Weael & - Garne Testing: Create Fhysical Frototype
Holiday - Mechaniecs: Moverment, Iterns & Interactions
Weelk T - Art: Characters, Guests & Environmment Sprites
Weelk 2 - Art: Inventory, Menus & Interaction Art
Weelk 9 - Unity: Irmport, Build & Eefine

Wieel 10 - [fMechanics: Core Garae Loops, Card Systern
Weel 11 - Writing: Dialogue, Descriptions & Instuctions
Wieael 12 - Content: Expand Core Garne Outward

Weelk 13 - Sound & Menus: Irnport & Functionalits



JUTGOMES

A5 rmentioned, the goal 15 to create a plasrable prototype that will servre
as a prologue and derno of a rmuch larger garae that I intend to work
on later i1n w5y own tirae. The scale and scope of the prototype will be
adjusted throughout the sernester, with a focus on getting the core
garneplay loop to funectionh and then adding whatever expanded content
that tirne will allow. I hawve purposeifullsy chosen a simpler art style
and a retro genre for speedier cohtent creation, though I do still feel
that the limitation will onlsy push the style to stand out further 1f

done correctls.
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