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HYPNAGOGIA



CONCEPT



VISUAL DESIGN
Style: Realistic 

Colour Pallet:



VISUAL DESIGN – CHARACTERS AND 
ANIMATION

In terms of animation, the overall motion is realistic 

and not too exaggerated. The only exception is the 

clown scene, where the movements were sped up 

or dramatized.

The characters also fit this realistic approach, 

however slightly more cartoony when compared to 

the rest of the aesthetics throughout the game.



AUDIO DESIGN

https://artslondon-

my.sharepoint.com/:f:/g/personal/m_liragomesde

almeidabelo0420201_arts_ac_uk/Ep_wKgd2lPZKg

0WYdi7_I1gBJ90AUo8aaUUeCIUmnJ9hHg?e=8pJL

w8

https://artslondon-my.sharepoint.com/:f:/g/personal/m_liragomesdealmeidabelo0420201_arts_ac_uk/Ep_wKgd2lPZKg0WYdi7_I1gBJ90AUo8aaUUeCIUmnJ9hHg?e=8pJLw8


GAME FLOW CHART
Overall, very linear game flow. The player cannot 

make any choices that change the narrative or 

outcome. The only exception is the pop-up menu 

which can reset/take the player to other scenes. 

However, the order remains the same. To finish the 

game, the player must finish level 3.

The game always ends by going back to the main 

menu scene and therefore restarting the game.



INSPIRATIONS

IT
Visual and Audio

Richie’s Plank 
Experinece

Visual and Gameplay

FNAF
Gameplay 

Slenderman
Visual, Gameplay and 
Audio



GAMEPLAY



THANKS!
DO YOU HAVE ANY QUESTIONS?



FEEDBACK?




