
 

The	  Object	  
 
Description:	  

This game is essentially an atmospheric Lovecraftian horror story set in a cyberpunk dystopia. It 
will focus on tone and atmosphere over complex mechanics. There will be themes of dangerous 
knowledge and corrupt technology in the periphery, and the bulk of the game will explore the 
topic of isolation as the player character exists alone in a large world with only a single object – 
The Object – to interact with. The player will be able to manipulate and move the object in order 
to solve puzzles, but the puzzle aspects of the game exist mostly to manage the player’s amount 
of control over the game world. The player character will appear as a silhouette, with no identity 
but the name the player is prompted to input. 

The Object is designed to be a fairly short and succinct experience. Though it utilizes 
platforming and puzzle solving skills, it is not built to challenge veteran platformers or puzzle 
solvers. It is built as an atmospheric and emotional experience that builds into a psychological 
horror setting. 

 
Storyline:	  

The menu screen is dull and grey. The player will be prompted to input their name. Let’s call this 
player ‘Alice.’ 

 

The game opens with the player character kneeling, silhouetted against a bright background. 



 

The tone of this opening is 
vibrant and monumental, as the 
character stands up and begins to 
walk forwards. This will become 
a great contrast to the beautiful 
but dark atmosphere as the game 
reaches its close. 

The player’s first encounter with 
the object will occur as they walk 
past it. It appears as a silhouetted 
cube in a silhouetted cage. The 
player continues forwards for 

two screens, and encounters a wall with a cube-sized hole in it that halts their progress. 
Naturally, either by remembering the object in the cage or through simply having nowhere else 
to go, the player will turn back. As they come across the object for the second time, it is apparent 
that the lock on the cage has been opened and the cube is resting on the ground beside it. 

This will establish one of two things in the player’s mind: that there is somebody else in the 
world, or that the object can move on its own. From here the player will be able to pick up the 
object and place it in the hole, allowing them to progress. 

From this point onwards, the game will present some fairly simple object-based puzzles that 
require minimal platforming skill. Each time, the player will be able to retrieve the cube and 
bring it with them to the next puzzle. After a small amount of puzzles, the player will be put in a 
situation where they are required to leave the cube behind. 

The game will progressively become less and less colourful. The music will slow down in small 
amounts, not entirely noticeable at first. 

The world will become a little bit darker in each screen as the player crosses more puzzlescapes 
that imply the object is meant to be used, but the end is accessible to the player without it. This 
will allow the player to start questioning the object’s role, and wondering where it is. At this 
point, objects that can kill the player will be introduced – they will be coloured red against the 
silhouetted foreground, and the closer the player gets to them, the redder their screen goes 
(coming from the direction of the dangerous object). If they get near enough to the object, but 
not quite touching it, they will die. This will introduce the player to three things – their own 
mortality, the creeping red that indicates death is near, and familiarity with the main menu. This 
will be a useful tool for building suspense and fear later. 

Eventually, the player will encounter a wall just like the one in the beginning, with a cube-
shaped hole. Just as in the beginng, the player will turn back and the object will be in the 
previous screen. When the player inserts the object into the wall, the game will urge the player to 
close and restart. If the player refuses, the game will close by itself. As reopening the game had 
already been an established instruction, this should not be too aggressive an act yet. 



The game will reopen, and the player’s save file name will be altered to give the solution to the 
puzzle. 

 

This will establish the menu as a tool for the player to use, rather than something that exists 
outside the game, and something they should pay close attention to. If the player has died before, 
this change in save file name will be all the more jarring. The text “[NAME] is the answer” is 
dry enough to hide the fact that it has any sort of personality – at this point, it is just a tool. 

 



 

The player will die and reload as the game goes on. Not too often, because reloading a game 
takes time that can kill momentum, but often enough to get a sense that the main menu is 
actually talking to them. 

 

The menu will not always say pleasant things. 

Soon, the creeping red will begin. Once the world becomes its bleakest, the creeping red will 
begin. If the player sits too long on one screen, there will be a deep runmbling and the red death 
indicator will approach from the left, urging the player towards the right. This will begin a 
sequence of screens that have the player moving forward no matter the cost. 

The player will encounter a wall with a cube-shaped hole in it.  

Near the end, when the world is bleak and the player is questioning the nature and intentions of 
the object (or whatever is controlling the object behind the scenes), an “enemy” will activate. 



The player will begin to climb the mountain. There will be several screens of a steep incline that 
dwarfs the player character, slowly allowing the mountain to fill more and more of the screen. As 
the player climbs, the player may recognise that this mountain is familiar. The mountain peak is 
the menu screen, which the player character has now entered. The Object is the START/RESET 
selection image. 

 

The end of the game involves the player on the peak of the mountain with a sheer drop to one 
side. The controls will control both the player and the menu object. Moving left and right will 
move the player character, and moving up will make the player character jump as well as move 
the menu select icon up. This discordant control scheme will create a small amount of confusion 
for the player, which leaves them less prepared for when the creeping red begins to appear from 
the left side of the screen. The player is left with a few options – they can jump off the edge to 
avoid the creeping red, and die; they could stand still and allow the creeping red to consume 
them; they could select ‘RESET’, which will erase the player’s save file and start a new game, or 
they can select ‘START’, which brings the player into a dark text screen in which the being that 
was communicating with the player through their save file – either the object, or the thing that 
controls the object – and it implies that it is the creeping red in some way before closing the 
game by force. 

If the player reloads this save file, the being will continue to talk to them. This is the “true” 
ending. 

 
 
Place	  in	  Transmedia	  Work: 

This game project is part of a larger transmedia work that builds a Lovecraftian horror 
atmosphere in a cyberpunk dystopia. The audio piece, The Scientist, alludes to the object’s origin 
and its malicious intent, and implies that the protagonist of the podcast intervened with whatever 
course it was on. The game is set after the scientist’s intervention. What, exactly, the scientist 
did, and what became of her, is unknown. The object itself is found caged at the beginning of the 
game. 



 
 
Play	  Structure:	  

The game will be constructed as a platformer with multiple rooms, most of which will fit into a 
single screen with an entry and exit, with a small amount of larger rooms that scroll across as the 
player moves. 

The puzzles will be more object-based than platform-based. The player’s role in these puzzles is 
to figure out how the object can be used to get them from A (on the left) to B (on the right). 
However, the puzzles will ideally be designed in a way that allows them to be solved fairly 
quickly to avoid halting the momentum of the game. 

[https://www.youtube.com/watch?v=1F0OeJFM3xM]  

This youtube video demonstrates an approximation of the platforming physics and the effect of 
the silhouetted platformer. My experiments with GameMaker Studio did not progress much 
further than that, unfortunately. 

Control is intrinsic to games as a medium. The feeling of lack of control is key to creating an 
atmosphere of cosmic horror. The key to creating a Lovecraftian horror within a game is 
maintaining a careful balance between the two – allow the player to control enough to be 
engaged with the game (achieved through its puzzle solving elements), and then altering or 
removing that control through in-game events to have the player feel helpless. And finally, the 
game can take control of the player’s save files, or close itself entirely. 

 
 
Mechanics:	  

The game will have no HUD or written instructions. It will rely on the player’s instinct to move 
from left to right across the screen and jump using the arrow keys or WASD, and interact with 
objects with the space bar. The object itself will function as a way to solve puzzles as a “key,” as 
a weight, and as a platform to stand on. 

Digital objects that are created and used for pragmatic reasons, like save files, initialization files, 
and shortcuts, are seen as existing “outside” the game itself. To the player, they exist only to 
support their play. However, this is a boundary that can be broken by the game. This interruption 
of play takes control away from the player by breaching a barrier that the player holds sacred. 

It’s important to note that this will not produce the same feeling as the vast existential 
helplessness of Lovecraftian horror. This subversion of the player/game dynamic is its own 
representation of the horror that comes with a lack of control despite choices that can be made, 
and it is performed in a way that is unique to games as a medium. 

 



Genre	  and	  Marketing:	  
 
This game would be positioned weirdly within a few genres. As a puzzle platformer, it does not 
aspire to be particularly difficult like the majority of the games in this genre attempt to be. It 
would fit more closely into the horror genre, as it does invoke Lovecraftian horror elements – but 
because of its focus on atmosphere over actual, tangible “horrific things,” that is another facet of 
an audience that will be lost – though this means that despite many other problems its 
distribution would face, struggling with rating is not one of them. The nature of thought that 
accompanies an atmospheric horror game like this, along with its succinct story, would make it 
appealing to YouTube Let’s Players. 
 
Because the game will be quite small, and niche even beyond that, it would need careful 
marketing to draw in an audience. The success of other similar games such as Limbo, Five 
Nights at Freddie’s, and Undertale, implies that it could be a successful endeavour, but banking 
on cult success is unreliable. Instead, a lot of investment should be made into creating a sense of 
scale with the artwork – a certain smallness of the player character and bareness of the 
interactive landscape that isn’t seen often. 
 
I have tested the game’s physics for Windows with GameMaker Studio. Steam would be an ideal 
distributor, because it would be difficult to release such a small game as physical copy. However, 
the fee for someone to use Steam’s Greenlight is $100. This is a relatively small amount that 
could be funded through kickstarter. Though developers like Toby Fox and ConcernedApe have 
created successful, decently large games alone, it has taken them many years of work. This is not 
efficient. A small team would be necessary to work on a game like The Object, as different 
skillsets are required to craft a game that relies so heavily on atmosphere. 
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