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PROJECT BRIEF

Welcome to Eternal Wreckening,
a multiplayer, mobile game where
immersivity and horror collide.
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a terrifying multiplayer experience. A lot
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PROBLEM STATEMENT

Who

Mobile gamers

What

Video game

When

While gaming

Where

Anywhere they are gaming

Why

se body engagement within
d gm




GOALS AND OBJECTIVES
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WAYFINDING

INTERACTIVE OBJECTS

Objects available for interaction are shown to the
character in glowing outlines when the character is
within close proximity. These are even visible when
hidden behind other objects. The bright and clear
signage marking the ‘points of interest’ enables users

to quickly and efficiently locate the correct objects.

LIMITED MAP FEATURES

The map tool for the Guadian’s point of view is
hidden and can only be uncovered by exploring all
the sections of the map. Rather than relying solely

on traditional map markers or waypoints, the visual
cues provide a more organic and immersive way of
navigating the environment, making Harper’s journey
feel more natural and engaging.
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USER INTERFACE AND ART
DIRECTION

Clarity for users



INTRODUCTION

ACTION BUTTON

The “action” button is placed higher on the right,
within the reach of the player’s thumb, all the while
allowing their hand to securely support the mobile
device. This positioning is balanced because the left
hand would focus on the bottom left controls, and
the right hand can focus on the top right area of the
screen/device.

JOYSTICK PLACEMENT

Since most users use their thumbs to navigate and
move in games, the joystick on the left is placed
within thumb’s reach to prevent strain while playing.
This leaves room for the left hand to be occupied
with controlling the movement within the game.

INTERACTION BETWEEN SCREEN AND HANDS




FONT CHOICE

| used “Martyic” for headings and “Blood Crow” for body text. “Martyic”
creates a errie and memorable felling. | utilized “Blood Crow” so that
instructions would be clear and readable. When combined, these typefaces
heighten the player’s immersion by harmonizing the aesthetic qualities of the
heading while also making sure crucial information is communicated to them.

The hand-drawn environment and characters were all done with the same
brush, creating a consistency in design through repetition. By not being
precisely representational but rather stylized, this gives the viewer an
unsetteling feeling. The goal was to create a creeping sense of dread and
unease even before they start playing the game.

~ CHOOSE YOUR CHARACTER

ART STYLE

A painterly, horror-realism style is incorporated within “Eternal Wreckening,”
depicting the dystopian world overtaken by evil. The minimalism, dim lighting,
and dilapidated environment all evoke a psychological unease.




CONSISTENT ICONS

Having a consistent icon shape throughout the game’s interface allows
users to have a sense of unity and dependability within the interface.
Having arrows to show the movement between slides and a circular

shape to exit, create an easy to understand connection using clear
universal symbols.

GUARDIAN GUIDE ¥
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FIND AND PUT THE
GEMS IN THE “
TO CLOSE I'T, BEFORE
ENTITIES FIND YOU.

Keep track of your health,
you can't save the world if
you become one of them.
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CIRCULAR SHAPES TO INDICATE SLIDE PLACEMENT

Circles on the bottom of the slide indicates its order and sequence in the slideshow.
This gives the player an overall understanding of their place in the game.



GOAL AND SENSE OF ACHIEVEMENT BACKPACK VISUAL ASPECT

Making gadget collection an integral part of the gameplay, Even though users may not be familiar with the game and its
not only gives users a goal but creates a sense of achievement interface, they most likely will be familiar with a backpack and
when finally aquired. This ensures that the players stay engaged how it’s used. A familiar everyday item to store collected gadgets
throughout the entire game. creates an important link between the user’s reality and the

imaginary game world.

MATCHUP BUTTON

The matchup button is featured on the
bottom left, balancing the two sides of the

GADGET SELECTION screen. The arrow is universally understood
as a symbol for direction. By clicking on the

To equip a gadget, the process is quick and easy. The user simply needs icon they will move to matchmaking.
to tap on the gadget, then select their chosen equipment to equip it

onto their character. Clicking as a means to access something is a sim-

ple and familar process.



Stun, activated by after the guardian places
two gems into its portal, emits a blinding
burst of energy for 4 seconds, stunning and
disorienting nearby malevolent entities to

aid the guardian when faced with an entity.
Its swift activation and potent effects make
it a crucial tool for combating supernatural

threats.




