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Game ConceptContents

Museums are a wonderful place, full of wonder, mystery and a gateway to the 
past. They’re a perfect place for the family. But what if there was a museum 
that wasn’t family friendly? A museum of horror that shows the displays a 
collection of twisted and unbelievebly horrifying artifacts. Well now there is. 

Wray’s Horror museum is what it says, a horror museum. It’s a slow paced 
exploration game in which the player can move at their own pace looking 
at digitally recreated artifacts that come from the most twisted and cynical 

events in history.

What exactly is in there?
Torture Devices? Check

Artwork reimagining the horrifying events? Check
Serial Killers? Obviously!

Why theme a game around this?
I feel there isn’t enough slow paced horror games that rely on gore and his-
torical events to push the theme. Instead most of them are really fast paced 
survival type games that are packed full of jumpscares, which gets a bit bland. 

What was my inspiration?
I got the idea of an exploration machanic because most of my favourite games 
are self paced story driven games. So I took this idea and replaced the story 

with historical events. 
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Themes
Initially the theme was modern, I wanted to set it out from the last 
project I did in the sense of it looks old, peeling and dingy. I planned 
it this way because it would have contrasted interestingly with the 
content of the exhibits and the theme of the game, however after 
evaluating this, I realised that it would be too much of a contrast, 
but I still wanted to do something modern. This led me to realsise 
I can do more than one style of architecture. I decided to use both 
ideas; have a modern area and room, then to contrast this have a 
room with no windows that looked like a cellar, similar to the cellar 
area of the Maritime museum in which I wanted it to be dark, clad 

with bricks and also a curved ceiling in parts. 

The general theme of the game is horror. A bit of a psychological 
theme to it but overall horror. 

Styles
The overall colours of the game is quite warm, I 
wanted to stick with this style as it gave a ground-
ing and more human feel to the exhibits. There to 
unsettle the players and push the fact that majority 
of the things displayed were based on real events 
and artifacts. 

The style is mainly realistic but I wanted a slight 
cartoon effect so the player wouldn’t be completely 
repulsed.



Meet the Crew Devices

Gein is the most well known serial killer, mostly without people knowing 
it. He was the inspiration behind major films such as ‘Texas Chainsaw 
Massacre’ and ‘Psycho’. Gein only ever killed a suspected two people. 
But he was known for the utensils and furniture he created out of skin 
and bones. The resources of which he had gathered from the cemetary 
nearby. He was a really reserved man, considered very polite by the res-
idents in plainfield, he often helped people out with odd jobs and chores. 
He was a man who was obsessed with his mother, which losing her 
resulted in him wanting to craft things out of human remains. His moth-
ers house was the only clean room in the house, found when aurthorities 
searched his property further. 

Also known as the Milwaukee cannibal, Jeffrey Dahmer would prey on 
arroused homosexual men at gay clubs, alluring them back to his place 
before murdering them. He chose strangling as his method as it was the 
most painless way he could kill them. He used the murders as affection; it 
gave hime a sense of warmth and comfort. It got to the point where he ate 
parts of his victims because he liked the idea of them being inside him and 
a part of him. Dahmer would dispose of the corpses through melting them 
in acid, flushing hacked parts down the toilet keeping some in his freezer. 
Dahmer had a warped childhood in which he would bring hard liqours into 
his school to calm him and he had an obsession with death to the point 
where he dissected animals in his back garden. 

One of America’s most notorious serial killers, Ted Bundy. He was con-
nected to over 36 muders but was only convicted of sevral. His targets 
were girls with long brown hair parted in the middle; this was how Bun-
dy’s girlfriend wore her hair, then she broke his heart sparking his spree. 
He was an active political voice and was considered a shinning star by 
his peers. He oozed charisma hense why he was so successful and peo-
ple were incredibly shocked upon hearing this conviction. Bundy would 
catch his victims in times of vunlerability, disguising himself as diasbled 
or an authoritarian figure to abuse peoples kindness and willingness, co-
ercing them to a more private places for him to attack and murder them.

Ed Gein

Jeffrey Dahmer

Ted Bundy

The Judas cradle was a crude method of torture. 
The victim was place on the top of a pyramid 
shaped seat, their hands and feet would be tied 
and suspended. The legs were suspended to that 
is the victim moved their leg slightly then it would 
force the other leg to move and increase the pain 
from the cradle. The victim would be lowered onto 
the device so the point was inserted into the anus 
or vagina. The torture could last for hours or even 
days. Sometimes the device would be oiled up 
ensuring the victim receives the most pain they 
could in this method

The Spanish donkey, also known as the wooden 
horse of the cavaletto squarciapalle was a torture 
device similar to the Judas Cradle, in which the 
victim would be placed on a wooden point. The 
difference with the Spanish Donkey is that this 
device is more of a bench. The victim doesn’t 
need to be held up with ropes, they’re suspend-
ed with only their crotch. Most of the time weights 
would be tied to their ankles, both for stability on 
the device and for the painful consequences. The 
device was carried through town to humiliate the 
victim, often a woman. To increase the humilia-
tion, the victim would also be covered in tar and 
have feathers thrown at them, sticking to the tar. 
Most of the time the crotch was injured and left 
the victim unable to walk without pain. This was 
the lesser punishment methods this device was 
used for. For more serious crimes it would be 
used as a death sentence. 
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Controls

The game is created to be played with a keyboard 
and mouse. For the obvious reasons that it is a PC 

based game

WASD are the Major keys used, these 
are the key to move around

The mouse is used to look aroudn the 
environment and direct the player’s 

walking

This key is for interacting with different things in 
the environment like different bits of information

Market Research & Audience
My primary audience is horror fans and those interested in history, 
more so dark history. I found this demographic to be rather large and 
relatviely young, mainly people between 16 and 30. 

I visited several museums all with varied exhibits. The more familt 
orientated museums and galleries had lots of activities for children 
and easy to read books and information tag card. Those more prien-
tated for adults and students had more information per exhibit and 
less activities. These more adult establishments had moody and dark 
lighting, to set the scene and also avoid damaging the artifcats. The 
most valuable and likely to perish under the wrong lighting are often 
presented in more adult establishments. 

A musem in liverpool, the maritime museum, is in my opinion an ex-
ample of a more adult orientated area. Firstly the lighting, it’s a rather 
dark building with not too many windows. The main bulk of the mu-
seum’s interesting items are held downstairs, in the cellar, which has 
absolutely no windows. There is a lot of exhibits in this area of the 
museum that referrences crime and therefore is a more adult orien-
tated. One notable part of the maritime musuem is the part which is a 
recreation of what liverpool used to be like in the industrial age. Which 
was dingy, loud, dark and honestly rather graphic and scary. The area 
was dimly lit and it felt like I was walking through a haunted house. 
Therefore and adult atmosphere.

This shows me how important lighting is to get across the fact that this 
game is appropriate for adults only and backs up that lighting is impor-
tant in the game in the first place. 



Language LanguageLanguage

Platform

The Language of the game is going the be English. This is becuase more of my ex-
pected audience will reside in English speaking countries. The main reason for this is 
the content. A few countries tend to restrict what the citizens of their country see. Ex-
amples of this is, China blocking some social networks, in North Korea most sites are 
filtered along with certain information. So becuase this game is mature, the language 
and regions it will be shared will be English speaking. 

The platform of the game will be PC. Simply because for this type 
of gameplay, PC is better. Another reason is, to my knowledge, 
more horror fans use PC; there are more horror games available 

on PC. 
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