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We express our deep sense of gratitude to our instructor Melanie Crean for giving me the opportunity to pursue 
this project at the Immersive Documentary: Collab Studio. Without her support, we would never have learnt and 

absorbed so significantly from this project. We also are indebted to our industry collaborator Dan Archer , his 
valuable guidance, keen interest and encouragement in various stages.   

We acknowledge, with great appreciation the timely support of Geyao Zhang . His guidance, sharing of  
valuable knowledge, continuous efforts, patience and constructive criticism has contributed immensely to the 

evolution of our ideas and completion of this project.  

We express deep and sincere gratitude to the loving inspiration from my colleagues. The project could not have 
been complete without the invaluable suggestion from user testing which has also been of great value. 
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a special thanks to

------------------------------------------------------------------------------------------------------------------------------------------------
The inspiration nehind the game is the conflict between your subconcious and concious mind to influence  

your thoughts.The environment in the game is imagined by the mind as a spectral plane which is an abstract extension 
of all the things we see and experience on a day-to-day bais.  

 
The core idea behind gaining control is to make you believe that you are survielled every day. The phonecalls serve as a 
metaphor of practising control from a distance & the camera around are a clue towards constant surviellance. The land-

scape is an extension of human minds desire to exsist in time which is etrnal & unique.
------------------------------------------------------------------------------------------------------------------------------------------------
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Surveillance 
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DEMOGRAPHIC SEGMENTATION
Gender : Male and Female

Age Group : 18 – 36 years; Optimum Age : 22 – 28 years
Life Cycle : Married/ Unmarried

Minimum Salary & Education : $36,000+/year  Undergraduate
Lives in a cosmopolitan city & someone who spends free time playing games & reading up.
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    PSYCHOGRAPHIC ANALYSIS  

•	 Technology orientated/inclined : 
Trusts technology but also questions it. 

•	 Frequents the Internet, but also reads and 
knows about privacy policies. 

•	 Aspirational and motivational lifestyle
•	 Brand conscious. 

 
 
BEHAVIORAL SEGMENTATION 

•	 Quick learner – open to new informatio 

•	 Adventure seeker – open to new ideas
•	 & very active socially 

•	 Striver – Surreal experience with an  
introspective aspect 

•	 Frequently requires new mediums to stimu-
late the mind and process data.
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STANLEY PARABLE
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MY CREEK ABOVE

TRYST

THE REAL HOME

WARHAMMER
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•	 Created usign the 3D Objects from Sketch up Pro & Default textures of Unity. 

•	 For Materials & Textures Created a Planar Object and added three Scripts available on Unity’s Website for Wa-
ter Rendering.  Base for Colliders, Planar Reflection & Specular Lighting Reflections. 

•	 Then just stretched the Layer and brought it up on the Y Axis to look as if it is a Water body. Actually it is just a 
layer of water whihci has no volume. Baked the terrain to create walkable path on a 30 degree angle to define 
accesible area for later in the game.

CREATING THE SETS
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CREATING SUBLIMINAL TUNEEL 

•	 Created a Tunnel Like Shape on Rhino and  
imported the mesh on Unity. Rendered it using 
basic transparency & mettalic materials. 

•	 Then added an selection image onto a planar 
and grouped it with the object. 

•	 Added another two more rectangles and 
linked it with a player selction value in the 
Manager Script. 

•	 The Manager Script is applied on Hollow 
cubes which detrmine the Starting position of 
the two players. Then linked the Tunnel  
prefab for it to appear on the starting point 
with different ownership values. 

•	 Also attached the Highlited Script & Interaction script for the manger colors to show up & the selection ring to 
be activated on mouse click.  

•	 Added a rotation script onto the selection and Created another script rightclickmanager for the selected 
object to move based on the XZ value of the mouse click. Also linked it with the prebaked terrain collider to 
make sure it does not go through certain mountains & waters i.e  Nav Mesh Agent. 

•	 Added a Map blip Script which told the UI map of the current position of all the drones & Unit Info Script 
which shows a pre-determined value of Health for the Tunnel. Also the price of the drones & what can it  
create. The create bulding action script links the Base Prefab to the object that can be built by the drone. 

•	 Attatched the camera cradle script to the Object as a child by which it can move around with the object and 
be ready wherever the Player Appears. Also created an Empty Blip & Hud element which was then attached to 
the original base prefab.
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CREATING THE MAIN BASE 

•	 Created a Base like Shape on Rhino and  
imported the mesh on Unity. Rendered it using 
basic transparency & mettalic materials. 

•	 Then added an selection image onto a planar 
and grouped it with the object. 

•	 Added another two more rectangles and 
linked it with a player selction value in the 
Manager Script. Also the earning script makes 
it increase the value of credit every second. 

•	 The Manager Script is applied on Hollow 
cubes which detrmine the Starting position of 
the two players. Then linked the base  
prefab for it to appear on the starting point 
with different ownership values. 

•	 Also attached the Highlited Script & Interaction script for the RTS manger colors to show up & the selection 
ring to be activated on mouse click. Added a rotation script onto the selection and Created another script 
rightclickmanager for the selected object to move based on the XZ value of the mouse click. Also linked it 
with the prebaked terrain collider to make sure it does not go through certain mountains & waters i.e  Nav 
Mesh Agent. 

•	 Added a Map blip Script which told the UI map of the current position of all the drones & Unit Info Script 
which shows a pre-determined value of Health for theTunnel. Also the price of the drones & what can it  
create. The create bulding action script links the Base Prefab to the object that can be built by the base. 

•	 Made another copy with a transparency render and removed most of the scripts to make a ghost object to 
decide whether the object can be docke on the given terrain.  

•	 Also created an Empty Blip & Hud element which was then attached to the original base prefab.
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CREATING THE REACTIVE UI  

•	 Created a Map and attached it to a rectangle UI Object wich moved around based on the date fed to it through  
the blip prefab empty object attatched to each drone & base. Also gave the second probable AI player a hide  
map function throuhg the Hide script where the map location is not revealed till the player is within 100 M of  
the said object owned by a different class of player. 

•	 The object info display empty object was attatched with a display info script whcih fed the health data along with a 
transparent PNG assigned from the textures to each of these prefabs. 

•	 The action button displays the action behaviour script properties and links it to the Create Building action & create 
unit action based on the selected unit in the Game.
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CREATING THE OPPONENT AI 

•	 The Ai functions based on a set of 8 definition, action, support scripts. The first three scripts are AiBehaviour which 
asks the Ai to look for its controls & supports in other scripts and execute them based on the Data Provided.  
AiControl & AiSupport gives the Ai basic learning of what all dat it needs to acces from different objects like the 
drone, base & the terrain. The support make it learn the basics of movements that is in line with the colliders and 
other scripts used. 

•	 The CreateDrones/BaseAi gives the Player a value which if achieved it will initiate the creation of the following  
objects at given intervals and based on the Money Value Available. Also added another script called do nothing 
where the Ai does reat of the given parameters for certain action are not met. 

•	 The Last part of the Ai function is striking & attacking objects owned by other players if within a range. Also a  
destroying of Object script has been added remove object if they run out of health.
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•	 The camera can moved around  
using the Arrow Keys to move 
around the map. Round Button 
click can be used for selection of 
the given object or character.  

MOVE AROUND TO SEE 
360 DEGREES

CMD + Q = QUIT GAME

MOVEMENT

MOVEMENT

•	 Round click can be assign location of  
movement to the currently selected object.  
A combination of Shift & Left mouse click 
can be used for multiple selction and  
actions. 
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•	 “Water in Unity”,Unity Manuals, Unity,  12/08/2016,  https://docs.unity3d.com/Manual/
HOWTO-Water.html 

•	  “RTS in Unity”, Dan Violet Sagmiller, Lynda,03/16/2016, 12/04/2016,https://danvio-
letsmagiler/Unity-5-Build/427923-2.html 

•	 “Detonator Explosion Framework”,Unity Packs, Unity,  10/09/2014, https://www.asset-
store.unity3d.com/en/#!/content/1 

•	 “RTS Development”,Unity Forums, Unity,  12/10/2016, https://forum.unity3d.com/
threads/rts-development-framework-create-your-own-rts-with-unity-released.366500/ 

•	 “DFuzzy Logic”, AiGameDev, 12/10/2016,  http://aigamedev.blogspot.com/2008/11/
fuzzy-logic.html 
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