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The Void In 
Between 
[Engagement Plan] 

 

The engagement plan for The Void In Between works on four principles. These 
principles were brainstormed and were reiterated multiple times before being set in 
stone. The team made sure that our game had strong core early on in the design 
process to avoid returning to the white board later on. Firstly, we decided the setting, 
mood, theme, and genre of the game. This laid the foundation for gameplay and its 
engagement plan. After a couple of brainstorming sessions later we decided our 
engagement plans four principles to be environmental storytelling, combat, 
cinematics and control scheme. Each of our team members picked a principle to work 
on and developed their designs further while staying in unison with the other two. 
Bhuvi was in charge of environmental storytelling as he was the level designer on the 
project, he worked closely with the narrative designer Aviroop to make sure they both 
are telling the same story. Kunal took charge of combat and control scheme as he was 
designing and developing the gameplay elements. Aviroop was responsible for the 
cinematics as he likes to handcraft the small moments that deliver significant 
emotions.  

Environmental storytelling (Heading 2) 

 

Figure 1 
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Figure 2 

The team wanted to make the world feel alive from early stages of design phase. The 
Void In Between has multiple aspects of environmental storytelling in it.  Usually, 
environmental storytelling is a very indirect way of telling story to the player and it is 
supported by a narrative structure, our team wanted to break beyond this boundary 
and try a new approach. We took inspiration from Control by Remedy Entertainment; 
they literally made their world come to live and we thought on the same tangent. The 
world of The Void In Between is ever changing. The moving staircases in Hogwarts 
from the Harry Potter universe is a unique element that every potter head loves. Our 
idea was to create a similar experience to make the world feel more engaging. We 
wanted the game to be set in a hospital but walking down empty corridors and rooms 
was not engaging enough for us, hence we made the corridors and rooms expand, 
contract, and open up in the most unexpected of places. This not only made the world 
feel alive but the player now needs to pay more attention to the surroundings in case 
they need to back track while exploring. Usually when players begin to remember the 
map while playing and after a few minutes their brain in on autopilot while walking 
through non-combat areas. But in case of The Void In Between as the level is always 
changing, they need to pay more attention to the map than its usually needed thus 
increasing the engagement they need to have while exploring the map. Our design 
team has made sure that this won’t become an impossible maze to traverse.  
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Figure 3 

 

Figure 4 

Another inspiration we had for the changing environment was the game The Evil 
Within and The Evil Within 2 by Bethesda. The game added a psychological twist to 
their story by using the idea of changing environments. This not only made the player 
pay more attention while playing the game but also kept them at the edge of their 
seats.  Article 1, Article 2, Article 3  support the following claim.The Void In Between 
also plays out on the theme of psychological thriller and hence this approach not only 
supported our engagement plane but also the narrative wrapper for the game. As this 
factor of changing environment and expanding rooms was being cohesive for the 
project in every way, we decided to make it an important part of The Void In Between 

  

https://bethesda.net/en/article/65CMenZI6Ag4yWkMmKwYwm/the-evil-within-2-customizing-your-experience
https://blog.cdkeys.com/5-reasons-excited-evil-within-2/
https://techraptor.net/gaming/reviews/evil-within-2-review-evil-never-felt-so-good
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Audio  

While designing the audio for The Void In Between our design team wanted the audio 
to convey story and the mood of the scene. Audio is an essential component of video 
games and we wanted to take advantage of it to the maximum of our capabilities. We 
divided the audio into four sections  

• The conversations 
• The radio 
• Ambient sfx 
• Audio tracks 

 

Figure 5 

 

Figure 6 
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Figure 7 

The conversations are the dialogues in form of flavour text that the characters 
exchange among each other. These dialogues are not essential to the story and the 
player can totally skip it or not pay attention to it. But listening to these dialogues 
will  help the player understand more about the characters and their stories. These are 
casual conversations among the characters providing them with depth and building 
relations among them. These dialogues only trigger when the player is exploring 
around the world. While the players explore the dark world of The Void In Between 
our design team wanted them to always have something that keeps them engaged 
even if they have lost their way. Hence these dialogues fit  in perfectly as it  keeps the 
players engaged by storytelling while they find the right path. We got this idea from 
God of War 2018 by Santa Monica and Uncharted 4 by Naughty Dogs. These games 
have vast open worlds that requires the player to traverse them for 10+ hours, while 
there is no significant gameplay is available to the player these conversations 
amongst the characters helped the player to stay engage. We could not produce a 
similar effect on a similar scale due to the scope of the project but we have adapted 
to a similar philosophy. While selecting and learning from our examples we also came 
across another titan of the industry The Legend of Zelda Breath of the Wild by 
Nintendo, this game has a bigger open world than the two mentioned previously but 
they do not have these conversations among the characters. This made the game feel 
empty while traversing the beautiful landscapes. Article 4, Article 5  support the 
following claim made about Legend of Zelda Breath of the Wild BY Nintendo. These 
three games are industry standard examples of why these conversations work 
perfectly as flavour text during exploration. Drawing a tangent from there these 
examples we decided to have this feature in game to get the player engaged more 
with the characters. 

https://www.reddit.com/r/NintendoSwitch/comments/63l5bh/what_do_people_mean_by_botw_being_empty_how_do/
https://www.blog.radiator.debacle.us/2017/10/open-world-level-design-spatial.html
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Figure 8 

 

Figure 9 

The next set of dialogues that work as flavor text in The Void In Between are the 
radio broadcast. These are different from the previous mentioned flavor text and 
these broadcasts are a monologue. Many of the AAA games use this design tool in 
their arsenal to tell  the players about the world setting of the game and the events 
that took place before the game starts. We took our inspiration from two games 
Fallout 4 by Bethesda and Horizon Zero Dawn by Guerilla games. Both these games 
have a gameplay element that players can interact with, once interacted the player 
can listen to a monologue that describes players the narrative wrapper and world 
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setting. Though the conversation here is one sided player still  gets to know new 
information about the world they are currently in. This information is completely 
skippable and does not affect the golden path of the game, but it adds to the lore of 
the world. In the games we took inspiration from the usual provide player with 
rewards like skill points or trophies for exploring and finding this piece of 
information. As the scope of our game is relatively small our design team decided to 
keep these monologues loaded with lore and let it  serve as a reward for exploration. 
Thus, more the player explores around the more they will  understand about the world 
of The Void In Between 

Our design team has paid close attention to ambient sound effects. These sound 
effects (SFX) are not usually noticed by the players, but their absence makes the 
game feel unrealistic or empty. An example of this would be footsteps. The sound of 
footsteps sounds different on different materials, there reverberation, pitch, 
loudness all changes depending on the area around. Our design team has put systems 
in place to tackle such cases. The players do not usually notice the faint change in 
sound of footstep as it  becomes second nature once the major gameplay elements 
come into play, but their absence creates a negative void that makes the game feel 
unrealistic. Footsteps is just one example our team has taken care of various such 
finer details to make the game feel realistic and increase the player’s engagement.  

Audio tracks  

Drawing a tangent from our previous learning for the monologues our team decided 
to take it a step further and create a few video logs as well.  The question might arise 
that how this radio broadcasted monologues are different from the video logs. There 
purpose is the same, they provide players with a deeper understanding of the lore and 
reward exploration. But the major difference is that during the radio broadcast the 
player can continue doing various activities and roam around while they are doing 
this, they will still  retain the full  information from the monologue. Whereas during 
the video logs, the players have to stop and watch the video that is being played in 
the world space. The player is forced to stop all  the side activities they are engaged 
into, slow down and watch the video in one place. This affects the player on a deeper 
psychological level the same way music and movies work in real life. The story being 
told in both these mediums are set in the same world but they are two different 
stories. The players need to watch and listen to both of them completely to make 
sense of this world. This not only slows down the player during gameplay but also 
demands their complete attention on a singular activity thus forcing them 
subconsciously to engage with the game. 
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Combat  

This is the section of gameplay where our team has added a lot of elements for 
players to engage with. In the previous section the player was being engaged by the 
game but more on a secondary level, with combat the player is directly engaging in 
the gameplay on a primary level. While designing combat for The Void In Between our 
team wanted it to be highly interactive. We explored the possibility of combat being 
real time strategy or a simple input-based combat or quick time events. The issue 
with these approaches was the combat was not standing out from the rest of the 
gameplay. The Void In Between works on three pillar narrative, exploration, and 
combat. For the combat pillar to be strong and engaging we choose to go ahead with 
active cross battle system. Hack and slash were a near 2n d choice but those types of 
combat need to have a lot of depth. Due to the lack of resources and scope we could 
not develop it and hence we decided on active cross battle system. In this system 
each input by the player makes the character do an action. We wanted the player to 
feel a sense of agency in every moment of the combat. This was only half the work 
because once we had created this sense of agency for the player, we also needed to 
deliver it.  Hence, we came up with a control scheme that would optimize combat and 
make the player feel engaged in combat to the maximum of capability.  

 Combat in The Void In Between is not just senseless fighting, we have also delivered 
a few narrative elements via combat to make it even more engaging for the player. 
We have given thought to not just how the enemies fight but the way they look and 
move. Firstly, the look of every enemy varies and delivers a story of its own. The first 
enemy that the player encounters attack the player like a wild dog with rage and 
hatred but on the other hand the second enemy that the player encounters attack the 
player from far in a cold and calculated way. These attack patterns not only signify 
the different personalities of the enemies but also their approach and reason for 
them to attack the player. More on this under the narrative section of GDD The way 
each enemy moves and attacks depicts the enemy’s intention, persona, and a unique 
grudge against the protagonist. Move sets aside our team has also given a lot of 
thought to the way enemies look. We made sure that the visuals of enemies’ match 
with narrative wrapper and the combat style to make the game feel cohesive. These 
aspects contribute to make the gameplay feel engaging for the players.  

For the gameplay of The Void In Between our team thrived to strike a balance 
between exploration, combat, and narrative. Our team wanted to use these three 
elements to establish the pace of the game. Too much or too less of either of the 
elements would result in a something we did not envision. Too much exploration 
would have made the game world feel empty, too much combat would have made the 
game feel grindy or difficult and too much narrative at once would have felt l ike an 
information dump on the player. We have paced the game in such a way that there is 
never too much of one thing. Pacing was an extremely crucial thing for us to balance 
out to make sure the player always has something new to do in the game and stays 
engaged with it. The loop below is not exactly how our pacing works but provides a 
with a clear demonstration of how all the three elements interact with each other. 
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Figure 10 

Cinematics  

Cinematics in The Void In Between are very few due to the scope of the project but 
we have picked the major moments in story and decided to highlight them. Our team 
has dedicated a lot of resources to make these little moments stand out and deliver 
the emotions we aimed to convey. The Void In Between being a psychological thriller 
needed players to understand the emotions that protagonist in going through. We 
decided not to add a wall of text or audio logs to convey these emotions because we 
wanted the players to not only engage with the game on a physical and subconscious 
level but also on an emotional level. After multiple brainstorming sessions we finally 
decided that cinematics is an absolute must have for players to understand the 
gravity of the situation in terms of narrative.  

Once we had decided to go ahead with cinematics our quest for maximum player 
engagement was not over. We wanted the player to understand emotions via 
cinematics but it  would not have been possible without real people acting it out. As 
our resources were limited, we could not use the industry standard motion capture 
technology to convey exact human emotions and we had no animator on our team 
hence we could not animate those rigs as well. While stuck in this pickle we 
discovered meta human by epic games. Meta human helped us replicate human 
emotions in our cinematics, we collaborated with actors to motion capture their facial 
expressions and used them in The Void In Between to make it look as realistic as we 
could. To capture the player’s attention and to keep them engaged we have made our 
cinematics using a virtual production pipeline. This was done to make sure that 
players get engaged with the game on an emotional level as well.   
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Figure 11 

 

Figure 12 

 

Figure 13 
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Control Scheme  

Usually control scheme is an overlooked department these days in major video game 
productions. The designers and developers tend to follow industry standards without 
giving it a second thought. Although we could not deviate completely from the 
industry standards for control scheme, we have added on to it  and designed an 
unusual control scheme. This is done replicate the actions of protagonist in the game. 
For example, the walk and look around are mapped on the old industry standard left 
and right analogue stick respectively. The attacks are on the right bumper buttons 
the R1/RT and R2/RB, this is done so that its ergonomic for the player to continuously 
attack during combat. The R2/RB is the trigger button that launches a heavy attack, 
this is for the player to subconsciously understand that pulling the trigger button 
leads to a stronger attack. This control scheme is the new industry standard, and we 
adapted to it. The unique controls we have added to our project is defence is R1+L1 or 
RT+LT, this control mapping is very uncommon is games as it  needs two button inputs 
to perform one action. The defence in The Void In Between is two handed, the 
character either holds her Glaive with both her hands or grabs both her swords tightly 
to defend. We aimed for the player to have a similar physical feeling of grabbing the 
controller while defending and hence we designed this control scheme. Haptic 
feedback in form of vibrations is also an important part for engagement as it  gives 
positive feedback loop to the player upon hitting an enemy or successfully defending 
from a hit.     
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