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GLOSSARY 
Word Definition 

Journal 

page 

Pieces of a journal can sometimes provide hints to puzzles 

and others are there as part of the narrative.  

Panic Indicates how much panic the player has. Too much panic will 

result in the player having to reload from a saved file. 

Trait The player can unlock personality traits, which will impact the 

outcome of the story. 
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OVERVIEW 

• Kioku is a 3D psychological horror game with an anime aesthetic. The 

game is a story driven adventure and the player can influence the 

outcome of the narrative through their actions in the game. The game 

has a heavy focus on story rather than combat.  

• The game features several puzzles which the player has to solve in order 

to progress in the level.  

INTRODUCTION 

EXECUTIVE SUMMARY 

When her husband is murdered, a confused and isolated Maya is 

institutionalised. She is positive that she’s not responsible for his murder, 

but how can she be so sure? Can she really trust anything with medical 

professionals telling her that she’s wrong? Will you help her discover the 

truth, whatever that may be?  
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OVERVIEW 
OBJECTIVE 

• Kioku’s main objective is to create a fresh horror experience for fans of 

horror and anime alike.  

• The game will make the player question both the characters and 

themselves as they delve into the reality of false memory.  

• Kioku is a single player game with linear levels. There will be 13 levels in 

all, with a total game time of around 8-9 hours.  

• Linear levels allow for story progression, and a learning curve as players 

face increasingly difficult puzzles. 

STRUCTURE 
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• The game will cater to those with a fetish for gore, and those interested in 

a psychological, narrative heavy experience. The kind of people that will 

enjoy Kioku will have enjoyed games such as Soma, Amnesia: The Dark 

Descent, Layers of Fear and Tokyo Dark.  

• The target demographic will be both male and female individuals aged 18

-24, as 57% players in the UK are male and 43% female. Targeting this 

specific age group reaches a high portion of the gaming population: the 

largest single age/gender demographic is 15-24 year-old males, making 

up 16% of all players. (Ukie, 2017).  

AUDIENCE 

AGE RATING 

• While the game does not feature any sexual imagery, we are anticipating 

Kioku to be rated PEGI 18, due to the gory nature and dark themes. 
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DESIGN PILLARS 

The player’s choices will 

impact how the story unfolds 

by unlocking different traits. 

Not only will this change the 

ending of the game, but will 

affect some of the dialogue 

throughout.  

EXPLORE THE ENVIRONMENT, 

DETERMINE WHAT IS REAL 

DECISIONS WILL MATTER 

Players must explore the environment 

and solve puzzles to progress through 

the levels. The theme of the game is 

false memory, constantly questioning 

the player's understanding of events. 

ESCAPE, OR YOU WILL SUFFER 

The player must escape from 

enemies. If they are too close 

to an enemy, their panic meter 

will raise. Too much panic will 

result in the player being 

unable to continue, and forced 

to restart from their last save.  
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CORE GAME LOOP 

1. Exploring the environment. Players find new areas with new puzzles. 

2. Solving puzzles. Players will unlock traits and progress in the narra-

tive.  

3. Escaping enemies. Players must monitor their proximity to enemies 

in order to keep their panic meter low. 

4. Obtaining traits. The traits that players unlock influences the progres-

sion of the narrative.  

5. Progressing the narrative. Players move through the story until they 

finish the game. 
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INTERFACE 
START SCREEN 

A ghostly image appears on 

the screen after a few 

seconds, then disappears 

quickly.  

This results in the player 

questioning if they really saw 

the ghost or not.  

The ghostly figure will changes 

position each time that it 

reappears, growing closer and 

closer to the camera point of 

view.  

 

The start screen will not 

reveal much about the 

game to the player. The 

visuals show an empty 

room in an asylum, but 

little else is given away.  
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Player avatar. 3D and viewed from 

third person.  

The interface of Kioku is minimalistic in order to ensure that the UI doesn’t 

negatively influence a player’s immersion within the environment. Games 

such as Soma implement a similar interface style. 

The character portrait indicates 

the current panic level. Only 

appears after panic tutorial.  

INTERFACE 
IN GAME INTERFACE 
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INTERFACE 
INTERACTING WITH OBJECTS 

When players orient their avatar toward an object, it becomes highlighted 

in white. Players may interact with objects by pressing E when the object is 

highlighted. This works in a similar way in other third-person games, such 

as Life is Strange.  

An object the player may 

interact with, highlighted in 

white.  

This object cannot be interacted with. It 

is an obstacle and if the player walks 

into it, then the player will stop moving.  
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MAIN MENU  

Below is an example mock-up of the main menu.  

Items: From here the player can view any items currently in their inventory. 

The player does not need to access the inventory to use them as they are 

used automatically when finding where they can be used. For example, in the 

prototype when you find the rusted knife, you interact with the vent to use 

the knife and open the vent, without needing to go to the inventory. 

Traits: Where player can view the traits they have acquired and read a short, 

informative passage about each one. 

Save: Only available when the player is in a checkpoint area. The player can 

save their progress by clicking on this.  

INTERFACE 
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INTERFACE 

Below is an example mock-up of the trait screen after Maya has gained her 

first trait.  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The name of the trait is displayed, along with a short quote on it. See the 

“traits” section of the document for more information (page 23). 

TRAITS 
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ITEMS 

Below is an example mock-up of the items screen. 

Please note: in the prototyped game these items are not collected at the same time, but 

here they are used to demonstrate how multiple items would look in the screen. 

 

INTERFACE 

From here the player can look back on comments that Maya made when she 

interacted with the item. Journal pages are not collected by the player, they 

are used as a device for puzzles and so the player must return to them if they 

have forgotten what the journal said. Not being able to collect the journals 

follows the style of horror games such as Until Dawn.  
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CONTROLS (PC) 

 Mouse movement  Turning, camera movement 

 Esc  Opens the menu 

 W  Move forward 

 S  Move backwards 

 A  Strafe left 

 D 

 

 Strafe right 

 E 

  

 Interact with an object 

Shift   Run 

The game is played from a third person perspective and the player 

controls Maya in a 3D environment.  

Below is an example of controls for a PC setup. 
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CONTROLS  

(MOBILE AND TABLET) 

  

Movement 

  

Tap forward, back, left and right symbols 

on the D-pad on the screen. Hold to run 

  

Move camera 

  

Slide your finger across the screen 

  

Open Menu 

 

Tap on menu button in the corner of the UI 

  

Interact with item 

  

Double tap on object 

Menu icon 

D-pad 

control 
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LEVEL DESIGN 

10 MINUTES OF PLAY  

• The levels in Kioku aim to engage the player with the narrative, reinforce 

the theme of false memory and evoke fear and doubt within the player. 

• The player will be challenged with a variety of puzzles. Some of these 

puzzles will involve enemies and some will be a test of the player’s 

problem solving skills. 

• The player starts the level. They begin walking through a dark hallway, with only 

a little light to guide them. The music is slow and eerie, the player can sense 

that they are not alone. They hear a whisper and quickly pan the camera behind 

them, but there is nothing there.  

• They continue until they find a room, they slowly push the door open, creaking as 

the player opens it. Once inside, the door automatically shuts.  

• The player explores the room, finding a journal page that might be useful for a 

future puzzle.  With nothing else useful in the room, the player exits. They come 

across another room with a puzzle they need to solve.  

• The player remembers the journal page, but not what it said. They return to the 

room with the page. Some of the objects in the room have now moved to a 

different location in the room. The player wonders if they have gone to the wrong 

room, but then they see the journal in the same place.  

• They exit the room and an enemy is now in the hallway, the music changes and 

their panic is rising. The player has to run to the room with the puzzle, where 

they are finally safe. 

 

SUMMARY 
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PUZZLEs 
The majority of the puzzles will be guided by Maya herself. She offers her 

thoughts on puzzles and how they might be solved. Most of the puzzles will 

aim to provide the player will more backstory or have some link to the 

narrative.  The puzzles will vary: some will require navigation and some will 

require problem-solving.  

GENERAL PUZZLE DESIGN 

EASY PUZZLE 

There is an enemy blocking the player’s path. If they 

get too close, their panic starts to increase. The player 

must find another way. They come across a journal 

page of a man who mentions that he has forgotten 

the faces of his loved ones. The player can enter a 

cell, hidden under the bed is a wallet. Checking inside 

the wallet reveals a photograph of a family, and the 

man in the picture resembles the enemy they came 

across. By giving the enemy the photograph, he will 

disappear and the player can progress. 
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There are multiple enemies in a room, but they are stationary or only move in 

a small area. The player can avoid reaching maximum panic by following the 

correct path to get past them.  Some of the enemies will increase panic 

quickly, so the player will have to retry the puzzle if they take the wrong path. 

They must try to remember which way they went each time.  

 

Below is an example of how this would work. 

ADVANCED PUZZLE 

EXAMPLE PUZZLEs 

Correct path to 

follow 

 

Enemies 

 

 

Panic radius 

 

 

Player start 

point 

This enemy will walk from left to right, so although it 

appears that the player can pass them on the right, the 

enemy will block their path before they can do so. The 

panic meter will reach maximum before they can pass.  
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The puzzles in Kioku vary. Some of the puzzles will be simpler and 

require the player to find items that need to be used, or in the example 

below, given to the right person. 

To solve this puzzle, the player must find the item “teddy bear” and 

present it to the girl in order for her to disappear, allowing the player to 

pass.  

EXAMPLE PUZZLEs 
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This is one of the more complex puzzles in the game. The player must find the 

connection between the poems and the pictures to figure out which order the 

statues go in. Each poem is related to a season and the pictures have emotions 

related to those. For instance, the skull poem is related to summer, and hints 

to a “circle of gold” that represents a ring, meaning that it matches to the 

wedding picture. 

Player approaches 

each statue to read 

the poem.  

Player approaches the 

pictures, each assigned 

their own number. Maya 

comments on each picture, 

and with this information, 

the player can now figure 

out that the skull matches 

this picture and therefore 

belongs in slot 4. 

EXAMPLE PUZZLE 
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When the puzzle is 

solved, the 

platforms holding 

the statues will all 

light up green and 

Maya will 

comment on what 

she has 

experienced.  

Two items will then appear and the player can choose which one to take. 

This item is given to an apparition who is blocking the way to the next item 

needed to progress the game. 

Which item the player takes will determine which trait they unlock. 

EXAMPLE PUZZLE 



23  

CORE MECHANICS 
TRAITS 

Traits are obtained throughout the game and are assigned when 

the player completes certain actions. At the start of the game 

there is a way to solve the puzzle correctly. However, if the player 

makes a wild guess and gets the answer wrong, they will receive a 

negative trait.  

The player may also unlock a trait by choosing to deal with a 

situation in a different way. For example, the player can choose to 

take the creepy doll or the holy water to deal with the ghost in the 

male ward. Using the holy water will give them a negative trait and 

using the doll will result in a positive trait.  

The traits themselves will alter some of the 

dialogue throughout the game and other 

characters (notably the doctor) will comment on 

whatever traits the player has obtained. This helps 

create a sense of agency and consequence for the 

player, a feeling shared by Maya. 

Traits are obtained during each level. They can be 

viewed through the main menu, which displays 

the names of the acquired traits and a short 

quote for each. These traits are based off the ‘Big 

Five’ personality traits. (See appendix 1.1 and 

1.2). 



24  

FALSE MEMORIES 

While these were not included in the prototype, the full 

version of the game will further reinforce the theme of 

false memories. These are some of the ways in which the 

game will achieve this: 

BREAKING THE FORTH WALL 

When a player makes a save file, the 

file will be named after the room they 

have saved in and a play time stamp. 

For example “Male ward—hallway 1  

1:04:00”. The game will then rename 

the save file, to various lines such as 

“No one is coming to save you” and 

“You are never going to escape”.  

CORE MECHANICS 

MAKING THE PLAYER THINK THEY ARE MAD 

• Items in the game that are not puzzle-related and are simply 

part of the mise-en-scene will move around as the player 

explores different rooms. Each time the player enters the room, 

the objects will be in a different place.  

• The start screen and the main menu will have images of ghosts 

that appear and then disappear, making the player question if 

they were really there. 
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CORE MECHANICS 

The five stages are as follows: 

(from left to right) 

 

1. Normal/healthy level of panic 

2. Panic enemy detected/within range 

3. Panic is starting to set in  

4. Close to maximum panic, escape is vital 

5. Maximum panic, player must reload a 

save 

• The panic meter acts as a health bar for Maya. When Maya experiences 

too much panic, she will be unable to continue and must restart from the 

last save.  Panic will increase when the player is within close proximity to 

enemies.  

 

• The panic meter is displayed via Maya’s character portrait changing 

colour. This is to provide more interesting feedback to the player than 

simply displaying a bar.  

PANIC METER 
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ENEMIES 
• One of the obstacles the player will face in Kioku are enemies. Each 

enemy has a panic radius. When the player is within this radius, 

their panic meter will increase.  

• Enemies will not attack the character directly, but they will scream 

and chase them. Enemies will not follow the player through doors. 

• When the player reaches maximum panic, they are unable to 

continue. As a result, enemies make the player fear dying and 

having to start over. 

• Their gruesome visual style also instils fear into the player. 

• Some enemies will act as 

barriers for the puzzles and will 

only disappear when the puzzle 

is solved. This is a way of 

preventing the player from 

progressing in a frantic and 

scary manner, immersing them 

in the horror environment. 

• Some enemies can eventually be confronted if the player finds an item that 

allows interaction with them.  

• The enemies often come with their own backstories and provide the player 

with more insight into the terrors of other inhabitants of the asylum. These 

backgrounds are most often conveyed through finding and reading journal 

pages.  
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NARRATIVE 
THEMING  

PLOT 

Kioku is a psychological horror game based around the theme of false 

memory. A false memory is described as a psychological phenomenon 

where a person remembers something that did not really occur. “Kioku” in 

Japanese means “memory”. While the game follows an anime art style, the 

setting of the game remains ambiguous.  There is also no indication of time 

period in the game, a choice intended to make the game feel more like a 

dream or a nightmare. 

Maya finds herself in a nightmare situation. Her husband has been 

murdered and she is the accused perpetrator. After being deemed mentally 

unstable, she is institutionalised under the care of Dr Sammael. While at 

the asylum, strange things start to occur and Maya has a hard time trusting 

what is real and what is not.  

Dr Sammael is the mastermind behind planting false memories in his 

patients for his own scientific research. He used Maya’s daughter Lilli in one 

of them, but she reacted unexpectedly and murdered her father. Unable to 

cope with the actions of her daughter, Maya took the blame for the murder. 

Dr Sammael had to find a way of keeping his 

secret, so he began to experiment on Maya too, 

leading her to believe that she was the one 

responsible for murdering her husband.  

Through the player’s actions, the ending of the 

story will change. If they manage to obtain 

enough ‘good’ traits, they will be able to save 

both Maya and Lilli. If they obtain more ‘bad’ 

traits, then Maya will escape but Lilli cannot be 

saved. 
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NARRATIVE 
OPENING SCENE  

• The screen is black. A man’s voice quietly whispers, “do you remember who 

you are? Do you remember all that you have been through?”. The screen then 

changes to a man, running through a narrow dark hallway with a frightened 

look on his face. He is being chased, but we can’t see what is chasing him. He 

makes it to a room and slams the door shut behind him. He looks around and, 

upon noticing a bed, he quickly scrambles to hide underneath it.  

• Covering his mouth so that his breath can’t be heard, tears stream down his 

face. There is something banging on the door, getting louder and louder. The 

man is clearly terrified. The door flies open and someone enters the room. 

Their footsteps grow louder as they approach.  

• They pass the man, not noticing him under the bed. Finally, they turn around to 

leave and the door closes. The man breathes a sign of relief and crawls out 

from under the bed. He dusts himself off and turns around. He lets out a 

terrified, wailing scream before his head is completely torn off by a gruesome 

appearing woman. 
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• The screen fades out and police sirens can be heard. It’s raining heavily and 

the camera pans over a house.  A woman can be heard crying and screaming 

as police officers clutter the scene. A body bag is carried out on a stretcher, 

his bloody face revealed as the bag is zipped shut. Two men can be seen 

whispering, one of them wearing a doctor’s coat.  

 

 

 

 

 

 

 

 

 

 

 

• A woman is dragged out of the house by officers covered in blood. The two 

men nod at each other and the woman is handcuffed before being pushed 

into an ambulance.  An image of the ambulance driving past a sign pointing 

towards the hospital is shown and the screen fades with it driving into the 

distance. The title screen is then shown.  

NARRATIVE 
OPENING SCENE CONTINUED 
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ENDING 1 (GOOD TRAITS MAJORITY) 

NARRATIVE 

Maya has just discovered the truth behind Dr Sammael’s motives. He has told 

her that Lilli is alive somewhere in the asylum. To save her Maya must find her 

way to his secret lab in the basement and somehow put an end to it all. When 

she reaches the lab, she finds Lilli, who has been kept down there the whole 

time. She decides to destroy the lab and using a box of matches found on the 

side, sets fire to the lab. 

She must escape the fire with Lilli, avoiding enemies along the way, and find a 

way out through the basement.  Once outside, Maya and Lili look back on the 

ablaze asylum. Lilli starts to cry and Maya hugs her tightly.  Terrifying screams 

can be heard coming from the asylum as the souls of the dead are released 

from their gruesome bodily prisons.  
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ENDING 2 (BAD TRAITS MAJORITY) 

NARRATIVE 

Maya has just discovered the truth behind Dr Sammael’s motives. He has told 

her that Lilli is already dead. Maya doesn’t believe him, but then she finds her 

way to his secret lab in the basement. There she makes the horrifying 

discovery of Lilli’s body. The body is intact and it is unclear how she died, 

although a makeshift bed and toilet indicate that she has been down there for 

some time.  

 

 

 

 

 

 

 

 

Maya lets out a furious scream and in a fit of anger she destroys the lab, 

throwing all the medical equipment on the floor, ripping up files and 

smashing anything she can see. She comes across a lighter, one that reminds 

her of one her first husband Cecile used. She uses it to set fire to the lab and 

then calmly returns to Lilli’s body, where she holds her and sings her a lullaby 

as the flames engulf everything around her.    
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CHARACTERS 

LILLI 

MAYA 

• 32 year old Maya is the protagonist, struggling 

to come to terms with the murder of her 

husband, Edgar.  

• She is imprisoned in the asylum by Dr 

Sammael, who is convinced that Maya is 

suffering from psychosis. It is later revealed 

that Maya has been a victim of false memory 

abuse.   

• Maya is a flawed character and one that is 

shaped through the choices of the player.  

• 7 year old Lilli is Maya’s only child. Quiet and 

sweet natured, she became incredibly 

withdrawn after the death of her birth father.  

• Lilli has been experimented on by Dr 

Sammael, in a morally corrupt quest to further 

scientific research.  

• She is responsible for the death of her step-

father, as a direct result of false memory 

abuse. 
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EDGAR 

CHARACTERS 

DR SAMMAEL  

• 38 year old Edgar was Maya’s second 

husband. He was the business partner of her 

first husband, Cecile.  

• Edgar and Maya met at Cecile’s funeral and a 

romance quickly blossomed. Although it was 

met with much criticism, they married only 6 

months after Cecile’s passing. 

• He was hard-working and often had to go on 

business trips, but he was a loyal and loving 

husband and step-father.  

• 35 year old Dr Sammael has been practising 

as a psychiatrist for 12 years.  

• He is particularly interested in the field of false 

memory and conducts experiments on his 

patients.  

• His aim is to prove that false memories can 

lead to heinous crimes. He believes that the 

only way he can gather enough evidence to 

back his claims is to implant memories in his 

patients himself.  
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CHARACTERS 
CECILE 

HOLTON 

• 31 year old Cecile died of an unexpected brain 

aneurysm. He was married to Maya for 5 years 

and is Lilli’s father.   

• Cecile and Edgar set up their successful tech 

company together and were best friends.  

• He was a smoker and often joked that he would 

rather die young than live to be an old man.  

• 25 year old Holton is a nurse at the asylum. He 

is known for treating patients badly and doesn’t 

hold back with his insults.  

• It is unclear whether or not he is aware of Dr 

Sammael’s experiments. 

• He eventually falls victim to Dr Sammael too 

and a ghostly vision of him appears in the game. 

• The player can choose to help him or flee from 

him, which impacts which trait they receive.  
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AESTHETICS 
The art style of Kioku is heavily influenced by 

anime and manga, similar to the style of the 

Persona series. Kioku will feature heavy gore 

and this will be one of the main appeals to the 

target audience. Most of the horror of Kioku 

comes from the grotesque appearance of the 

characters and enemies. There will also be 

jumpscares and ambient sounds to induce 

fear. 

The game environment is dark and the light only focuses on a 

small area around the player, so they cannot see what’s in the 

darkness without walking towards it.  

 

GENERAL ART STYLE 
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AESTHETICS 
 

Below are a few screenshots from Persona 5. Kioku will feature 

a similar anime art style in a 3D environment. However, the 

colours will be much darker to match the horror theming.  

When a character is 

speaking, their portrait 

and a speech bubble 

will appear. 

The player will 

explore the game in a 

third person 3D 

environment. 
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AESTHETICS 
This is a screenshot 

from Soma. Kioku will 

feature a similar colour 

palette, but without the 

sci-fi aesthetic of 

Soma.   

This screenshot from 

Asylum demonstrates 

the general feel of an 

unnerving asylum.  
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AESTHETICS 
This range of images, taken mostly from mangas, portray the kind of gore 

that will be featured in Kioku. The enemies in particular will be of grotesque 

appearance, however they will look markedly more human rather than 

zombies or ghosts. It is ambiguous as to what they actually are, what has 

happened to them, and if they are even real. (Please note: while the below 

images are black and white, the game will have a colour palette with a 

range of dark colours). 
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AESTHETICS 
SOUND DESIGN 

Sound design is an integral element in any horror game. The audio used in 

Kioku aims to unsettle the player and induce a sense of anxiety. For example, 

when they are being pursued by an enemy, the music will change and in-

crease in pace. The audio will follow a similar direction to horror films such as 

It Follows and games like Silent Hill and Resident Evil.  

• An example of this sound design is demonstrated in the prototype. In 

Hallway 1—Male Ward, the player encounters an enemy. When the panic 

meter starts to rise, the player will hear more panic-inducing audio aimed at 

throwing off the player and possibly making them run in the wrong 

direction.   

• At times when the player is intended to feel safe and at ease, a soothing 

track will be played, similar to the one played in the doctors office in the 

prototype. 
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MARKETING 
• The release of Kioku will be accompanied by a manga that is set prior 

to the events of Kioku the game. The manga will act as a prequel and 

will generate more interest in the story.  

• The manga will further reinforce Kioku’s 

appeal to the niche market of people 

who are interested in anime culture. It 

provides additional backstory and lore 

into some of the other characters in the 

game. The creation of a manga would 

also be less expensive than creating an 

actual anime series and would not take 

as long to produce.  

• The manga will feature abstract horror and gore, which is similar to 

the aesthetic of the game. This is to entice fans of the manga to want 

to play the game as well.  

 

 SOCIAL MEDIA 

MANGA 

• Short GIFs of the game will be posted to social media, such 

as Facebook and Twitter. Once they reach a certain amount 

of likes or retweets, they will be deleted and reposted, but 

with some parts changed.  

• When people ask what or why they were changed, the 

account will deny that they have been altered. This is to 

further reinforce the theme of false memory and encourage 

dialogue and buzz about the game. 
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PRODUCTION  

PLATFORM  

To keep interest in the game, there will be DLC released for Kioku. The DLC 

will follow the same story as the manga and will follow the events prior to 

the story of Maya. The DLC will be priced at £4.99, which is similar pricing 

to other horror games DLC (Alien: Isolation, Layers of Fear).  

There is a demand for indie produced horror games, as well as a market. 

Games such as Soma sold approximately copies 450,000 only one year 

after release. Other indies titles such as Outlast 2, Layers of Fear and the 

acclaimed Friday the 13th: The Game (which sold 1.8 million copies as of 

August 2017) have been well received by critics. There is also an interest 

in anime style games, with Persona 5 also selling 1.8 million copies as of 

July 2017. (Source: Wikipedia) 

POST-RELEASE 

Kioku will be released on PC and mobile/tablet (iOS and Android) and will be 

sold through distribution channels like Steam, Google Play and the Apple 

Store. The game will be sold at a price of £14.99, which places it within the 

same price range as other horror titles (Amnesia: The Dark Descent, Layers of 

Fear). The reason for choosing mobile and tablet in addition to PC is that 

47% of UK smartphone owners use apps on their phones to play 

games (Source: Ukie).  
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BUDGET  

 

Artist - £31,000 

Lead artist - £41,000  

Audio - £29,000 

Lead programmer- £47,000 

Programmer - £42,000 

Office rent (London) — £49,000 

The development of Kioku will take 1 year, with a team of 10 people and a 

total budget of £409,000. (Average salaries taken from develop-online). 

Programmer - £42,000 

Designer - £28,000 

Lead designer - £35,000 

Producer - £33,000 

PR/Communications - £32,000 
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GOOD TRAITS 

Hope Hope is being able to see that there is light despite all of the darkness. 

 

Empathy Empathy is about finding echoes of another person in yourself. 

Courage Failure is not fatal: it is the courage to continue that counts.  

Honesty To remain honest, is to maintain your integrity.  

Faith Believe in yourself, and the rest will fall into place. 

 

Loyalty Loyalty and devotion lead to bravery.  

 

Intelligence There is no great genius without some touch of madness.  

Kindness No act of kindness, no matter how small, is ever wasted. 

Love Hate cannot drive out hate; only love can do that. 

 

Humility  There is no respect for others without humility in one's self. 

 

Calm Calm mind brings inner strength and self-confidence. 

 

Trusting  In order to survive, you need to trust yourself.  

Resilience  Resilience is all about being able to overcome the unexpected. 

 

APPENDIX 1.1 
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Despair Despair is a narcotic. It lulls the mind into indifference. 

 

Apathy Apathy is a sort of living oblivion. 

 

Fear Life begins where fear ends. 

Deceit To deceive others, is to deceive yourself.  

Doubt If the Sun and Moon should ever doubt, they'd immediately go out. 

 

Selfishness Great achievement is usually born of great sacrifice, and is never the re-

sult of selfishness. 

Ignorance Nothing in all the world is more dangerous than sincere ignorance and 

conscientious stupidity. 

 

Jealously  The jealous are troublesome to others, but a torment to themselves. 

 

Hate  Hate is easy, love is difficult. 

Pride Pride makes us artificial and humility makes us real. 

 

Worried  Worrying does not take away tomorrow’s troubles, it takes away today’s 

peace. 

Suspicious  The suspicious mind believes more than it doubts. It believes in a formi-

dable and ineradicable evil lurking in every person. 

 

Vulnerability   Those who are willing to be vulnerable move among the mysteries.  

APPENDIX 1.2 

BAD TRAITS 


