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Sammanfattning 
 
Skräck, en av de mest populära genrerna inom underhållning, kan vara ganska 
svår att få till. Den här rapporten utforskar de visuella ämnenena inom 
psykologisk skräck i spel, utifrån följande frågeställningar: 

• Hur hanteras genren inom filmproduktion? 
• Hur har tidigare spelutvecklare genomfört detta, både för större 

produktioner och för indiespel? 
• Hur väl har de utvalda filmerna och spelen lyckats översätta 

skräckkänslan i det visuella? 
Den valda metoden för att fastlägga detta är bildanalyser och 

enkätundersökningar. Resultaten visar att det inte finns många skillnader mellan 
hur genren hanteras inom film jämfört med spel, även om det finns några. 
Resultat från enkätundersökningarna visar på att spel oftast ses som läskigare 
och obehagligare på en högre nivå än filmer. 
  



 

 

Abstract 
 

Horror, one of the most popular genres of entertainment, can be quite hard to get 
right. This report explores the visual subject of psychological horror in games, 
aiming to answer the following questions: 

• How is the genre handled in movie production? 
• How have previous game developers done this, both for bigger 

productions as well as indie games? 
• How well did the chosen movies and games manage to translate the 

horror feeling into the visuals? 
The chosen method to determine this is image analyses and surveys. The 

results showed that there are not many differences between how the genre is 
handled in movies compared to games, though there are a few. Results from the 
surveys showed that games are more often perceived scary and disturbing on a 
higher degree than movies. 
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1 Prelude 
 

1.1 Introduction 
 
According to Yvonne Leffler (2000, 2), horror is one of the most popular genres 
and has been for quite a while. In the book Skräckskönt, author Jonas Danielsson 
(2006, 64) explains that our bodies produce endorphins resembling morphine 
when we survive a frightening experience. These neurotransmitters provoke a 
feeling of euphoria, which is an intense feeling of well-being and happiness. 
When a person is watching a movie or playing a game that is scary, they can 
experience the fear and dread whilst still knowing deep down that they are safe. 
(Danielsson 2006, 68). 

Thomas Grip (2010, 1:00), creative director and one of two founders of 
Frictional Games, an independent game studio that has focused a lot on the 
horror genre, says: 

 
”The reason why I’m so interested in horror games is because it’s one of 
the only genres in games that focus on evoking emotions. It’s perhaps the 
only genre in games that does this.” 

 
Horror has always been a personal favorite of mine when it comes to movie and 
game genres, and I can agree with Grip that emotions are an important part of 
the horror movie and game experience. This is one of the reasons why I chose to 
study this subject. 

My idea for this thesis started growing throughout the game project in our 
second year of education, when a student group decided to make a horror game 
and got feedback on how hard horror is to get right and truly scary. I was curious 
to look more into this. 
 

1.2 Background 
 
I have not been able to find much research that explores the issues treated in this 
report. What I have been able to find will be reviewed in the theory section. 
Therefore, I believe my study could be a valuable contribution to the scientific 
approach to game development. This research could give game designers more 
insight when it comes to handling visuals for a game in the horror genre. 

The thesis will cover some art fundamentals that have been known to work in 
favor of the horror genre, both by looking at it theoretically as well as study how 
some already existing movies and games in the genre have handled the issue. 
Furthermore, two surveys on the subject have been shared with the public to see 
what people really fear and how well these movies and games managed to scare 
their audience. 
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1.3 Issues 
 
The following questions will be answered in the process of figuring this out: 

• How is the genre handled in movie production? 
• How have previous game developers done this, both for bigger 

productions as well as indie games? 
• How well did the chosen movies and games manage to translate the 

horror feeling into the visuals? 
 

1.4 Purpose 
 
The focus of this report will be to figure out which art fundamentals work best 
for horror to help enhance the feeling of dread and fear in a game when you as 
the creator are not in control of the camera the same way as in a movie. 
 

1.5 Limitations 
 
I have not been able to find any established definition of psychological horror, 
but in this report I have chosen to use this term to describe the kind of horror 
where creators rely on the characters’ fears, guilt and beliefs, mental illness and 
emotional instability to instill fear in the audience. This is the kind of horror I 
will focus on in this study. 

The focus also lies in the visual cues of horror games and will only briefly 
touch on subjects regarding story, characters/monsters and sound. However, 
sound is an important part of the horror experience, so it might cripple the result 
not going into detail on the matter. 

One possible approach might have been to research the use of camera angles 
and composition when aiming to create a feeling of fear and dread. One might 
have compared movie and game industries in this regard, considering that in 
most games the game designers does not have the same control over the camera 
as a movie director does. However, instead I chose to look at how to compensate 
for said lack of control using other visual elements, such as color, lighting, and 
contrast. 
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2 Theory 
 

2.1 The psychology of horror 
 
Horror is the genre of fear and dread. Other genres may depict frightening 
incidents, such as war, heartbreak and gun fights, but horror is the only genre to 
truly spotlight the fearsome. Many people misinterpret the genre and tend to 
think every story that frightens the audience in any way or depicts horrific 
imagery classifies as horror. If that were the case, however, the term would lose 
all meaning and horror would no longer be a distinct genre (Sipos 2010, 2). 

Horror games should, in theory, be slow paced, focus on exploration and 
environmental storytelling, mystery and survival. The player is often 
disempowered by meager controls and the protagonist or player character is 
depicted as a fragile, everyman survivor (Milham 2009, 6:50). Combat, if present 
at all, should not be the focus of the game since the player may lose interest in 
the story if the combat is too hard or demands too much attention from the rest 
of the game (Grip 2010, 22:57). Immersion is important in horror games – the 
players should be plunged into an atmosphere of dread and experience the thrill 
of being preyed upon. To help enhance the horror one should preferably not 
include weapons, because without any means to fend off enemies or monsters 
the players will perceive them as more frightening (Grip 2010, 3:44). The players 
will also interpret their role in the world by examining the tools that are handed 
them, and if they are handed a sword or a gun they will prepare themselves for 
action and fighting, which might not be what the horror game is about (Grip 
2010, 25:03). Horror should be more about flight than fight, and the players can 
beneficially be made to chose between running or hiding rather than fighting. 

One way of creating fear is the use of shock, however, many accustomed 
horror fans are too used to these types of scares and will simply not find them as 
shocking (Danielsson 2006, 69). 
 

2.2 The visual components of fear 
 
Visual rules are very important. They give a production unity, style and visual 
structure. Any visual component can be used to communicate horror, as long as 
the meaning of the element has been conveyed to the audience at some point 
(Block 2008, 4). Usually the personality of characters, situations, and locations in 
a story will be defined in the exposition of a movie or game. In the same way, one 
can use the exposition to define the meaning behind a visual component in a 
production (Block 2008, 234). There are also multiple ways to choose which 
visual components to use; instinctual, arbitrary, researched, or analytic. This 
thesis will be using the researched style of choice, which means to look at art 
books, photographs, reading books on the subject, or watch old movies (Block 
2008, 255-257). 

When creating psychological horror, it is most important to work with 
atmosphere and emotion (Danielsson 2009, 70). It can also be effective to 
visually reveal as little as possible of the threat to the audience. (Block 2008, 
128) 
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2.2.1 Color and Tone 
 
Contrary to filmed material, games must rely heavily on planning color to tell the 
visual story. Colorscripts and color schemes are very important since every color 
in a game must be created from scratch (Block 2008, 158-159). 

According to Ian Milham (2009, 9:30), Art Director of the game Dead Space, 
horror tend to have warm, ocre, decayed tones and high contrast in colors. 
However, Dead Space would be classified as an action horror game, not 
psychological horror, and therefor gets its colorscripts from a different part of 
the horror genre that is grittier and dirtier. One could still follow these “rules” for 
psychological horror, but it is not the usual approach to color in those kind of 
games and movies. 

For Dead Space, they also considered other inspirational sources for style and 
tone that were outside of the horror genre. For example, they looked at how 
David Fincher (Se7ev, Fight Club, Zodiac, etc.) worked with color and tone in his 
movies (Milham 2009, 10:09), and one could in the same way take inspiration 
from other sources for a psychological horror game. 

Looking at the actual psychology of color, words like “sadness”, “worried” and 
“fright” are known to relate to unsaturated colors – “sadness” and “fright” tend to 
have lighter tones while “worried” goes in darker tones. Words of negative 
connotations have also been found to connect with purplish and yellow-red hues 
(D’Andrade, Egan 1974, 61). However, in 2006 a case study was conducted in 
Turkey on color-emotion associations and color preferences for residences. 
Participants were put in a controlled environmental setting and made to match 
given adjectives with color samples according to their own personal emotional 
response. The result of the study showed green to be the highest rated color for 
the words “fearful”, “mysterious”, “tiring”, “anxious”, “sad”, “annoying”, 
“inauspicious” and “depressive”. In all aforementioned cases but “mysterious”, 
green was number one. Furthermore, hues that were among the top three 
associated hues for half or more of the negative words were red, blue and yellow 
(Manav 2007, 147). 

Saturation draws attention from the audience, and in a game where the 
majority of the environment is desaturated, if following earlier mentioned 
guidelines, one might want to make some details and assets stick out more from 
the rest. One way to do this could be to put assets or details of interest against a 
background of a complementary color (Block 2008, 152). For example, if one 
would have red blood stains on the floor that the players need to notice, one 
could make the floor cyan or green in hue. The blood will appear more saturated 
against the complementary colored background and therefore receive more 
attention from the audience. If an environment generally goes in purplish hues 
one can make the monsters or characters mainly yellow in hue to make them 
stand out more. 

One could also work with color in a “disturbing” way to make the game appear 
scarier to the players. A good example of use of color this way is in the movie 
Suspiria, with extreme colored lights and very saturated tones overall. The colors 
are read as threatening by the audience because they appear unnatural and 
weird (Sipos 2010, 96). 
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2.2.2 Light and Contrast/Affinity 
 
Using a low-key lighting is very popular within the horror genre (Sipos 2010, 
141). One can play around with different layers of perception in a game through 
using different light sources like letting the player character interact with 
flashlights, UV lights and lighters. (Gomez 2011, 46:42) 

One may also combine lighting with color through colored lights that can be 
used to evoke emotions. In the movie Terror, they worked a lot with non-diegetic 
colored lights that gave the movie an atmosphere of supernatural nature and 
added credibility to the bizarre events onscreen. The stylistic lighting helped in 
making the audience not actually think about how weird and silly the events 
were and made them feel more real and disturbing (Sipos 2010, 98).  

One should have a good balance of contrast and affinity to the visual 
components in a game or movie – higher affinity of visual components decreases 
the visual intensity overall (Block 2008, 235). It is common in horror movies to 
slowly and gradually reveal the threat of the story. Here is where one could work 
a lot with contrast and affinity – silhouettes can be helpful when slowly revealing 
a monster or character (Sipos 2010, 142-143). Another popular use of lighting 
and composition in horror movies is to have a brightly lit and tiny, solitary figure 
surrounded by darkness (Sipos 2010, 64). 

In the movie Repulsion, the lighting and tonal range slowly progresses 
throughout the story to parallel the emotional breakdown of the main character 
(Block 2008, 133). 
 

2.2.3 Line and Shape 
 
The most intense type of line is diagonal. Vertical lines are less intense than 
diagonal ones, and horizontal lines are the least dynamic. If one looks at the 
characteristics of lines, generally straight lines are associated with words such as 
“aggressive” and “unnatural” which could be preferred when working within the 
horror genre (Block 2008, 106). 

Shape characteristics, in the same way, show that triangular shapes are 
associated with words such as “aggressive”, “angry”, “menacing”, “scary”, 
“chaotic” and “disorienting”, while squared shapes are perceived as “unnatural”. 
Overall, softer and rounded shapes are read as more friendly and cute, which can 
either be avoided for design in a horror game, or used to trick players into 
thinking an element is unthreatening and friendlier than what it seems at first 
glance (Block 2008, 111). 
 

2.2.4 Camera  
 
It can be perceived as cliché to always use canted frames to suggest fear, 
madness, desperation or hysteria since that is usually how it is done, however, it 
is a useful trick since most people associate it with those kinds of feelings (Sipos 
2010, 68).  
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Extreme wide angle lens effects, such as fisheye or curvilinear barrel 
distortion, can add an effect of subjective conditions such as fear, panic, illness, 
drunkenness, or nausea, which also can be quite useful for horror games (Sipos 
2010, 104). 

Typical game HUD elements work against horror since they kill the game’s 
believability and immersion. One way to do it is to integrate the HUD into the 
environment of the game, though one should not go too far since the players 
might find it hard to understand (Milham 2009, 14:40). 
 

2.3 The sound of dread 
 
If one would make a game where the threat is hidden and mysterious, since there 
is less to look at in terms of visual scares, the players will pay more attention to 
the sound (Block 2008, 128). 

The movie Jaws uses music in a clever way by playing the theme music each 
time the camera is in the shark’s point of view or each time the shark attacks. By 
doing this, showing the shark is not actually necessary to trigger fear in the 
audience (Block 2008, 234).  
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3 Method 
 
At the core of this study is an analysis of sixteen movies and games in the 
psychological horror genre, and two surveys. The analysis of the movies and 
games were both executed to test their visual horror according to the theory and 
the result of the surveys. The surveys were based on the theory. 
 

3.1 Analysis of sixteen movies and games based on the theory 
 
According to the theory, colors, brightness levels, shapes, lines, camera effects, 
and sound all have an impact on the level of fear a movie or game generates onto 
their audience. Therefore, I have chosen to analyze these aspects. 

3.1.1 The selected movies and games 
 
Theory-based analyses were executed on eight movies and eight games in the 
horror genre. They were chosen for their focus on psychological themes. 
 
Movies 

• A Tale of Two Sisters (Jee-woon Kim, 2003) 
• Don’t Breathe (Fede Alvarez, 2016) 
• Hush (Mike Flanagan, 2016) 
• Psycho (Alfred Hitchcock, 1960) 
• Repulsion (Roman Polanski, 1965) 
• Saw (James Wan, 2004) 
• The Babadook (Jennifer Kent, 2014) 
• The Neon Demon (Nicolas Winding Refn, 2016) 

 
Games 

• A Wolf in Autumn (David Szymanski, 2015) 
• Amnesia: The Dark Descent (Frictional Games, 2010) 
• Limbo (Playdead, 2010) 
• Outlast (Red Barrels Studio, 2013) 
• Resident Evil 7: Biohazard (Capcom, 2017) 
• Silent Hill 2 (Konami, 2001) 
• SOMA (Frictional Games, 2015) 
• Until Dawn (Supermassive Games, 2015) 

 
Though not all of these movies and games are straight psychological horror, their 
themes fit my chosen definition of the genre well enough to work for the purpose 
of this analysis.  
 

3.1.2 Color and Tone 
 

Screenshot collages were put together for A Tale of Two Sisters, Don’t Breathe, 
Hush, Saw, The Babadook, The Neon Demon, A Wolf in Autumn, Amnesia: The Dark 
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Descent1, Outlast, Resident Evil 7: Biohazard2, Silent Hill 2, SOMA, and Until Dawn. 
For all these except Hush, I consulted webpages3 when selecting screenshots. 
From the available selection, I attempted to choose shots representing a wide 
variety of color and tone. However, for Hush I had to capture the screenshots 
myself, by randomly selecting scenes throughout the movie. All the games and 
movies did not have the same number of screenshots available, which slightly 
affected my selection. 

The chosen screenshots were used to extract color palettes as well as 
brightness levels, using a site called Color Palette FX4 that extracts colors from 
images. 
 

3.1.3 Light and Contrast/Affinity 
 

Using Adobe Photoshop5, black and white variations of the screenshot collages 
were created. These, along with collages for Psycho, Repulsion and Limbo, 
originally in black and white, were used to look at the brightness and 
contrast/affinity levels. 

Brightness palettes were extruded from the collages using a site called TinEye 
Labs6, that also calculates the percentage of each color in an image. This was 
helpful when determining the general brightness of each movie and game. 
 

3.1.4 Line and Shape 
 
The screenshot collages used in previous sections were also used in an analysis 
of lines and shapes. Using the “Find Edges” filter in Adobe Photoshop, I drew 
edges where I could detect clear lines in the screenshot collages. The altered 
images were then analyzed to detect the lines and shapes mentioned in the 
theory. 
 

3.1.5 Camera 
 
Analysis of the movie related camera effects was executed by watching several 
selected parts of each movie. For the games, playthroughs without commentary 
were studied to analyze the use of camera effects and HUD elements in each 
game. I was specifically looking for effects mentioned in the theory. 
 
 

                                                        
1 From here on out called Amnesia. 
2 From here on out called Resident Evil 7. 
3 www.film-grab.com (2017-05-20), www.fanpop.com/clubs/saw/screencaps (2017-05-20), 
www.rockshockpop.com/screencaps/Babadook (2017-05-20), 
www.newgamenetwork.com/games (2017-05-20), 
www.silenthillmemories.net/sh2/screens_en.htm (2017-05-20), 
store.steampowered.com/app/395270/A_Wolf_in_Autumn (2017-05-20) 
4 www.palettefx.com  
5 www.adobe.com  
6 labs.tineye.com 
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3.2 Collected data 
 
Two surveys were executed and shared with the public for further research on 
the subject – the first survey was about general fears and could be answered by 
anyone, while the second one was more angled towards people with at least 
some experience with the horror genre, and went more in-depth on all the 
movies and games on the list. 

Worth noting is that none of the questions were made required to respond to, 
this was done to not make people leave the survey unfinished if they got to a 
question they did not feel like responding to yet having to do so to continue. This 
resulted in some questions getting fewer responses than other questions of the 
same type, however, it did not change the use for the result. 
 

3.2.1 First survey7 
 
The survey started with questions to determine the gender8, age9, and 
relationship to horror10 of the respondent. These were chosen to have some 
background to the person answering the following questions, and to have the 
option to study connections between age, gender and fear, if deemed necessary.  

The first question was a free text response question asking “What are you 
most afraid of?”, which let the respondent write for themselves as short or long 
as preferred, or leave it blank. This question was added in case there would be 
time to go through all replies and looking at connections between what a person 
was most afraid of and their responses to how scared or uneasy an image made 
them. 

The second question asked “What kind of horror do you think is/sounds the 
scariest?”. Available options were “ACTION HORROR - combines the intrusion of 
evil, an event of the supernatural, gun fights and frantic chases”, “BODY HORROR 
- monsters made from human body parts, often uses unnatural movements and 
dysfunction to create fear”, “GOTHIC HORROR - includes features such as castles, 
dungeons, ruined landscapes, extreme landscapes and magic/supernatural”, 
“PSYCHOLOGICAL HORROR - relies on a character's fears, guilt and belief, mental 
illness, emotional instability and at times the supernatural”, “SCIENCE FICTION 
HORROR - often deals with the paranormal, fear of technology, mad scientists 
and/or experiments going wrong”, “SLASHER HORROR - usually revolves around 
a psychopathic serial killer stalking and killing a numerous amount of victims”, 
and “ZOMBIE HORROR - portray viral reliving corpses/mindless humans that 
feed off of the living”. The sub-genres and definitions were found online11 and 
chosen because I felt it would be adequate for the purpose of this study. 

Third question showed eight images and asked: “Which image do you find 
most disturbing/scary?”. The images were selected screenshots from the 

                                                        
7 https://goo.gl/forms/2WKRa7aqdIUG7W2j2 (2017-06-13) 
8 ”Male”, ”Female”, or ”Other” (free text response) 
9 “Under 18”, “18-25”, “26-35”, “36-55” and “Over 55” 
10 ”I often/frequently play games and watch movies in the horror genre”, ”I often/frequently 
watch movies in the horror genre”, ”I often/frequently play games in the horror genre”, and ”I 
rarely/never play games or watch movies in the horror genre” 
11 www.slideshare.net/saffronrenzullo/subgenres-in-horror (2017-05-20) 
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analyzed movies. I tried to select screenshots that did not have a clear threat in 
them, however, some of the choices might have failed my initial goal. 

Following this, the next question was another free text response asking “What 
made you choose that image? Answer as lengthy/detailed as you would like.”. 
This was added to be able to determine the respondent’s thought process when 
analysing the result. 

The fifth question showed another set of eight images, this time screenshots 
from the analyzed games. They were chosen with the same intent as the movie 
screenshots, and this time I was a bit more successful in my selection with fewer 
clear, visible threats and more focus on the visual elements. 

Again, following this was another free text response asking “What made you 
choose that image? Answer as lengthy/detailed as you would like.” for the same 
reasons as before mentioned. 

The following two questions asked if the respondent had watched any of the 
analysed movies and/or played any of the analyzed games, listing them in order 
of release date. There were also the options of “None of these”, “I don’t watch 
horror movies” and “I don’t play horror games”. 

For questions nine to twelve an image of a house was shown with the 
following question “How uneasy does this house make you feel?”, along with a 
scale ranging from zero – “Not at all” – to ten – “Very uneasy”. The questions 
were added to see how the experience of a relatively neutral object, such as a 
house, can be effected by visual elements. Two were taken from analyzed movies 
– Don’t Breathe and Psycho – and two were taken from analyzed games – 
Resident Evil 7 and Until Dawn.  

The last question of the first survey asked “Would you be okay with 
answering a few more questions about this subject if need be? If yes, please leave 
your e-mail address below. If no, leave this blank.”. This was added in case of 
need for more data on the subject, or more information from a specific 
respondent. This was the only question were any sort of personal information 
were collected.  
 

3.2.2 Second survey12 
 
The second survey started with the same questions of gender and age as the first 
one, with the same available options. Then a message was shown to inform the 
respondent of the length of the survey along with how it would work if they had 
not seen or played all movies or games on the list. This was added to encourage 
people to fill out the survey despite the number of sections it contained. 

The rest of the survey was divided into several sections, starting with “Have 
you ever watched horror movies?” accompanied by the options “yes” and “no”. 
This question was added more for the sake of the respondents than for the result 
of the survey, and was used to let people who only play games and not have to sit 
through the full list of movies before getting to their relevant questions. If the 
respondent answered “yes” to this question they would be directed to sections 
for each movie, and if they answered “no” they would be directed to the game 
sections. 

                                                        
12 https://goo.gl/forms/WrvSiDciXbpPIe2Z2 (2017-06-13) 
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In the same way, the game section started with “Have you ever played horror 
games?” and worked the same way as the movie section. If the respondent 
answered “yes” they would be directed to sections for each of the games, and if 
they answered “no” they would be directed to the end of the survey. 

For each of the movies and games, one screenshot per section was added to 
make sure the respondents would be able to recognize the movie or game even if 
they did not remember the title. 

Each section for each movie or game started with the question “Have you seen 
[title of movie (release date)]?” or “Have you played [title of game (release 
date)]?”, accompanied by the options “yes” and “no”. If the respondent answered 
“no” they would be directed to the next movie or game on the list. If they 
answered “yes” they would be directed to the next section containing the 
questions “How scary did you think it was?” and “How disturbing did you think it 
was?”. Both questions had scales ranging from zero – “Not at all” – to ten – “Very 
scary” or “Very disturbing”. Scary and disturbing were differentiated because 
they can be perceived as two different types of fear. 

Next section for each movie and game listed a series of elements – “Story”, 
“Characters/Monsters”, “Environment”, “Sound”, “Atmosphere”, “Lighting”, 
“Colors”, “Camera angles”, “Composition”, “Not sure”, and “Other” (free text 
response) – and asked “Which of these elements did you find scary/disturbing 
about the [“movie” or “game”]?”, allowing the respondent to choose multiple 
options. This question was added to be able to determine if the visual elements 
mentioned in the theory were perceived as scary when compared to other 
elements of a game or movie, such as story, characters or monsters, while also 
being able to see which of these elements most people perceive as 
scary/disturbing. 

The survey ends with a thank you and the free text response questions “Do 
you have anything you would like to add?” and “Would you be okay with 
answering a few more questions about this subject if need be? If yes; please leave 
your e-mail address below. If no; leave this blank.”. The first question was added 
because the need for a section to add comments was discovered after getting 
some responses to the first survey. 

I decided to disregard conclusions based on less than 50 responses since it 
would be hard to compare these to the rest, and therefore the movies Repulsion 
and The Neon Demon, that got 8 respectively 32 responses, along with the game A 
Wolf in Autumn, which got 3 responses will not be discussed in the result. 
 

3.3 Method critique 
 
Some parts of the chosen method are not as theoretically accurate as would have 
been preferred, since most of the method was executed as image analyses it ends 
up being fairly single-minded and from my personal point of view. 

It should also be noted that it can be quite hard to distinguish the true lines 
and shapes in an image, and the results of the method for this are simply the 
ones that were detected by me, personally. 

Furthermore, there was too little time to actually play through and watch all 
the games and movies for the analysis, which resulted in some of them only 
getting analyzed on a few scenes and screenshots instead of as a whole. Most 
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notable among the movies are Repulsion and The Neon Demon, since these were 
quite hard to find clips for as well as having very complex themes that would 
have been better analyzed as a whole, instead of in parts. The game that got the 
least attention was Resident Evil 7 – the only part of it that got played through 
fully for the analysis was the beginning. 

More control over the participants of the second survey might have led to a 
more relevant result. Some respondents skipped the question if they had ever 
seen a horror movie, or the question of if they had ever played a horror game, 
which led to them replying “no” on each of the movies or each of the games 
instead of getting directed to the next relevant questions for them personally. 
One way to extinguish this issue might have been to make some of the questions 
required, but since I was unsure of how that would affect the remaining 
questions I did not know if this would resolve the problem or make people 
required to respond to all questions. 

In the first survey this was irrelevant, since its focus was general fear, and 
therefore were meant to be aimed for anyone. 
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4 Result 
 
I have chosen to present the results and their corresponding discussions into 
two parts; one for the image analyses and one for the surveys. I chose to have 
both results and discussions in this chapter since I deemed it necessary to 
present them in correspondence to eachother – result and discussion together. 
 

4.1 Image analyses 
 

4.1.1 Result 
 

4.1.1.1 Color and Tone 
 
The following color palettes were the results from the color extraction using 
Color Palette FX on the movie screenshot collages (Figure 4.1.1.). 
 

 
Figure 4.1.1. Color palettes extracted from the movie screenshot collages.  

 

Green is present in all palettes but The Babadook, mainly in the first four. Don’t 
Breathe has a palette of blue, green and red. As for saturation, The Babadook and 
Saw could be perceived as the ones that are the least saturated out of the six. The 
Babadook also mainly consist of lighter tones. The Neon Demon has a lot of 
extreme, saturated colors and colored lights.  

The next set of color palettes were the results from the color extraction using 
Color Palette FX on the game screenshot collages (Figure 4.1.2.). 
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Figure 4.1.2. Color palettes extracted from the game screenshot collages.  

 
As seen in the palettes above, green is present in all the palettes, most notably in 
Amnesia, Outlast and SOMA, as well as purplish and red hues. Again, the 
saturation is quite high for being horror, but Resident Evil 7 and Silent Hill 2 have 
the most notably desaturated colors. Resident Evil 7 also seem to have the most 
balanced color palette, using both green, red, blue and yellow hues, though Silent 
Hill 2 is a close second. Most of the games have lighter tones in their palettes. A 
Wolf in Autumn, Outlast, and Until Dawn have more of the darker tones. A Wolf in 
Autumn has very exaggerated and saturated colors, similar to The Neon Demon. 
The colors are perceived as quite disturbing in the game, however, they might be 
a bit too extreme. 
 

4.1.1.2 Light and Contrast/Affinity 
 
The following palettes were the result of the extractions using TinEye Labs on 
the movie screenshot collages (Figure 4.1.3.). 
 

 
Figure 4.1.3. Grayscale palettes extracted from the movie screenshot collages.  

 
When looking at the palettes and distributions above we can see that Hush is 
probably one of the movies that can be classified as very dark. The other movies 
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have balanced distribution of darker and lighter tones, and looking at the 
screenshots in black and white, Hush was the most difficult one when it came to 
discerning what was going on in the scenes. 

Limiting light sources are not used so much in these movies. However, low-
key lighting is present in all of them in at least one of the shots, most notably in 
Don’t Breathe, Psycho, and Repulsion. Looking back at the colored screenshot 
collages we can also see that Don’t Breathe and The Neon Demon had use of 
colored lighting to give off a different, and sometimes disturbing, feel to some 
shots. When looking at the balance of contrast and affinity in lighting the movies 
that managed to get the most diversity seems to A Tale of Two Sisters, Psycho, 
Repulsion, and The Neon Demon. Furthermore, the only movies with real 
silhouettes in these shots are Psycho and Repulsion.  

As shown in the brightness palettes, all movies but Hush and Saw have 
balanced gradients in their brightness, not using too much of neither the darker 
nor the lighter tones. We can also see that some of the movies have almost 
identical palettes, as seen with A Tale of Two Sisters and Hush, as well as Psycho 
and Repulsion. 

The following palettes were the result of the extractions using TinEye Labs on 
the game screenshot collages (Figure 4.1.4.). 

 

 
Figure 4.1.4. Grayscale palettes extracted from the game screenshot collages. 
 
In comparison to the movies, more of the games could be classified as very dark. 
Amnesia, Outlast, and Until Dawn are the most extreme cases when looking at the 
brightness distributions. However, SOMA and Silent Hill might be on the verge as 
well. Furthermore, looking at the screenshot collages, the games that are the 
hardest to distinguish what is going on in the scenes are A Wolf in Autumn and 
Amnesia, with Outlast a close second. The game that is the easiest to read seem to 
be Resident Evil. Limiting light sources are used more here than in the movies, 
most notably in Amnesia, Outlast, Resident Evil, and Silent Hill. Outlast also have 
the option of night vision camera mode, which creates a completely different 
atmosphere, both with how limited the light is and the color difference from the 
rest of the game. 

The most balance of contrast and affinity in lighting can be found in Silent Hill 
and SOMA. SOMA also has the underwater scenes, which give the shots more 
affinity and therefore give the whole game more diversity. A Wolf in Autumn and 
Resident Evil seem to have the best use of contrast in all the shots, as well as 
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Limbo that is in a class of its own with the constant lighting and contrast. 
Silhouettes are more present here than in the movies as well, most notably in 
Limbo, Resident Evil, and Silent Hill. 
 

4.1.1.3 Line and Shape 
 
Below are the results from the line and shape detection based on the movie 
screenshot collages (Figure 4.1.5.). 
 

 
Figure 4.1.5. Line and shape detection based on the movie screenshot collages. 
 
Almost no horizontal lines were detected in the chosen screenshots, most lines 
are diagonal and a few are vertical. Most lines are also straight, though there are 
a few bent ones as well, most notably in Repulsion and The Neon Demon. Looking 
at the shapes, most are triangular and squared. Only a few circled shapes were 
found to be distinct enough to point out, and triangular shapes are the most 
common shapes overall. The Babadook and Psycho seem to be the movies that 
use the most triangles out of the ones on the list, while A Tale of Two Sisters has 
the most squared shapes. 

Here are the results from the line and shape detection based on the game 
screenshot collages (Figure 4.1.6.). 
 

 
Figure 4.1.6. Line and shape detection based on the game screenshot collages. 
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For the games, bent lines seem to be more common, most notably in Amnesia 
since they often use a distortion effect on the screen when the player character 
reacts to being scared and losing sanity. Furthermore, A Wolf in Autumn creates 
diagonal lines on walls, floor and ceiling with caged lamps and having the player 
go through tunnels of weirdly placed beams. Still, almost no straight horizontal 
lines can be detected among the games. 

Same as with the lines, circular shapes are also more common in the games 
compared to the movies. In Outlast, the flashlight on the camera often makes the 
illuminated area appear as a circle in the middle of the otherwise almost black 
screen, especially while the night vision mode is activated. 
SOMA had quite an unusual use of shapes in their environment, most assets were 
built from squared shapes, like the doors, buildings, random boxes, and lockers. 
Circular shapes were used for friendly robots the player comes across 
throughout the game, but also for the head of one of the monsters – a big circular 
shape with multiple circular lamps all over it. 
 

4.1.1.4 Camera 
 
Tilting cameras were not very common in the analyzed movies. It was used quite 
discretely and rarely in Don’t Breathe, Hush, Psycho, Repulsion, and The 
Babadook, but never to any extremes. The same goes for canted frames, though 
they were slightly more common, most notably used in Don’t Breathe, Saw, and 
The Babadook. It is quite hard to distinguish if it is actually canted frames or not, 
however, you get the feeling something is slightly off with the camera quite often 
in most of the movies. In Repulsion, canted frames were noticeably used when 
the protagonist had episodes of insanity. 

Extreme wide angle lenses were very rare, though might have been used more 
than noticed since it is also quite hard to distinguish properly. It is fairly safe to 
say, however, that fisheye lenses were very rare, if ever used, and never really 
noticeable. 

Most noticeable were the major use of static cameras, especially in the older 
movies Psycho and Repulsion, but also much noticeable in A Tale of Two Sisters 
which almost never used anything but static straight cameras. Handheld cameras 
were also used quite often for effect. 

In all the games but Limbo, Silent Hill, and Until Dawn, the camera is 
completely free to the player. In Limbo, the camera is a 2D side-scroller, while it 
in Silent Hill and Until Dawn follows the movements and actions of the player 
character. At times, the camera is completely static or pre-animated, such as in 
cinematics. Furthermore, Until Dawn is more of an interactive movie than a 
classic game, with limited control of the character and use of quick-time events 
for player interaction. 

Looking at HUD elements, none of the games have classic game HUDs with 
ammo, mini-maps or health bars. Some of them have crosshairs visible at all 
time, and some only show crosshairs while in combat. Amnesia, Resident Evil, and 
Silent Hill have quite classical inventories while Until Dawn have more of a stats 
screen. In Resident Evil, the inventory is also implemented into the gameplay 
more than being a separate screen like in the rest. Most of the games also have 
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visual guidance for controls showing when looking at, or going close to, 
interactable objects. 

In Outlast you have a video camera that you activate, and while filming with 
the camera you have a bit more HUD elements, such as battery “ammo”, 
recording sign and recording time, regular video camera information, zoom, and 
camera focus crosshair. There is also a distinct visual difference between when 
the camera is on and off, as well as being able to activate a night vision mode that 
completely changes the view. In Resident Evil there are a few flashbacks, or 
watchable video tapes, that resemble the camera view of Outlast to some degree, 
mostly using camera effects and filters to show when the character is watching 
one of the tapes. 

A few of the games uses the camera to indicate when the player character is 
hurt, such as in Resident Evil you can see blood splashes around the edges of the 
camera. In SOMA, this is done through glitching effects, foreshadowing and 
indicating the character being in-human. 

Limbo, Silent Hill, and Until Dawn uses a third-person view, while the rest of 
the games are in first-person. The games that are in first-person show the hands 
or arms of the player character to different degrees; A Wolf in Autumn does not 
show the hands at all, while Resident Evil show the arms quite a lot to integrate 
the character more into the environment, like putting hands on walls when 
moving close or opening doors, and waving off insects while walking in the 
woods. 

The camera also reads differently in the games; in SOMA, for example, the 
camera reacts to light more like eyes, while it in Until Dawn reacts more like a 
lens, possibly because the game is presented more as a movie. 

It can be hard to tell, but some kind of extreme wide angle lens effect seems to 
be used in most, if not all, of the games, most notably in the video camera views 
of Outlast and Resident Evil, the underwater scenes in SOMA, and in scenes where 
a character is going crazy in Until Dawn. 

The most notable use of canted frames is in Silent Hill where they are used 
quite a lot, mostly in cinematics. In the intro to A Wolf in Autumn, both canted 
frames and a distorted lens effect are used. Amnesia tilts the camera in relation 
to the player character’s sanity dropping. 
 

4.1.2 Discussion 
 
According to the theory, the most effective colors to use in horror are purplish 
and yellow-red hues, as well as green, red, blue and yellow. In some cases, warm, 
ochre and decayed tones work as well, though they are not as common in 
psychological horror. Unsaturated colors work best, lighter tones for “sadness” 
and “fright” and darker tones for “worried”.  

All analyzed movies and games go well with the theories and guidelines for 
horror. Hush’s color palette consists of mostly green, which according to the 
theory is a color of negative connotations. The saturation for most of the movies 
and games are quite high, contrary to what is deemed appropriate by the theory. 
The Babadook mainly consist of lighter tones, and one of the color theories states 
that lighter tones are associated with “sadness” and “fright”, which work well 
with the movie’s themes of depression and anxieties. Most of the games have 
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lighter tones overall as well. A Wolf in Autumn, Outlast, and Until Dawn have 
more of the darker tones, which according to theory is associated with “worried”. 
A Wolf in Autumn might have benefitted from using more lighter tones since the 
themes of the game are more in the lines of “sadness” and “fright”. The theory 
that games must rely more heavily on color than filmed movies might be one of 
the reasons why most of the games have more saturated hues, and why there are 
also a higher amount of prominent colors present than in the movie palettes. 

The theory states that it is important that horror movies and games are not 
too dark, which they sometimes tend to be. One can use different limiting light 
sources to play with levels of perception, and low-key lighting is popular in 
horror. It is also important to have a good balance of contrast and affinity, and 
silhouettes are often used to hide elements of a shot while still showing them. 

The movie Hush, along with the games Amnesia, Outlast, and Until Dawn, are 
too dark, which according to theory is a problem in horror. Since the movies and 
games were analyzed only on a few shots there might be more silhouettes 
present throughout the whole movie or game than perceived in the analyses. The 
movies Psycho and Repulsion also might have somewhat benefitted from being 
originally shot in black and white when looking at lighting and contrast/affinity 
levels since this was all they had to work with at the time. 

According to theory, the lines that would work best for horror are diagonal or 
vertical straight lines, triangular and square shapes are also to be preferred. It 
should be noted that it can be quite hard to distinguish the true lines and shapes 
in an image, and the ones presented in previous sections are simply the ones that 
were detected by me, personally. 

The analyzed movies go well with the theory on both lines and shapes, while 
the games had a lot of bent lines and circular shapes which was not 
recommended for horror. 

Tilting cameras and canted frames are often used in horror, as well as extreme 
wide angle lenses such as fisheye lenses or curvilinear barrel distortion. Less 
HUD elements should be used to keep immersion. 

Tilted cameras were not very common in neither movies nor games. Canted 
frames were most used in the game Silent Hill 2, though mostly for cinematics 
and not actual gameplay. It is quite hard to distinguish if there are any canted 
frames or not, however, you get the feeling something is slightly off with the 
camera quite often in most of the movies. Extreme wide angle lenses very rare, 
though might have been used more than noticed since it is also quite hard to 
distinguish properly. Many static cameras and handheld cameras. All analyzed 
games had a good lack of visible HUD elements, going well with the theories and 
guidelines. 
 

4.2 Surveys 
 

4.2.1 Result 
 
The surveys had quite a difference in amounts of responses; in the time of 
writing this the first one ended up at 1,553 responses while the second one only 
got 477 responses. However, both were enough for the purpose of this thesis. 
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According to the result of the first survey, the respondents’ relationship to 
horror were as follows (Figure 4.2.1). 

 

 
Figure 4.2.1. Diagram showing result for the respondants’ relationship to horror. 
 
About one third of the responses each went to “I often/frequently play games 
and watch movies in the horror genre” and “I rarely/never play games or watch 
movies in the horror genre”, while the last third got split almost in half between 
“I often/frequently watch movies in the horror genre” and “I often/frequently 
play games in the horror genre”. 

When asked what they were most afraid of, many people gave quite similar 
responses. Some of them were related to death or what comes after death, 
loneliness, creatures or people, and existential dread. A few only gave responses 
related to games or movies, which was not the original intent of the question, 
however, still useful for research. 

One the question of what kind of horror the respondents thought was or 
sounded the scariest, the result was as shown below (Figure 4.2.2.). 
 

 
Figure 4.2.2. Diagram showing result for scariest horror subgenre. 

 
 “Psychological Horror” got more than half the votes, with “Body Horror” on 
second place getting almost a third of the votes. Most of the other options got 
quite similar amounts of votes around 2-6%. The least scary sub-genre according 
to the respondents’ replies seems to be “Gothic Horror”.  
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When choosing disturbing/scary images taken from the analyzed movies, the 
result was as follows (Figure 4.2.3). 

 

 
Figure 4.2.3. Diagram showing result for the movie images. 

 
Option 3, receiving 46.5% of the votes, was a screenshot from the movie Hush, 
that depicted a close-up of a person in a mask standing in a window, looking in. 
This was one of the images I was a bit concerned about, as previously mentioned, 
for the fact that there is a clear threat visible in it. Nearly all people who voted 
for that image said it was because there was a scary man outside the window, or 
because the man was wearing a creepy-looking mask, which has more to do with 
the character than the visual elements of the image. However, a few responders 
said the lighting in the image made them feel uneasy, as well as the uncanny 
valley-feel of the mask. 

The second highest number of votes were split between option 1 and option 2, 
with a difference of only 1%. Option 1 was a screenshot from the movie A Tale of 
Two Sisters, depicting a man in a white coat, leaning forward, in a white room 
with two chairs on opposite sides of a small table, in front of two windows. 
Option 2 was a screenshot from the movie Don’t Breathe, which showed a low-
angled shot of a closed door in bright, red lighting. 

The image that received the least number of votes was option 4, with only 
0.8% of the votes. The image was a screenshot from the movie Psycho, depicting 
a side-glancing man in a room full of taxidermied animals. Most people who 
voted for that specific image said it was because the character in the image 
looked suspicious. A few people noted that the image being black and the 
amount of shadows on the character’s face were two of the reasons they chose 
the image. The abscense of color almost made the image disconnected from 
reality. 

The second batch of images, taken from the analyzed games, resulted in the 
following diagram (Figure 4.2.4). 
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Figure 4.2.4. Diagram showing result for the game images. 

 
The division between votes on each image was more unified than those from the 
movies, which would imply the images to be more equally scary and/or 
disturbing. The highest number of votes was almost tied between option 2 and 
option 4, with both receiving almost a third of the votes. Option 2 was a 
screenshot from the game Amnesia, which depicted a seemingly endless, dark 
corridor in limited, yellow lighting, with a player character’s hand in first-person 
view carrying an oil lamp. Option 4 was a screenshot from the game Outlast, 
which was a low-angled shot in a canted frame, depicting a person standing in a 
doorway in night vision camera lighting. Here the responses focused more on the 
visual aspects of the images than the subjects, more so on option 2 since there is 
no real subject in the scene other than the player character’s hand and the oil 
lamp it is carrying. Almost all people who voted for option 2 noted that long, 
narrow and empty hallways are visually scary, and that the short view distance 
created by the darkness makes it even more disturbing since there would be 
very little time to react if something frightening would suddenly appear inside of 
the illuminated area in front of the character. Option 4, which received a few 
more notes than option 2, was chosen in favor of the colors and light created by 
the night vision mode, and only a few respondents pointed out the figure in the 
doorway. 

The screenshot that received the lowest number of votes ended up being an 
almost tie between option 1, with 4.2% of the votes, and option 5, with 3.3% of 
the votes. Option 1 was a screenshot from the game A Wolf in Autumn, depicting 
a distorted shot of a bright window in a dark room. Option 5 was a screenshot 
from the game Resident Evil 7, depicting a dark room with a torn down wall into 
a more illuminated hallway. There is also a silhouette of a figure in the hallway. 

For the questions about the houses, the results were as follows (Figure 4.2.5.). 
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Figure 4.2.5. Diagrams showing amount of votes on level of unease on the scale 
from 0 to 10 for each house image. 
 
The second house, from Don’t Breathe, received the highest number of votes on 
zero – “Not at all”. The first house, from Resident Evil 7, is seemingly the one that 
makes most people feel the highest degree of unease, with the highest number of 
votes on 6-7. The third house, from Until Dawn, have the highest number of votes 
on 4 and 6, while the fourth house, from Psycho, have the highest number of 
votes on 3. 

The results from the second survey have been summarized into the following 
batches of diagrams (Figures 4.2.6., 4.2.7., 4.2.8. and 4.2.9.). 

 
 

 
Figure 4.2.6. Diagrams showing result of scary/disturbing level in each movie. 
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Figure 4.2.7. Diagrams showing result of scary/disturbing level in each game. 
 

 
Figure 4.2.8. Diagrams showing result of scary/disturbing visual elements in the 
movies. 

 

 
Figure 4.2.9. Diagrams showing result of scary/disturbing visual elements in the 
games. 

 
The first batch of diagrams (Figures 4.2.6. and 4.2.7.) show the percentage of 
votes for each level of scary and disturbing on the scale from 0 to 10. Red 
represents scary and blue represents disturbing. The crosshatched line 
represents the highest mutual value and was for this thesis translated to be the 
general scary/disturbing level of each movie and game. 

These show the movie with the highest overall value to be The Babadook, with 
a general scary/disturbing value of 7, and the games with the highest overall 
value to be Outlast, Silent Hill 2, and Resident Evil 7, with a general 
scary/disturbing value of 8. However, the movie with the highest value of 
disturbing was Don’t Breathe, with a max disturbing value of 10, three values 
higher than The Babadook. Furthermore, SOMA and Outlast both had a max 
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disturbing value of 10, even though SOMA’s overall value ended up lower 
because it was redeemed more disturbing than scary. Amnesia was also among 
the games that had the highest max value of scary, with a value of 8. 

The second batch of diagrams (Figures 4.2.8. and 4.2.9.) show the percentage 
of votes for each visual element in terms of being scary or disturbing. This should 
show which movie or game did the best on each element in terms of scariness 
and level of disturbing, showing that The Babadook, Amnesia, and Silent Hill 2 is 
in the lead of sound, A Tale of Two Sisters and Silent Hill 2 for atmosphere, Don’t 
Breathe and Outlast for lighting, The Babadook, Saw, Limbo, and Silent Hill 2 for 
colors, Psycho and Silent Hill 2 for camera angles, and Psycho, The Babadook, and 
Silent Hill 2 for composition. It also shows that the most votes were received for 
sound, atmosphere and lighting, both for movies and games. 
 

4.2.2 Discussion 
 
I found the distribution of votes between the options for the respondants’ 
relationship to horror very interesting, since they were kept constant throughout 
most of the time the survey was up and collecting responses. 

My original intent was to look at the connections between what a person is 
most afraid of, the type of horror and images they find most scary or disturbing. 
Sadly, since the survey got such a high amount of free text responses it was hard 
for one person to go through all of them and record the connections. However, 
the responses were all read through to see if there were any bigger similarities. 

The result on which horror sub-genre got the highest number of votes is very 
interesting since not many games or movies in the horror genre have themes 
connected to psychological horror, yet this is evidently what most people find 
scary. 

The issue with the result of the movie image question was that the image 
getting the highest number of votes had a clear visual threat, contrary to the 
initial intent of the question as well as most of the rest of the images. This result 
may therefore be misleading in terms of this thesis, since the focus was meant to 
be on visual elements independent of story and characters or monsters. 
However, the second and third most voted images had no visible threat, and 
could therefore be analyzed instead. 

For the result of the game images, it was interesting to see that the screenshot 
from Resident Evil 7 got the lowest number of votes. Furthermore, the image 
from Limbo got more votes than anticipated from the stylized and cartoony look 
of the game. 

On the question of the houses, it is safe to say that most people would not fear 
the house from Don’t Breathe, probably due to the lighting of the scene and 
overall peaceful feeling the house gives off. 

Atmosphere was ranked the highest scary/disturbing element in most of the 
analyzed movies and games, with sound getting a high number of votes for both 
movies and games alike. This result is in line with the theory that atmosphere is 
one of the most important elements in horror, along with the conclusion that 
sound is very important as well. The highest voted visual element for most of the 
movies and games were lighting. 
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It is also interesting to note that camera angles got quite a lot of votes for 
some of the games, even though in most cases the camera is controlled by the 
player themselves. 

 

4.3 Answers to treated issues 
 

With this report, I was aiming to find answers to the following questions: 
• How is the genre handled in movie production? 
• How have previous game developers done this, both for bigger 

productions as well as indie games? 
• How well did the chosen movies and games manage to translate the 

horror feeling into the visuals? 
Overall, the genre is handled the same both for movies and games. Color and 

tone, light and contrast/affinity, lines and shapes, along with camera effects and 
sound, are used to instill fear and dread into the audience. There were no 
extreme differences between the movies and games, however, some smaller 
differences could be found. Most of the games had quite saturated colors, which 
could be affiliated to the theory that games must rely heavily on colors, since all 
colors in a computer-generated game must be made from scratch. Games are 
more often than movies perceived as too dark, which might be an issue. Curved 
lines and circular shapes were also more often found in games. These are 
associated with “friendly” and “cute” rather than fear and dread. Neither movies 
nor games followed the theoretical guidelines much when it came to the camera-
related aspects. The theory states that tilted cameras and canted frames are 
often used in horror, but only canted frames were commonly found among the 
movies and games analyzed. However, this might be due to the subtle use of the 
effects rather than them not being used at all. 

The following diagrams show comparisons of the level of scary and disturbing 
in the analyzed movies and games, based on the second survey (Figure 4.3.1.). 
 

 
Figure 4.3.1. Diagrams showing combined results for level of scary (left) and 
disturbing (right) for all the analyzed movies and games. 
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It can be concluded from these that games are more often scary and disturbing to 
a higher degree than movies, which are more evenly spread out on the scales. 
The elements redeemed scariest by the respondents turned out to be 
atmosphere, sound, and lighting, only one of which have been properly treated in 
this study. Overall, all of the analyzed movies and games are received as scary 
and/or disturbing to a relatively high degree for horror, possibly except for 
Limbo and Saw. 
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5 Conclusion 
 
Through working on this thesis, I have gained a better understanding of 
visualization of horror, both for games and movies. Further research on the 
subject might be executed to broaden the knowledge of visual elements for 
horror to the general public. Sound is an interesting subject to look more into, 
since it was redeemed highly crucial for the experience of fear in the genre. 

It might be interesting to execute another analysis on movies and games from 
a different genre, comparing these to the ones in the psychological horror genre. 

One might also want to execute some new study on the psychology of colors in 
connection to the genre, since the ones found for this thesis were either very old 
or initially made for a different purpose. 

Further research into the psychological background to why people enjoy 
horror and what makes them scared could be beneficial to the subject as well. 
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