Art Style

The art style is a stylized cartoon with a cyberpunk aesthetic. Vibrant neon colors and
exaggerated character designs contrast sharply against the dark, gritty, and oppressive
environments of futuristic hell. While the characters are cute and quirky in
appearance, their violent behaviors and the macabre setting underscore the game’s
dark themes.

Environment

The game takes place in a futuristic reimagining of hell, now transformed into a
cyberpunk dystopia ruled by Satan. Hell is a sprawling, multi-layered wasteland of
neon lights, industrial horrors, and digital chaos.

World Structure

Hell is divided into three distinct levels, each with unique challenges, enemies, and
visual aesthetics. The first level is an industrial factory underworld. It is a massive,
molten factory where souls are harvested as fuel for hell's infernal machines. Endless
gears turn, pipes burst with steam, and conveyor belts stretch into darkness. There are
enemies such as Molten Crawlers (Small spider-like robots with molten cores) and
Gear Grinders (Hulking humanoid machines with arms made of spinning saws). There
will be platforming hazards like collapsing platforms, molten rivers, and conveyor
belts.

The second level is a cyberpunk city. It is a towering, neon-lit metropolis filled with
hacking demons, rogue Al, and digital terrors. Pathways glitch and holographic
billboards flicker with eerie messages. There will be environmental puzzles involving
hacking consoles and disabling firewalls, and enemies such as Hackerspawn
(Humanoid AI with glowing faces made of binary code) and Cyberhounds
(Four-legged robotic beasts with sharp claws and glowing eyes).

The third level is the traditional religious hell. It is a classical hellscape with rivers of
lava, jagged cliffs, and ancient demonic structures. The architecture reflects religious

imagery, twisted into nightmarish forms. There will be challenges such as navigating

crumbling platforms and avoiding lava flows, as well as enemies like Infernal Guards
(Armored demons wielding flaming spears), and Hellbound Brutes (Large, muscular

demons wielding massive chains)

History

Hell has evolved alongside humanity’s technological advancements. Over centuries,
Satan embraced cybernetics and Al, integrating them into hell's infernal systems. The
result is a technological dystopia where demons are mechanized, souls are digitized,
and suffering is automated.



Despite these advancements, hell retains its core purpose: torment. Souls are
harvested in factories, their memories consumed by Al-driven demons, while the
hierarchy of hell ensures a brutal survival-of-the-fittest mentality.

Soundtrack

Level 1 Industrial factory underworld: Heavy, mechanical beats blended with grinding
machinery and distant wails of tortured souls.

Level 2 Cyberpunk City: Pulsing electronic music with glitch effects and eerie dissonance.

Level 3 Traditional religious hell: Ominous orchestral scores layered with fiery soundscapes
and haunting choral elements.

Music dynamically shifts based on the environment and player actions. During boss fights,
the soundtrack intensifies with driving percussion and distorted melodies, emphasizing the
high stakes of the battle.

Relation to the Real World

The game draws inspiration from modern concerns, such as the ethical implications of
Al, the dangers of unchecked technological growth, and dystopian societal structures.
Hell’s industrial zones and neon cities mirror the fears of a future dominated by
technology and corporate greed.

Characters

Playable Characters (Sinners):

Players control sinners trapped in hell, each with unique backstories, abilities, and
weapons tied to their sins.

Non-Playable Characters (NPCs):

Satan: The ruler of hell and the game’s primary antagonist. He offers players their
first weapon but remains a looming presence, watching their struggle with
amusement.

Mephistopheles: A neutral merchant demon who trades weapons, buffs, and upgrades
for currency dropped by enemies.



