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La investigacion abordé la limitada exploracion del horror
interactivo en Ecuador y la escasa utilizacion de recursos
graficos para construir atmésferas inmersivas dentro de

este género. Para ello, se analizaron referentes provenientes
de videojuegos, cine, manga y parques tematicos mediante
criterios relacionados con narrativa ambiental, iluminacion,
composicion visual, construccion espacial y experiencia

de usuario. A partir de estos hallazgos, se desarrollé una
propuesta visual basada en la reinterpretacion de la leyenda
ecuatoriana de “Maria la Guagua”. El proyecto se materializo
en personajes, escenarios, interfaces y un trailer conceptual
que permitieron consolidar una identidad visual coherente
para una experiencia de terror psicoldgico contextualizada en
el entorno ecuatoriano.
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Atmdsferas inmersivas, folklore ecuatoriano, narrativa
ambiental, storytelling ambiental, experiencia interactiva,
direccion visual.



ABSTRACT

This research addressed the limited exploration of interactive
horror in Ecuador and the scarce use of graphic design
resources to build immersive atmospheres within this genre.
To achieve this, references from video games, cinema, manga,
and theme parks were analyzed through criteria related

to environmental storytelling, lighting, visual composition,
spatial design, and user experience. Based on these findings,
a visual proposal was developed through the reinterpretation
of the Ecuadorian legend of Maria la Guagua. The project was
materialized through the design of characters, environments,
interfaces, and a conceptual trailer, which contributed to
establishing a coherent visual identity for a psychological
horror experience contextualized within the Ecuadorian
cultural setting.
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Immersive atmospheres, Ecuadorian Folklore, Environmental
Storytelling, Interactive Experience, Art Direction,
Psychological Horror.





