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Overview  

The game is named Escampus. It is about students running away from the Northeastern 
University Boston Campus. It would be a 2D platform game with narrative and exploratory. The 
object of the game is to solve puzzles and unlock the ending specifically designed for certain 
choices. There are many options throughout the gameplay, including but not limited to, NPC 
interaction, choice selection,  mini in-game gameplay.  
 
Literature Review:  

Even though our game is called Escampus, which means escaping campus, it is not a 
traditional escaping game. The game will not give players the experience such as risk, danger, or 
fear. We first thought about the game as a role-playing surviving game, and since the 
background is the campus of NEU, we even thought about connecting the game with the real 
world, which makes a mobile game to get something “transform user’s daily life activities to 
in-game player’s stats”, just as Death Escape did. [2] However, after we think more about the 
player experience we want to provide and try to connect that with our game idea, we find the 
game cannot achieve our goal if it is only a survival game even if we can make it a ubiquitous 
game and players can play it in the real world. We try to let players realize the different sides of 
their normal life, by discovering out the different sides of the place they are familiar with. We 
want to achieve this through give players questions and ask them to make choices. We gave them 
a choice at the beginning of the game, which is escaping the school, but we want them to make 
their own choices to get their own end. Therefore we think it can be a game more close to Prom 
Week, in which players should “ indirectly sculpt the social landscape by having these hapless 
highschoolers engage in social exchanges with each other”[3]. Prom Week also has multiple 
endings depending on the players’ choices. We would not do as complex as Prom Week since we 
just have seven weeks on this project, and there is just one main avatar and all the events 
happening around the one will be a linear storyline but lead to different endings. Every level in 
the game will tell a part of the whole story. Players need to make choices before or after 
cutscenes, and all the choices will be recorded as a data lead to different endings.  
 
Gameplay & Mechanics 

The player as a student at NU is taking a long and boring class. His/her buddy asked 
him/her to escape the class together. In this journey, they will run into many obstacles keeping 
them on campus. The game starts from a classroom when a lecture is happening. Rather than 



 

calling it a very interesting game, it is more similar to a story, like all the other RPG games that 
do not include fighting scenes. However, different choices are made to get a particular ending.  

In specific scenes, the avatar will be automatically stopped by NPCs and have 
conversations, or they need to solve certain puzzles in order to unlock further stories. The 
choices made during multiple conversations will determine the ending of the game.  

Players use arrow keys/WASD to perform left or right, space bar is used to jump. The space bar is 
used to either go through conversation or trigger special events when hints show up.  
 
Player Experience 

The player will adventure truancy where all surrounding people will try to help or stop 
him/her. The game involves talking to NPCs, passing the mini-game, and resolving puzzles on 
your way out. Players will “remember” what happened so they can unlock multiple endings and 
decide the fate of the story. There is no way to “win” in this game, the only goal is to get a 
special ending by making decisions as players want. 

 
Research Instruments & Methodology  

We are interested in how players feel towards the gameplay. At the same time, we want 
to know if our player experience goals are met or not. To investigate it, we use a mix of both 
qualitative and quantitative methods: we observe the participants during playing the whole game 
and conduct surveys afterward. Their actions/choices as game data will be recorded throughout 
the play and used to analyze people’s preferences on the path of escaping.  

For study 1, which is mostly about qualitative research, we use game data and records 
from observations to analyze the trends of their thoughts. IMotions would be used to record 
biometrics such as heart rate and facial expression during the play for further analysis.  

For study 2,  The PANAS-X[1] (Watson & Clark, 1994) will be used to measure 
participants’ affective states, both positive and negative sides. It consists of 60 items to help us 
understand emotions and feelings from players.  

 
Schedule 

The figure below is our schedule for our working plan for now. It might be changed in 
the future. 

The purple lines mean the period that part of work will be done, and the green line means 
when we will do each one and how long that may take. The columns do not exactly mean one 
day because of the limited space. 
https://docs.google.com/spreadsheets/d/1BRkGyIeqGCBl1aF30ia2M4po1PbpjCJqxuWN0K0sT
Sc/edit?usp=sharing 

https://docs.google.com/spreadsheets/d/1BRkGyIeqGCBl1aF30ia2M4po1PbpjCJqxuWN0K0sTSc/edit?usp=sharing
https://docs.google.com/spreadsheets/d/1BRkGyIeqGCBl1aF30ia2M4po1PbpjCJqxuWN0K0sTSc/edit?usp=sharing


 

 
 
Reflection 
 

We did go through a lot of struggles in the process of designing this game.  
At first, it was a survival game. To achieve the player experience that, without sacrificing 

the fun of the game, players could have the chance of escaping from a place they have to stay at. 
The game is involved with elements including immersion, feelings, and emotions. The ultimate 
goal is to inspire the player’s thoughts over the choices they made.  

It’s like Temple Run somehow, while combining some narrative elements including 
making choices, meeting with NPCs and having conversations, etc.  

However, it was vague since we defined it as a survival game while a lot of narrative 
elements played roles in it, the mixed player experience and abstract storyline cannot help 
build the clear structure of the game.  

We redesign the player experience, so the game is entirely changed. It is no longer a 
survival game but more like an exploratory game, so the character would linger on multiple 
scenes in the game and unlock the endings specifically made by the player’s path.  

There are, for now, two paths in the game. But they are all about being “real me”. 
Storyline 1: I’m a college student and my friends invited me to escape from the class. In 

the joinery, there are several things that remind me about what I really want to do, what my 
dream is, and “Carpe Diem”.  

Storyline 2: I’m a college student who feels the school is really boring and a waste of 
time but does not know what else I can do. One day my friend invites me to escape from the 



 

class and have fun. They go first and I follow. During the journey, I remembered something that 
I thought I have already forgotten and think about what I really want again.  

We plan to combine the two lines together to become a more complete story with better 
logic during the next week, and our game will use the final version. 
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