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Goal/Motivation 

This is a 2D platform game of escaping campus, but the game is more about narrative and 
exploratory instead of surviving. Thus, we provide events in the game to let players make 
choices during the game and to see if they decide to leave the class or not. We want to look at 
those decisions they made. The intended player experience we want to create is “Recalling their 
school memory”. The secondary one would be “What would I do if I was him/her?”  Therefore, 
for study 1, which is mostly about qualitative research, we would like to know if we realize the 
player experience as we designed and see if there is any improvement we can make. We would 
like to know if the game gave players the freedom to choose what they really want and if the 
game reminded our players of the time they spent at school. We hope our players can recall their 
campus life, such as escaping from a class or struggling in studying, which might impact on the 
choices they made in gameplay. To achieve this goal, we try to find if our players understand our 
game and what their thoughts are. Also we will iterate our game based on their feedback to make 
the game better. 
 
Methods 

Since study 1 is mostly about qualitative research, we use game data and records from 
observations to analyze the trends of their thoughts.  

We had 4 participants played our game, who were all college students. They played the 
game on their personal computer. Instead of introducing or guiding them play the game, we 
chose to let them explore and observe it themselves. After playing, we asked participants  to 
finish the questionnaire so we can translate their thoughts/comments into data and do analysis to 
see if there is any room and direction to improve our game or game experience. 

 
Results 

From the results of the survey we could see that our story was not really interesting in 
such short process, but we still clearly expressed it since all participants thought they understood 
the story. The problem was that the game was not fun enough to let players to enjoy it and even 
one of the participants thought the game was boring (Fig. 1). 



 

 

 
 

 
Fig 1. Charts about the entertaining of the game. a) If the story is interesting. b) if the game is funny. c) if players 
felt bored while playing. 
 



 

However, at the point about if the game triggered participants to recall their own 
experiences, we got a better result. Half of our players think they felt connected to the character 
and more than half of which thought the game reminded them about their college memories (Fig. 
2). 

 

 
Fig. 2 Charts about if the game achieve our goal to make people think about their own school life. a) if players felt 
connected to the character b) if players remembered their school life. 
 

From the final open-ended question, our participants talked less about the core game 
mechanics and stories, but more about the UI and system problems, such as there were no 
interaction buttons at the last two events, the texts of the game was hard to read, and there was 
no way to exit or restart the game to play again. We also found this problem when we asked our 
participants if the game controls were intuitive. None of them chose yes, but half said no and half 
chose maybe. Also, one of the participants even skip the event 2 but to the end directly because 
there was no hint in the game. However, We still found participants were interested in our 
different endings and had strong willingness to play again to see different endings, and one of the 
participants said the artworks were great in the game.  
 



 

Conclusion 
From the Result section, we found that our game expressed the theme clearly, but it was 

not interesting enough, maybe we need to add more contents to enrich the storytelling, though 
the goal of reminding players of school life was achieved. The setting of multiple endings 
stimulated players’ interest, but that was eliminated because there is no way to exit the game yet. 
Therefore, for now, the next major improvement would be UI and controller parts, which may be 
realized by changing the style of texts, adding hints of events, and adding exit choices at the end 
of the game. We will, hopefully, remake our control mode to see if there is a better way that can 
improve our player experience. Also, we will try to make the story more complete and 
interesting to support the game experience and work more on our multiple endings. 
 
Reflection On The Results 

We are glad to see most of our participants recalled their own school life through the 
game. The problem for now is that the storytelling is dull and the UI and control mode need to be 
more clear to guild player. Therefore it is important to iterate the UI and control system based on 
our players comments. We will add hints around events so players will not miss them again, and 
we will change the text font style of our game to make them easier to read. We may add one or 
two more events into our game to see if they can provide a better experience for our players. 
After finishing it, we will consider to add more events and endings to make our game more 
interesting.  
 

 
 

 
 
 
 
 
 
 


