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Motivation
This chapter describes the alpha release status for our game “The Exit Pages”. As
described in earlier chapters, our aim is to create an asymmetrical cooperative
multiplayer game in which two players are trying to find their way out of a dungeon
of multiple puzzles.

Task Progress

Level Design

The design phase for rooms and puzzles is completed. On paper, we have fully built
seven entirely different rooms that function well within the randomized order of the
level and the multiplayer gameplay. From these we are now able to choose and pick
the best designs to implement.

There are multiple important factors we use to see if a room design meets
our expectations. The first is an equal split of work, investment and fun for both
players, student and Slenderman. If all the puzzles are only presented to one of
them and thus only one player does the thinking, the balance is off and one player
will get bored or even frustrated. Therefore, actions are performed by both players
in turns, the result of one immediately leading to the next action of the other.
Another criteria is replayability. When going for a second playthrough, players
should be challenged again, making the repeating of codes not a viable strategy. All
the steps of the puzzle must be completed again to progress, with the room’s
starting setup and the code for the door randomly changing every time.

Furthermore, we put much effort into variation in puzzle design and bringing
different experiences of typical administration or office buildings into the game. This
can mean for example that we convert the tedious experience of a waiting room
into a fun puzzle, mocking these circumstances. At the same time however, to keep
the recognition of rooms from the Exit Pages’ descriptions a core part of the puzzle,
we need overlap between the rooms, otherwise this would become too easy. Thus,
we reuse certain characteristics of the rooms interior and layout, but without these
impacting the puzzle. A round table in the center of the space e.g. could either be a
way to lead the player to circle the room, but also be an integral part of the puzzle
by being used as one cylinder of a large lock. On the first glance, this is unknown,
but through exploration of the room and the Exit Pages the players are able to work
this out.

In our puzzle designs, we also aim to demand different skills from our
players. One room rewards recognizing patterns from objects in a room to form a
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binary code. There the student player has to realize and interpret the absence of
objects. In the seminar room, where a large lock has to be opened by turning two
circles of chairs and document papers (figurative cylinders of a lock), players have
to analyze the changes from turn to turn precisely and communicate well in order to
gain the right information from the symbols, that indicate how far from the correct
position the cylinders of the lock are. In general, the team of student and
Slenderman player is incentivized and trained to express themselves precisely in
order to solve puzzles the fastest.

Puzzle Implementation

Based on the results of the level design phase, we implemented three rooms so far.
Each of them is built in a separate blueprint and at the start of every playthrough
their order is shuffled. The rooms themselves consist of core elements that are
necessary to solve the puzzle and objects that are set randomly. The latter ones are
used to create a more lively environment and also help us to increase the
replayability by differing the rooms on each subsequent playthrough. In these
rooms, the student player can perform a range of actions. Gathering information is
mostly done by looking around but also reading information by interacting with
objects like books. In other places, they may also perform an action by interacting
with an object, e.g. pressing buttons, turning the orientation of an office chair or a
table or press a light switch. It is also common to let the players work out a certain
code, in our current rooms short binary or hexadecimal numbers, and enter them
into a lock to progress.

As the uniqueness of each room is very important for our game to work, we
had to consider that certain objects are not allowed to spawn as random objects.
These forbidden objects are mostly related to the main elements of the room that
allow the slenderman player to identify the correct room in the pages or to the
already mentioned elements that are necessary to solve the puzzle. Each of those
core puzzle elements have a set number of possible solutions for each room. With
the start of a playthrough one of those solutions is set for each room by the puzzle
manager and therefore leads to a range of different setups the players can face on
their journey.

Randomization

Our game utilizes three layers of randomization which work together to provide a
challenging and fulfilling experience for the players. The first layer randomizes the
subset of rooms to be used in the game, and also decides the order in which they
appear. This layer also controls the flow of the game including the game start and
win conditions.
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The next layer of randomization occurs with the puzzles, as already alluded
to in the earlier section. The choice of puzzle component and its corresponding
solution (exit condition) is randomly made for the room from a pool of available
options. This in turn dictates the appropriate exit (if the room has multiple), the
exit codes, and in some cases even the puzzle solving process. The advantage of
this layer of puzzle randomization is that it adds a level of challenge and
replayability even for players who have already solved the particular room on a
previous playthrough.

The final layer supplements the game by adding random objects to each
loaded room, based on a choice of spawn locations from a pre-built pool. These
random objects are of three categories, namely Floor, Table and Wall objects, which
have slightly varied spawn conditions. The presence of a forbidden list of spawnable
objects in each room ensures that this randomization will never interfere with the
puzzle solutions. However at the same time, it can generate a further degree of
overlap across the pages, effectively enhancing the replayability of the game.

Exit Page Design

The Exit Pages already have a completed version of eight pages but will be
iteratively improved over time, in particular after the playtesting phase. The length
of eight pages was a design decision referring to the eight pages from the
Slenderman lore. At present they contain the necessary information for 5 rooms,
including the ones that are finished in the engine. The pages were developed
alongside the level design, so as to allow an easy back and forth between the
players while solving each puzzle. Following the preliminary design, we added a
sketch and a few introductory sentences to each room, to help the players identify
the rooms later.

In order to maintain a level of challenge and involvement of both players in
the game, a few design decisions were made for the page design. Examples of
these have been illustrated in the appendix of this report. Firstly, we have aimed to
include a high degree of overlapping objects on the room sketches, such that the
correct room cannot be identified at first glance. This overlap is further assisted by
our approach to under configure pages but never over configure them. Our room
sketches in the pages may depict less information than what is available in the
room, but never more. For instance, a room with two tables might be under
configured to show only one table. This sketch would still be correct although
incomplete. However an over configured sketch with three tables would be wrong,
and thus we never include such sketches. The final tool we used to enhance overlap
was a deliberate distortion of images in order to make them more generalized. For
instance, all of our tables are deliberately drawn in a misshapen way (almost like an
amoeba), such that any shape could be interpreted as either a rectangle or a circle.



4

We adopted a similar approach between telephones and folders, and paintings and
screens.

Secondly, in order to increase the back and forth interaction between the
players, we distributed the puzzle information between the pages and the rooms,
such that each player would constantly need to pass information to the other in
order to solve a puzzle. We also attempted to use wordplays and quotes in order to
describe extremely unique or standout features of a room, instead of illustrating
them on the pages (since that would be a dead giveaway). As a result of this, the
student player will have to make keener observations and descriptions about the
room to the Slenderman player.

Finally, we also incorporated a level of information decoupling in our page
design to meet both of the above goals. The Exit Pages are structured to show the
sketches and introductions to the rooms in one section, while at times also referring
to appendices that provide additional information necessary to solve the puzzles.
This decoupling of information adds a layer of challenge for the players, who need
to constantly be aware of relevant information from other sources that could assist
them in exiting a room. An example of such appendices is a small telephone
directory that links the names of office employees with job descriptions and phone
numbers. This is currently part of two individual puzzles, but could well be extended
to future puzzles. It is the Slenderman player’s job to request the necessary room
information from the student player and then combine it with relevant information
elsewhere in the notes.

Challenges

During the implementation of the room designs, we identified that the level of
challenge may have been too trivial for the players, in particular with the
identification of the rooms front he sketches. We have addressed this using the
three layered randomization process described earlier, as well as via the design
decisions made in the page design process, namely generalized depictions, under-
configured pages, decoupled information and textual description of unique
components in place of standout visuals. We believe that these changes and
decisions have addressed the potential issue we identified, but will continue to
monitor progress during playtesting.

With regards to the actual implementation in the game engine, we
experienced no major setbacks for this milestone and did not have to make large
design revisions. We were perhaps slowed down a little in the implementation,
mainly due to the randomized nature of the game that requires a certain project
structure that we had to get accustomed to, however we are nonetheless confident
of having a well functioning version of the game ready for the testers. It is
important that they are able to give us feedback both on the multiplayer aspect and
the difficulty of the puzzles, thus this release is crucial for the project’s success.



5

Progress in Pictures

First layer randomizes room order:
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Next layer adds random objects (similar scene, different objects)

In conjunction with the layer that randomizes puzzles and solutions (similar scene,
different days and paintings)
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Page Design:

Overlapping objects and generalized depictions between pages

Use of quotes and wordplays to prevent easy identifications of unique objects.

“They have fruitful discussions here.”     “..assert their individuality in a shared space.”
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Use of appendices to decouple informations


