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Game Summary

The Exit Pages is a cooperative multiplayer puzzle game, in which two players solve
a row of puzzles throughout multiple rooms. However, the gameplay is
asymmetrical, meaning that only one player is sitting in front of the video game
itself while their partner assists them by providing infos from a multi-page
document, known as the Exit Pages. Their only way of communication and sharing
of information is through audio. Relying on these two distinct roles, they explore an
office building that is everything but dull, surprising players with original and
ingenious puzzles which can only be solved when both players work together. This
unique form of multiplayer can be played both locally and online.

The setting is a large, empty administration building in the middle of the night, as a
student, on their way to sign up for financial support, got lost in the endless and
confusing halls of bureaucracy. They meet Slenderman, who has taken residency in
an abandoned office of the building after his visa expired, and who is eager to help
the student out. With the help of Slenderman on the phone who gives aid with his
Exit Pages, the student starts their nightly journey. The Exit Pages show the way
out the building and are a reference to the original Slenderman lore. Thus, our
game merges the eerie setting of a Slenderman game with the lighthearted fun and
teamwork of multiplayer games.
The Exit Pages is played with keyboard and mouse on Windows PCs.

Evolution since Alpha Release

Based on feedback and observations from the playtesting phase, some changes
were made to the game in order to improve the player experience.The most critical
change made was regarding the page structure and organization. Since multiple
people had mentioned the difficulties they had with approaching the puzzles and
identifying the necessary information from the pages (See Playtest Chapter), we
decided that a significant overhaul of the pages was required. In line with this, the
information required for each room was localized to a similar area in the document,
instead of relying on cross references across appendices. Each room now has one
page dedicated to a visual depiction of the room and a second page with
instructions to solve the puzzles in that room. Furthermore, these instructions have
been made more direct and clear now, since playtesters had mentioned that the
level of ambiguity in the previous version was too high. As a result of these
changes, we made a conscious decision to increase the Exit Pages size to more than
the eight page limit we had earlier set for ourselves. We believe that the slight
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thematic tradeoff made here is significantly outweighed by the benefits gained in
gameplay and player experience.

Some additional minor changes were made across different puzzles in order to
make them more intuitive to solve. One instance of this is the painting puzzle, the
positions of which were susceptible to edge cases (See Playtest Chapter). This has
been addressed by adding blank picture frames to each location that was earlier
empty.

Finally an overall level of polishing was performed on the game. This included the
addition of more diverse asset models to add more variety and personality to the
rooms as well as to address some of the earlier feedback on the amount of empty
space in the room. As part of the polishing phase, we also added some finishing
touches to the narrative within the game, by means of Slenderman quotes in the
form of graffiti. We believe that this will provide better thematic immersion to the
final version of the game.

Final State of the Game

Menus and Gameplay

All menus and interfaces of the game are kept in the coherent style in which the
Exit Pages are designed as well: A font very similar to handwriting but more
mysterious and sketches of Slenderman, the student and the office all around. This
handwriting also extends into the room design, where Slenderman’s graffitti-like
messages can be found on some walls. Quality of life features like a pause menu
exist as well.
Upon entering the office, the controls are very straightforward. Movement is done
by using the WASD-keys and the single key for interaction is E. However, the game
is first person, so the player has full freedom to explore the level from an
immersive perspective. In general, when looking at relevant objects directly, they
then display a short message on the bottom of the screen, indicating their
intractable nature. Furthermore, players may also lose lives when submitting wrong
solutions during some puzzles, forcing them to restart their run when losing all five
of them. This blocks some brute force approaches.

A short Tour through the Game

The order in which the players encounter is randomized when starting each run, as
well as a large part of  the interior and the start configuration of each puzzle. This is
done to increase replayability, especially as players like to switch roles after one
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playthrough to experience the other point of view as well. Below, we will give a
short summary of what to expect from each puzzle.

In the Programmers’ Room, the players are presented with two doors, of which only
one, at random, is correct to proceed and must be opened with the right binary
code. To get to this code and the knowledge of which door leads to the next room,
they need to solve multiple steps of a puzzle. When recognizing the room in the Exit
Pages, they will identify the characters Martha and Alessio as owners of this office.
Their desks can then be matched to them by comparing the phone number on their
desk with the phone registry in the Exit Pages and the week day of the room’s
calendar gives the info of whether to continue to the left or right. Now the only
thing left is the code itself. The Exit Pages hint to a set of paintings in the room,
from which positions the student player can derive this binary code, but only if they
identified the correct side beforehand.
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In the Seminar Room, the student player will be faced with a round table
surrounded by chairs and a document matching each of them on the table. Using a
stand with two buttons, they are able to move either chairs or documents. When
doing so, this also changes a hexadecimal code on the wall as well as a set of
pictograms on the ceiling. These pictograms display fruits and vegetables. With help
of the Exit Pages, the correct sequence can be identified and the chairs and
documents moved accordingly. The resulting code opens the door into the next
office.

Intern Marcus’ Room seems inconspicuous at first. A sole desk and only a beamer
being the immediate points of interest. The latter hints at an office party taking
place soon. Reading further into this in the Exit Pages will also give the date the
office party set to happen. Entering this date in the setting of the computer, funky
music and a flickering light will fill the room, also lighting up screens on the back
wall. The players have stumbled upon a party game where the solution is morse
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code, the corresponding alphabet also being available in the pages. On the three
screens on the wall colorful letters will appear, with the flickering of the party light
imitating one of them in morse code. Rushing to the correct letter will grant a point
and the passage to the next office opens upon achieving three points.

In Gordon’s Room, a large amount of desks and seemingly random objects await
the players. However, a set of photos of this room, taken by a security camera in a
corner, are available in the pages. They show different constellations of the objects
and a different date. Checking another calendar here will reveal today’ date and the
student player will have to adjust the rotation and state of the objects in the room
by following the Slenderman player's instructions.
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After completing all four puzzles, the players have won and are presented with a
short story of how the story of Slenderman and the student ended happily. Another
short story also appears when running out of lives during the playthrough,
indicating a triggered alarm in the administration building.

The Exit Pages

The Exit Pages that are used by Slenderman consist of a front page with a drawing
of the room with which the page corresponds to and a back page containing the
story of the room and the hints necessary to solve the puzzles within it. Clues for a
puzzle are mainly centered in one page, however, some information is spread
throughout the pages but with a clear reference in the original room’s page to look
in other places as well.
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The Game in Pictures

Trapped! Can’t just hope to wing this and get lucky.
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Rely on friendly neighborhood Slenderman for help.
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Work together to solve the puzzles.
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With randomizations, no two playthroughs look the same.
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Have some fun along the way!

Teamwork makes the dream work. Players can also switch roles and play from a
different perspective.
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Our Experiences

We were able to convert our game idea into an original and fun game without any
major cuts to our vision. The asymmetric gameplay works better than we could
anticipate, considering the few existing examples that use the same approach, and
working on something this innovative is always inspiring. We achieved the overall
level structure and randomization very early and had many freedoms when
designing the different rooms and puzzles. Making these stand out and unique as
possible considering the two-player system we had on our hand was one of our
main goals and we are content with our result. We were also able to construct a
setting and atmosphere that merges the Slenderman lore with a lighthearted co-op
experience. Overall, we stuck to the schedule and we still have many ideas on the
shelf if we consider updates to The Exit Pages some time later.

Personal Comments

What was the biggest technical difficulty during the project?

The most technical difficulties we had with the puzzle in the seminar room, as
unlocking the door there had needed quite the elaborate implementation. The
puzzle was based on locks as they are found e.g. on safes, which was a challenging
starting point. The code locks were already proving tough during the first weeks
and the levels of abstractions in the seminar room lead to bugs regularly.

What was your impression of working with the theme?

The theme was very different from other theme-based projects we had done in the
past. This forced us to approach the brainstorming and design differently and
incentivised us more to not do the obvious but experiment with a fresh approach to
an existing character and lore. However, we also felt that the theme was quite
restrictive to our creative freedom, as in the end we always had to come back to
this established fictional character.

Do you think the theme enhanced your game, or would you have been
happier with total freedom?

In general, a theme always helps finding a game idea that satisfies all group
members. Total freedom probably would have brought forward more discussion
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about the game genre than other things, which is not easily solved for multiple
people. Through the theme, the center of the discussion is how the theme is best
implemented and expressed in a game and each teammate's genre preferences
appear less important. This time, the theme “Slenderman” also made for an
interesting and new design process. However, it also fixed one character for the
game and did not let us start from scratch in that regard. We would have preferred
a more open theme that can be approached in many different ways.

What would you do differently in your next game project?

Providing the testers with a more detailed overview of what they can expect from
the game and making it more clear their version is “work in progress” is something
we will keep in mind for our next project. This way it should be easier for testers to
get going but also that it is not only alright but also appreciated to contact us if
questions arise.

What was your greatest success during the project?

During the whole process we were always working towards the playtesting
milestone because we deemed it the most important. Thus, we were very happy to
have been able to complete the entire game for the first time ahead of that
milestone and provide the playtesters with that version on time.

Are you happy with the final result of your project?

We are happy to have implemented all intended features and provide players with a
quite long gameplay experience. Both sides of the multiplayer, the game and the
Exit Pages, have the quality and amount of content we aspired to achieve.

Do you consider the project a success?

Definitely. We had a lot of positive responses from our playtesters and were able to
realize this unique form of multiplayer gameplay. Turning this experimental design
into a fun game is a success in itself.

To what extent did you meet your project plan and milestones?

We always met our milestones but it was a close call sometimes. When a specific
task required more time it was usually only a matter of a few days. While we
occasionally reprioritized tasks on the fly, this did not lead to us deferring work but
working on something more pressing instead.
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What improvements would you suggest for the course organization?

The playtesting phase is always planned quite tight because it involves so many
people. Having unforeseen problems or critical bugs here leads to significant delays
immediately and thus we would always like a more generous schedule at that point.
Furthermore, regarding the hybrid format of the presentations, the lack of audio
quality of the online presentations when being on site and the amount of technical
problems in the room were disruptive. Holding the entire course online might
improve these points, as it did in last semester’s course.


