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Goals
Approach and Overview:
Before commencing our prototyping phase, we scoped out our goals in order to
identify the areas to focus on and the areas that could be assumed or ignored. For
instance, we believe that cooperative puzzle games are not new and there are
multiple different examples that validate the concept of multiplayer puzzle games.
Thus, we do not need to test the requirement or feasibility of a multiplayer aspect
for the puzzle game genre. However, our project does differ from the classical
approach of such games in that we plan to develop asymmetrical gameplay. Our
concept can be compared to the game “Keep Talking and Nobody Explodes” where
both players are provided with different information while the gameplay
perspectives are completely separated. The gathered information then has to be
combined by the two players to succeed. Furthermore, our game also has
similarities to classic in-person escape rooms, particularly when viewed from the
perspective of the student player. In these escape rooms players typically work
together as a group, solving puzzles while sharing the same information and
perspective. However in our case, we want to separate the information that the two
players can perceive such that they have to work together to find a solution and
solve the escape rooms that the building consists of.

Goals:
Since communication is key for our core gameplay, our primary goal was to test out
the cooperation and communication between the two players and to verify the
puzzle solving process in the presence of asymmetric information.
Furthermore, we also wanted to verify if our room and page structure, designed to
facilitate overlap between entities and also lend itself to a randomization algorithm
in the final version, would fundamentally work with a small set of pages and rooms.
Finally, we also wanted to test the difficulty of our puzzles and the page design with
an example set of pages and under the constraints of asymmetrical information
between players, in order to gauge the right difficulty level for our puzzles.

Prototype Structure
Our prototype consisted of a real room, some potential room props including a plant
and a picture, a set of pages and a pair of communication devices. The room
represented the perspective of the student with the props placed inside. In order to
simulate the student player, one of the participants physically moved through the
room while the Slenderman player stayed outside with the set of pages. Both
players were equipped with e.g. a smartphone for communication.
As the setup for the prototype was very close to the scenario in the planned game,
there was no need to change or simplify our game mechanics. However, a third
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person with knowledge of the room setup and puzzle solution was necessary to
simulate the system, similar to the role of a game master. The game master placed
the props in the correct locations to fit the information provided on the pages and
then checked if the solution determined by the players was correct.

Rules & Procedure
The first precondition for the prototype to simulate the game experience correctly
was the secrecy of information on the puzzle before the start of the test. Both
players had no information on what the puzzle would look like beforehand, apart
from a basic structure that was agreed on in previous game design discussions. This
was important, as the prototype phase is crucial to find possible sources of
confusion and logical errors in the design that might not have occured to the
players if they knew more than an average player of the final game. This was a
particularly important aspect for us to simulate, since it would likely become
impossible to do internally within the team in later stages of the design process due
to the involvement of all team members in the design.
Furthermore, during the game, the student and Slenderman players had no vision
of the other’s environment or pages. The Slenderman player had left the room
before the setup of the props began.
Apart from these preconditions, all responses of the system during the playthrough
were performed by the game master. The game master provided additional
information on props when their image based depiction was deemed insufficient or
confusing, and also responded to solution attempts. For example when the players
falsely concluded they were in a different room than the prototype playthrough had
intended, the game master called them back to retry. This helped simulate the
situation in-game where players make incorrect choices and are penalized or guided
to the correct solution accordingly by the system.
Apart from the lack of visual room feeds for the Slenderman player, players were
allowed to communicate freely and approach the puzzle in any way that they liked.
This is in line with our final version, as we do not plan to have any restriction on the
communication channel for the final game.



3

Physical Prototype
Preparation:
In preparation for the prototype, three different pages were created with images
giving hints as to which room the participant was in and explanations on how to
solve the puzzle in that room. The number three was chosen since that was the
smallest number of pages at which it was possible to have both unique as well as
overlapping features between the rooms. The unique features of the room were
meant to be the factor to help identify the correct room, while the overlapping
features were meant to be confounding factors in order to make the same page be
potentially applicable to multiple different rooms.

Testing:
Once the pages and solution were prepared, the game master arranged the props
within the area to correspond to the correct room and puzzle solution. The
Slenderman player was present outside the room and called the Student player so
they could start describing the room.

Observations and Challenges:
The first hurdle seemed to be the
identification of the rooms themselves. On
later review we believe that this was caused
due to two reasons. First, the presence of
extra features in a room apart from what was
depicted in the pages had the potential to be
confusing, in particular if that extra feature
appeared on any of the other pages. In the
case of our prototype, this was caused by the
presence of two tables in the room which did
not feature on the corresponding page, while
tables were present in some form on the
other pages. Secondly, the specificity of
images on the pages proved to be a
confounding factor for the players, when they
were in fact meant to be applied to a more
generalized feature in the room. In the case
of our prototype, the page portrayed an
imagery of a landscape, which was meant to
be a generalized depiction of a wall image.
However, this seemed to confuse our
playtesters quite a bit since they only found a picture of a family in the room.
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A second obstacle that proved to be
cumbersome for the players was the text
description on the pages. This added a cognitive
load on the Slenderman player who was also
trying to balance between the visual load
generated by the pages on hand. The confusing
structure of the pages was originally intended
during the design phase to make the puzzles
more difficult. However, on testing the prototype
it emerged that the lacking visuals for the
Slenderman player combined with the
communication over phone already added
sufficient difficulty to the game.

Once the game master provided the required
clarifying information to the players, the room
identification process could be completed. This
helped demonstrate that the fundamental room
structure and identification methodology could
work for our game even at higher room counts

(eight in our case). With regards to the actual puzzles within the room, once the
correct props were identified and described, solving the puzzles was possible and
the test run could be finished.

Experience
Simulating the prototype as a real “escape room” helped to convey more immersion
and put the student player in the same perspective as in the final game. This was
successful, as it gave us valuable information on the exploration part of the puzzle
and how players might approach it. The experience of the Slenderman player was
also especially close to what we planned for later stages. Since the communication
was only through an audio call, the Slenderman player did not face the levels of
abstraction that the student player had to deal with but could act exactly as in the
final game. We believe that the Slenderman player may have felt some level of
frustration at the early stages of the room identification due to the confounding
information on the pages. We naturally plan for our updated version of the puzzles
to minimize these sources of frustration, while still retaining a degree of challenge.
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Design Revisions
During the playtesting of the prototype we identified that we need to adjust the
design of the pages.
Firstly, the continuous text used on the example set made it harder to gain an
overview of all the information on the pages. As a result the Slenderman player had
to take time outs several times during the playthrough to read the text. These time
outs interrupted the gameplay while the student player had nothing to do in these
phases. To avoid this, we plan to use shorter text and more images on the pages so
the slenderman player has a better overview of the given information.
Secondly, on the prototype pages, the information necessary to differentiate
between the rooms was only given in the drawing, while the information used to
solve the puzzle within the room was completely derived from the text segments.
This split led to misinterpretation about the importance of specific information to
identify the room and confused the players, as they thought that the text would be
important for identifying the room as well. To avoid this confusion, we plan to not
split the information at all, but instead implement all necessary information as a
combination of text and images within a single page. This will also increase the
complexity of the puzzles and could create more possibilities for puzzle design.
Thirdly, we noted that there is a tradeoff to be made between specificity and
generalization of images on the pages. This is actually something that we believe
can work to our advantage, since we now need to produce more deliberately
obscure images on the pages in order to make it applicable to multiple use cases.

Apart from the opportunity to identify challenges early in the design process, the
biggest positive take away from our prototype was the conclusion that the base
concept works and is fun to play. Both players enjoyed the experience and the
process of communicating with each other to arrive at the puzzle solution. These
were key takeaways for us as a proof of concept and to allow us to proceed to the
next phase of design with confidence.


