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Abstract:

“Catching the bus” is a first person platforming game. The 
game starts with you falling into a coma, but you have no 
memory of how this has happened. It is revealed that it is 
possible for the player to retrieve parts of their memory if 
he/she can pass through the brains defences. In each level 
the player learns a new ability which corresponds with 
the piece of memory they retrieve at the end of the level. 
The main objective of this game is to finish all the levels 
and uncover the hidden story within it.

“Catching the bus” has been created within the Design 
for Games and Play course and is developed with the 
Unity3D-engine. Within this document we will discuss the 
development of this game, what concepts we came up 
with and the theory that is underlining the game.

Motivation:

In “Catching the bus” you progress through a set of rooms 
which are filled with platforming-puzzles. There are three 
factors that contribute to the motivation of the game. 

Firstly, the progression of the main game-mechanic; 
the game gradually adds components to the jumping 
mechanic to increase the difficulty factor. The game 
mechanic gives the player the freedom to experiment 
with the puzzles and give the person the feeling of 
mastery when solving a puzzle.

 Second is the storyline of the game, which is at the core 
of the game. As described before, the player has no 
memory of where he is. You find yourself trapped in your 
own mind figuring out what events have led up to this 
experience. By completing the puzzles you can find out 
what has happened. This works as an incentive to explore 
this world. 

Lasty, the game gives visual cues on your progression. 
The world slowly changes around you when you go from 
level to level. There is a mountain you are trying to climb 
and when you come further in the game you see the 
mountain more profoundly.

end point of level 2
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Objective:

Within the game we tried to tell a story through game 
mechanics. At first we want the game to be a commentary 
on game design itself and have the player learn the 
fundamentals of game theory. We later dropped this part as 
it was too hard to incorporate for us as we are still learning 
about this theory ourselves. We will elaborate more on this 
goal later in this document. The game as it is now, tells a 
linear story which unfolds as reward for mastering mechanics 
within the game. It is thus a single experience.

Introduction to the dashing mechanic
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Process
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Iteration 1: Meta game

As stated before the first idea for the game was a ‘meta game’, in which the idea 
was to teach the player about game design and game development. This iteration 
was presented at the intermediate show case event in the 5th week. The game was 
intended to teach the player the theory, we learned in the course for ourselves. We 
took the paper of  Poels, de Kort and Ijsselsteijn (2012) as guideline of the game. In 
this paper the writers categorize digital game experience dimensions which can be 
used within game design. We selected five of these dimensions to become levels in 
our game: flow, suspense, sensory immersion, negative affect and control. 

To teach the different dimensions, we designed several puzzles that showcased these 
dimensions within the context of the game. This way the player would see how these 
dimensions could be applied. It would have provided the player a more in depth 
view of the world of gaming and how they are build. The team aimed in educating 
the players and allowing them to be able to judge video games with different 
perspectives.

The game could have been used outside the course curriculum for people who are 
interested in game design and teach them about some of the fundamentals of game 
design. However, this type of game is rather difficult to implement on a desired level. 
One major problem we encountered was crafting the story in a way that the game 
would feel as a coherent product. This is why we choose to drop this idea for the time 
being and we went back to the drawing board.

Iteration 2: Memory collecting game

After the feedback session, we looked at what our options were. We had to focus on the goal 
of our game, whether we wanted to convey a story or we wanted the game be more in the 
form of a ‘serious game’ and teach people about game mechanics. Because we wanted to have 
something coherent that we all could work on we choose for the story approach. Because we 
already made several mock-ups of levels for our first iteration, we looked at what we could re-
use from our previous builds. We build a labyrinth for the level about suspense, this would be 
the starting point for this game. We wanted the player to go through different labyrinths and at 
the end get a good or bad memory. 

The problem with this concept was that we couldn’t find a relevant way to give the player a 
bad memory. Would this happen every time that he would die within the level? Would it be 
if he didn’t complete the game in a set amount of time? Or because he choose a certain path 
within the labyrinth. All these ‘failures’ felt too arbitrary to cause for a bad memory and we 
didn’t think this would cause for a nice gameplay experience. The goal of the collecting the 
memories was to be able to explore the story in different ways and cause replayability. But who 
wants to replay a game that leaves a bitter taste in your mouth?

Labyrinth that was designed for the first iteration.



9

Iteration 3: Cathing the bus

So this is how the game ‘Catching the bus’ came to be. We choose to leave 
the good vs bad memory out and choose a linear story. Within the first 
iteration we already stated that you would wake up in this weird dreamlike 
world with no memory of events that happened prior. Because we changed 
the concept 2 times, we were having time constraints. This is why we 
choose a very familiar story arc to us; Romeo and Juliet and molded it into a 
more 21st century friendly story. 

Level 1:
The player has met a most lovely and loveable person playing the violin 
on the street, while going to work. The player has fallen in love with this 
person and the majestic violin music that surrounds and encloses every 
encounter of the two individuals’ eyes. After an anxious introduction the 
two become acquaintances but a spark is immediately evident. And so after 
a bit romantic flirting and courting, the two become lovers.

Level 2:
After a sweet time together the player wishes to introduce his/her loved 
one to his/her family. So the parents of the player are invited to the player 
home of residence for the very stressful evening. The evening goes as 
planned but the player gets a strange feeling coming over his/her father’s 
side.

Level 3:
After the evening the player’s father wishes to talk to the player. The player 
inquires why in a very fearful manner. And then all collapse. The father does 
not approve of this union. He dislikes the lovers financial state and will not 
accept that the player be with the one that makes him/her happy. This is 
heartbreaking and devastating for the player; it is like the foundations of the 
player’s love and affection are vanishing and the future the player planned 
with the person of his/her dreams is now divided in two. The player loves 
both the father and the lover but it is not possible to maintain a relation 
with both of them. 

Level 4:
After this very unfortunate evening, the player is emotionally torn apart. 
The player does not know where to stand and what to do. In despair 
though, the supporting sensation of the lover’s hug and the tender embrace 
and love, the player picks the side of the heart. So the player in the next 
morning, while he is walking to work, calls the father to explain his/her 
position and declare for once and for all the player’s pick. But the father 
would not have it and becomes angry and distant. The player expected the 
father’s love to make him understand and accept the lover. But this is not 
the case for this discussion. The player and the father argue violently and 
everything is falling apart in the player’s heart and mind. Everything the 
player hold dear about the father now is destroyed and in their place is only 
void.

Level 5:
The discussion lasts a lot and while the player talks to the phone also 
navigates through the city to reach his/her work. But the discussion drains 
all the player’s attention and focus… While trying to cross a road, the player 
failed to see the bus passing by. This results in the player getting hit hard 
by the bus, and ending up in the hospital in a coma. This is also where the 
name of our game is derived off.

And it is where the game begins.
The player’s mind is active in its own conscience while being in a coma 
state. The player cannot remember the accident or the conversation and 
neither the lover. Through the levels the player receives memories of his/
her near past preceding the crash that caused the player’s coma.
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Progress:

Looking at the initial direction compared to the final 
product, a lot has changed. Leading up to the mid-term 
presentation, we took the narrative as a focal point. 
The underlying implications were what drove the game 
and the mechanics. The player character had lost all 
their memories and they would come back one by one 
in combinations with game analysis components. The 
concept was a bit of a meta-game, considering the 
course it was meant for. Based on the feedback from the 
presentation we wanted to address the lack of cohesion 
between the levels. The different rooms all had nothing 
in common as far as gameplay went.

To counter this, we took a step back from the original 
concept and looked for a stronger ludological 
progression. With the kind of puzzles we had in mind, it 
made sense to start looking at platforming as a common 
factor. However, it was after a lot of brainstorming with 
many ideas for new mechanics and stories that we 
concluded it would benefit the cohesion if we dropped 
most of the premise from the first concept. We kept the 
progression of flooding back memories, the concept 
of different challenge rooms and the first person 
perspective.

In order to tie the different levels together and in 
turn, tie the levels to the story, we developed a new 
story based on five memories that would one-by-one 
come back to the player. The contents of each of these 
memories is linked to the mechanics introduced in the 
level that precedes it. This drastic change from one end 
of the spectrum to the other made for a big overhaul, 
but a more coherent game as a whole. Effectively the 
game switched from being narrative driven to being 
gameplay driven. Ironically, this was done to make the 
narrative fit in more.
When looking more into the details of the overhaul, 
you can find a clear example of the MDA-framework. 
From the developer point of view, we changed the 
mechanics, in order to change the dynamics between 
the levels. The result is the player perceiving the game as 
more aesthetically cohesive. Later in this report we will 
elaborate on the MDA-framework.

The new memories are from a story about a family 
disagreement. The idea is that the story sets the scene 
for this seemingly terrible situation. When the parents 
disapprove, this seems like the end of the world. In the 
final memory however, this argument that at the time 
seemed to be so incredibly important, takes a backseat 
to the current developments of the bus accident. It 
scales the initial argument against the greater picture of 
life and a parent’s unconditional love.
 
The subject matter of each of these memories is linked to 
the new mechanic introduced in the corresponding level. 
In level one, the premise is set up with a first person 3D 
platformer. The main action is jumping and it reflects the 
exciting and uplifting feeling of falling in love.
Level two introduces a dashing mechanic, which 
coincidentally is also the name of the mechanic. Pressing 
Q will give the player a quick boost forward. It can be 
used to traverse bigger jumps or to cross a gap with 
a ceiling that prevents the player from jumping. This 
is linked to the exhilaration, nerves and rush of the 
situation of introducing the love interest to the parents.

A platformer classic, wall jumping, we bring in through 
the third level. Pressing space while touching a vertical 
wall will result in being launched away and up from the 
wall, allowing the player to jump from wall to wall to 
overcome even higher jumps. This mechanic represents 
the dynamics and escalation of an argument. The 
jumping back and forth between walls to reach a higher 
level is similar to the back and forth of an argument that 
keeps escalating.
The fourth level is based around a new type of platform. 
Shortly after landing on one of these, the platform will 
start to descend. This represents the dropping stomach 
feeling of the disapproval from the parents, the world 
around you falling apart.

Finally, level five shakes things up entirely, by introducing 
moving platforms. This new challenge later becomes 
clear to be related to the movement of a bus driving into 
you. 
In the levels this realisation is represented by the 
mountain that is visible through the level. With each 
level more of the mountain becomes visible until you 
finally see it entirely in the last level.

some wall-jumping magic in level 3
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Theory
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MDA-framework

When all of the ideas for change piled up after the midterm presentation, 
we were forced to take a step back and start cutting things down to make 
the game a more cohesive and sensible whole. The two main areas we 
focused on for this were Challenge and Narrative. In order to change 
these aesthetics, we had to start from our end of the framework. With 
the myriad of different mechanics and objectives in the different levels, it 
almost seemed like they were from five different games, and not in a good 
way.

We decided to change the mechanics to all fit under the 3D platformer 
umbrella. We took out the puzzle mechanics and replaced them 
with platforming elements. These new mechanics were introduced 
progressively and built upon one another. By expanding and continuing 
on what came before it, the dynamic between the levels became one of 
continuous progression. To the player, this is perceived as a more coherent 
challenge aesthetic. The things that they learned in the previous levels is 
relevant in each of the following levels and it implies an increasing set of 
skills.

In order to prevent story bloat, we decided to create one simple story that 
was chopped up into manageable chunks. Instead of having memories 
that were seemingly completely random connected to different in game 
items and achievements, we tied the mechanics to the memories from 
the story. The previous iteration collectible chunks of brain were replaced 
with memories connected to game mechanics. Additionally, the different 
memories were connected in a chronological order. The player is fed the 
story in the same way they learn to cope with the challenges presented in 
the game, bite by bite and one building on the next. This means that the 
challenge dynamic is in line with the narrative dynamic now. This makes it 
so that the narrative comes across as more aesthetically cohesive.
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Ludology vs Narratology:

The big switch from the second iteration to the final 
version initially may seem to throw narrative under the 
bus in order to create a better gameplay flow. Where 
we started by basing the game and the mechanics on 
an underlying narrative about game analysis, the final 
version is created the other way around.

However, the opposite is very much the case. We made 
the big switch to come to a greater overall cohesion, 
including story. We did this by turning the development 
hierarchy upside down, which allowed us to put together 
different levels that built upon each other, both as far as 
gameplay and story goes.

By gradually giving the player more information the new 
story has a clear buildup with a dramatic cut off. This is 
a use of embedded narrative (Jenkins, 2004). It takes a 
break from the current story line to show a fragment of 
information from a point in the past. It is up to the player 
to piece together all the different fragments forming 
an expectation or prediction from the player about the 
outcome of the story. By making the player wait and 
work for the progression of the story and allowing them 
time to think about it, the twist has a bigger impact.

Had the game been bigger, it would have been great 
to integrate a full hero’s journey cut off right before 
the third act. Instead, we have the last part of the first 
act, including incitement. Then quickly move onto the 
second act with the confrontation in the third and fourth 
memory, only to be cut short of our closure of the third 
act by the last memory.

In the earlier versions, the memories would be disjointed 
and stand alone. The twist at the end would not be as 
strong because there was no clear build-up. With the 
final version’s build-up, it makes the contrast very big 
when the twist makes the initially relevant seeming 
argument very tiny. One may say we resorted to a form 
of melodrama in order to tell this story with a twist. 
However, with the limited game length and opportunity 
for exposition, we thought it was important to have 
a clear cut story without reinventing the wheel. With 
the seemingly disconnected title, we wanted to evoke 
curiosity from the player. The idea is that the same would 
initially seem nonsensical. With the last memory it would 
become obvious in a way similar to yelling, “Bruce Willis 
is a ghost!” halfway into The Sixth Sense. 

A lot of the melodrama in the story is directly borrowed 
from Shakespeare’s Romeo and Juliet. In that respect, 
something our story lacks when compared to this piece 
of literature, is the perspective of the love interest. The 
perspective is very one dimensional because of the 
length of the game. Had it been longer, we would have 
been able to increase the power of the twist by showing 
the other perspective, starting with a build-up that 
implies hope, then the setback of disapproval followed 
by the slap in the face that is the accident.

red platforms fall down, watch out!
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Level design:

We wanted to incorporate different game mechanics into the 
game without giving the game a bloated feeling or stuffing 
the game with tutorials. This is why we looked at Nintendo’s 
philosophy on level design, particularly within the Mario worlds 
series for the Nintendo Wii. In these games, stages are essentially 
self-contained showcases for new ideas. The philosophy splits 
a level up in 4 parts; each level introduces its core mechanic 
or concept in a safe environment. Then it placed in an ‘unsafe’ 
environment. Then it introduces something new, which is called 
the flip. This can be done by adding mechanics that are previously 
thought within the game. And lastly, it gives you a conclusion in 
which you can showcase your mastery of the mechanic. Shortly 
this can be described as an arc of: Introduction, development, 
twist and conclusion. As example we can take Mario’s 3D world’s 
Cakewalk Flip:

In this level you have panels that switch from blue to red each time 
that you jump. You see this when you jump over the first ledge to 
come to the platforms. The ground beneath this section makes 
it safe. So if you fall you don’t lose a life and you can just come 
back to the platforms. The concept is then developed further, in 
this section there is no safety-net. Then comes the twist. Next to 
the flipping panels you also have to deal with the fire blast of a 
bumper-enemy which was introduced in a previous stage. And 
then comes the conclusion. The level gives you one last chance to 
show off your skill with a suitable flagpole sequence.
 
In our game we tried to adapt Nintendo’s way of level design. We 
start each level off with a save zone in which the new mechanic is 
introduced, for example level 2 in which you learn to dash. We give 
you blocks that are too high to jump on and too far apart to jump 
from one to another. Here you learn that if something is far away 
you can dash to it.

Or level 5, in which you are placed in a narrow corridor, faced with 
a wall. The only thing you can do is jump on a platform and then it 
moves you over the block.
 
Our development parts are always split into two sections. The first 
part is always located next to the introductory part and tests basic 
understanding of the newly learned mechanic over a ‘death-zone’. 
Death zones is a black zone placed at the bottom of the level, if 
you touch this you respawn at respawn points. These points are 
either at the beginning of the puzzle or on the white tiles.
 
Then we go over to the twist. In these parts of the level we try to 
incorporate multiple mechanics. In level 3 for example, the level 
where you learn to wall-climb, there is a part you have to dash 
after your wall-climbing sequence.
 
Or level 4, in which we introduce falling platforms. Here we add 
wall-climbing and falling platforms together.
 
In the conclusion-part, we try to get the most out of the player and 
the newly learned mechanic. For example, we introduce a double 
dash in level 2, a blind wall-climbing sequence in level 3 or a jump 
over a block while standing on a moving platform in level 5.

Introdiction of level 1

Introdiction of level 5

development of level 2

the twist of level 3

the conclusion of level 4
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Flow:

By designing our levels this way we tried to 
design a flow experience. We tested whether 
we succeeded in doing this by recording how 
many actions players had to take to go through 
different stages of the levels. We took 5 different 
test subjects with no experience of our game 
and we recorded how many keypresses they had 
to take to finish the level. The graphs shown to 
the left are the average amount of keypresses 
they took to finish to come to a save-point in the 
game.

In the graph we see for each level how many 
keypresses were needed per stage. At the x-axis 
of the graph we see the numbers 1, 2, 3 and 4. 1 
corresponds with the introduction-stage, 2 with the 
development-stage, 3 with the flip and 4 with the 
conclusion. Level 1 is not that interesting because 
it only teaches the player the jump mechanic and 
the player gets used to the first player controller. 
We see that in the 3rd stage, the flip, the S button 
(or backward) is used more than in the rest of the 
level. This is because we designed this part in a way 
that the player has to look more around the level to 
find the next platform. In the conclusion the player 
jumps to the top of a rounded staircase in a way 
that feels natural.

In the next couple of levels we see that for the 
Q-button (the dash) and the jump button (space) 
there is a nice wave pattern appearing this is 
something we hoped to accomplish within our 
game by using Nintendo’s level design philosophy. 
It starts rather easy, where the mechanic is 
introduced, then it gets more in depth in the 
development stage. Then it gets ‘easier’ when two 
things are combined and lastly the difficulty gets 
higher again this time executing everything the 
player has learned beforehand.
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In the overall graph we see an enormous spike 
in inputs in level 3. This is the level where 
wall-jumping is introduced. In the game you 
can jump against a wall and gain height by 
pressing the jump button again. This causes for 
this enormous spike of spacebar inputs. What 
we see here is that when this is introduced the 
player isn’t asked to use the dash mechanic, 
because this would be too much together. The 
dashing mechanic is reused in the later stages 
of the game when the player has mastered the 
dashing mechanic.

The amount of keypresses isn’t a holistic way to 
measure flow in games. It more about how the 
player learns and gets sucked into the game. 
As Csíkszentmihályi describes it; it is the most 
optimal stage for learning, as it is where skill 
level and challenge level of a task are at their 
highest. This makes flow more of a qualitative 
quality than a quantitative. Because didn’t 
set up interviews with people, we can’t make 
a definitive conclusion whether or not we 
reached flow using our level design strategy.



17

Player types:

When we started to design the game we had no definitive player-type in mind that we 
wanted to design for. This is probably why our design changed so much over the course 
of this course. As we started out with a more of a story driven learning game, the game 
would have been more suitable to explorer types of Bartle’s player-type framework. 
Now we have ended with a platforming game, you could say that our game is more for 
achievers now. But we are missing many aspects that make games fun for achievers. We 
have build a foundation, we could build upon when we would take the achiever-type 
as target audience. When doing this we would end up with a classic platforming game 
á la Super Mario. We could create a point system, a timer that everybody ignores and 
collectable items that boost your score. Maybe add some enemies to make it harder and 
give it more of a claustrophobic feeling. 

By the way this last bit is written, it is evident that this wasn’t the route we wanted to 
go with. We wanted to have a game that was an exploration of a story through game 
mechanics. Bartle’s player-type model doesn’t give us directly a player-type where this 
game would find it’s place. Or does it? The socializer player type comes in two fold, 
these are the people who talk about their day to day life in games, while this is the 
thing you try to forget by playing games. But these are also the people who want to 
be immersed into a story, they want to role play as somebody else. Because these two 
groups are clustered under one term in Bartle’s model, it is more applicable to look at 
Yee’s model for player types. Nick Yee has taken data from over 220.000 gamers and set 
6 types of players. In this model the player that is fond of immersion is described. This 
was the usergroup we were unintentionally aiming for with our game. With the game in 
this state, we are not captivating any of the two player-types that we just described. And 
decisions could be made to head in either direction. In the next part of the document 
we will give a critical analysis of the game mechanics we have chosen, we will go more in 
depth what we could change to make the game more interesting for both player-types.

players playing our game
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Game mechanics:

If we look at first person movement, the first game that comes to mind is the game 
Mirror’s edge. Mirror’s Edge is a first person free-running/shooting game. Because the 
game world of mirror’s edge is more open than ours, it incorporates a mechanic called 
“runners vision” into the game. This highlights the best path you can take in the game, 
the game uses bright red colors to do this. 
Because our gameworld is much smaller and more linear, we have no need to highlight 
the best path for the player. But we do want to have a clear visual language, so we made 
all the platforms you can use blue.

So what does this game different than our game? So the biggest problem with first 
person games is that you don’t see you own legs. This makes platforming difficult. 
Mirror’s edge avoid this problem by using the arms of the player more frequently. The 
game uses its big environment to make different kind of obstacles; sliding underneath 
obstacles, grabbing poles mid jump or making leaps of of buildings. Mirror’s edge is all 
about speed and not about precision, which makes the first person perspective more 
suitable for this game.
Another game we quickly want to mention is ‘A story about my uncle’, this is also a first 
person platforming game where you use a glove with an energy beam to grab onto 
platforms (think of Batman’s grappling hook, but then with limited charges). They also 
focus more on the arms in this game, because it is hard to see your legs when you are 
looking straight ahead. Making precision platforming frustrating or even unfair.

So why did we opt for the first person perspective and not for a third person 
perspective? A first person perspective is more immersive. We didn’t want this to be the 
tale of Lara Croft or Mario, we wanted this to be the players tale. As we stated before, 
because we still have a fairly unfinished game we could still choose to switch things 
up and make a 3D platformer focussed on achiever type players. Then it would be the 
best direction to switch to a 3rd person perspective and add all the classical platforming 
elements. But then we would lose our niche. 

The other option we have is to go further in depth in platforming mechanics and see 
which mechanics work for first person platforming without losing our connection to the 
story of the game. Creating bigger worlds in which the player could be immersed and 
has the freedom to use platforming mechanics that suit the perspective and storyline 
would be a better solution than settling with the obvious.

If we look critically at the mechanics that we have now, we can see that there are some 
problems in how they work together. For instance the dash, dashing in games normally 
intends that you have to move quickly and they give a rushed feeling. We wanted to use 
this, because we wanted to have the player feel the excitement of the main character 
when he goes to his parents with his newly found love. This goes really well with the 
falling platforms mechanic, because this give a feeling of urgency as well. But if you put 
this next to the wall-jumping and moving platforms in the other levels, it gives a weird 
messy feeling. The wall-jumping slows you down and is a vertical movement, while the 
rest is horizontal. Also the moving platforms, slow you down tremendously. If you stand 
on a platform you have to wait till it reaches it destination before you can jump again. 
This gives a miss-match of speeds within the game, which can come across as clunky 
game design.

We would want to give an honorable mention to the game Bound for ps4. During the 
development of our game we came across this game and we noticed that is doing a 
similar thing that we are trying to do. “Bound is a platforming art-game. The player 
controls an unnamed ballet dancer as she makes her way through surreal, dreamlike 
environments. She must complete platforming challenges and has the ability to dance 
to repel enemies. The game uses an Edge Guard to prevent the player from falling off 
certain platforms, because the developer believed this distracted from the experience 
by forcing players to pay close attention to the character’s legs than the world.” We can 
see that the experience of this game is a more important feeling to get across for the 
developers, than mechanics. We also see that the mechanics that are used are coherent 
with the experience, this is repeated in the finest details. For example, the walk-cycle of 
the main character; she walks how you imagine a dancer would do. This is important for 
the player to get the full experience.

mirror’s edge runners vision

A story about my uncle’s glove

bound’s ‘dance attack‘
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Game feel

Lastly we want to mention game feel, game feel is important for every game. But even 
more so when you are trying to make an immersive story. As we look at metaphor, 
Bound has nailed this part of game feel by having the mechanics and story overlap. As 
hard as we tried to do this, if we don’t tell you about the underlying story of the game 
before someone plays it, they won’t be able to guess it.
We tried to take game feel into account in the polish department. For example, we 
wanted to have different sound-effects for platforms with different interactions. For in-
stance the falling ones and the platforms that were safe-points. Sadly, we didn’t man-
age to do this. The only thing that made the game was that the falling platform blink 
when you touch them, the mountain that slowly becomes more visible while playing 
the game and we used different skyboxes and light intensities to make the levels stand 
out from each other and make them more gloomy overtime. 

Input wise and how this looks for the player, there is also some aspects that can be 
better. For example, the wall jumping mechanic feels at the moment like you are 
smashing your face into a wall. There are also some other problems with input that 
originated from our lack of programming skills and us starting with something we wer-
en’t familiar with. Because we wanted a first person perspective, we took a standard 
asset from Unity itself; a first person controller. Because this controller already had 
some behavior set to it, it started interfering with what we wanted to do. This control-
ler could move direction in mid air. This interfered with the dashing mechanic and the 
controller didn’t want to stick to moving platforms. This is why we removed the code 
that allowed you to move while jumping. Sadly, this made the controller feel very stiff 
and mechanical. 

Tweaking game feel and juiciness is something game developers spent months on 
to perfect. Sadly, our skills weren’t evolved enough to implement this further in our 
game.

Future developments

We ended this course with a prototype of an unfinished concept. That is probably why this docu-
ment became so long, because there is still a lot to be explored; can we give the game that classic 
Romeo and Juliet feel but then in a modern setting? How do we intertwine Juliet’s perspective in 
this game?

As we discussed, we wouldn’t want to make this game a classic platformer. The goal is not to get 
a high score, but to experience the story. Intertwining the game mechanics and the game feel to 
resemble this story would be the first step onto making a coherent experience.

those platforms move, level 5.
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Reflections
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Team reflection:

Developing a game was harder than we expected. Working in 
Unity3D was a quite a challenge because we needed to learn 
a lot that was outside of our field of specialization. Working 
as a team helped finish the final product and contributed to 
the current knowledge of the team about programming, game 
development and analysis.

It was really important to know and apply the game analysis 
theory while making the game and doing that made sure 
that our game reached a certain standard of game level. 
Acknowledging the different effects and importance of 
mechanics, dynamics and aesthetics stimulated a better game 
development and a better experience in making a game.

We now know enough about games to not just judge them 
by what they make us feel, but also by how they are made. 
We can assess a game by its development quality and 
distinguish better what are better games than others in terms 
of designing. We believe that now we are more adept in game 
design and development and we have gain some important 
skills and knowhow in this industry that we most interested in. 
It is a real luck that this course is offered because now we may 
be able to achieve those childhood dreams of working and 
playing games for life.

Seeing how we have grown through the course we see that the 
inner working of the team is very important in bringing into 
completion the final project. Also, it is important to mention 
that no matter how much one’s love for playing games is, there 
is a lot of game analysis, designing and programming involved 
before the actually game starts looking like a real game, that 
one really needs to be focused more on the technical aspects 
of game design rather than the final product.

As expected our initial thoughts of how the game would 
ultimately feel and look like were a bit off target. It took a lot 
out of the team designing the game and due to either the 
video game engine limitations or our own skills’ uncertainty 
some parts that we were looking forward in the final game we 
saw that they were too hard to be made. But do note that our 
experiences were based mainly on multi million cost games 
that excited us and trying to bring that to our own little game, 
it somewhat did not quite fit. But we did our best and we are 
proud of the result.

Regarding the team work; not all members had the same skills, 
background, knowledge or attitude. Each member worked and 
contributed to his/her best of their abilities and that is more 
than we could, as a team, ask. Everybody was eager to learn 
both from the course and form other team members and we 
are confident that now we have gained a lot. 
The level division was meant to distribute the workload 
evenly among the team, but since there was some mismatch 
of expertise, some could contribute more than others. As 
a special thanks we like to congratulate Annemiek for her 
truly hard work and devotion to the course and the game 
development.

It has been a great experience taking this course and we are 
looking forward in the next courses of this package and of 
course in future game developments and advances. 
If it is possible, this course has made us even more intrigued in 
games and more addicted to their sweet gameplay.

Andreas:

It was very beneficial for me doing this course. Regarding the 
team functionality it helped me refine my team working and 
communication skills and also learn more in depth the design 
process and how important it is for a project. Coming from an 
electrical engineering background the designing and sketching 
and discussing are not familiar to me. In my major tasks are 
divided between the team and each member has to make his/
her part up to the deadline. But because the material are all 
technical, there not many ways one can achieve a project part. 
Mainly it is building or making a circuit or writing a program 
to accomplish an aspect of the global project. But through this 
course, I got engaged in a more open and constructive team 
environment and I like that.

I chose this course because I like playing games; or maybe it’s 
because I attributed so many hours of my child life playing 
games, this seemed an opportunity to cash in what I learned. 
I wasn’t sure what to expect. But I was looking forward to 
learn any new information about games and this course did 
not disappoint me. I knew that there is need for a lot of work 
in order for a game to be good, but I could not anticipate that 
it took so much understanding and analysis of theoretical 
aspects. The game industry has truly become a science in and 
of itself.

I have not only gain some team skills, but through this course 
I learned more about games and received a more concrete 
understanding in game development. I learned how to use 
Unity3D, how to analyse a game and how to judge and assess 
different games on a more professional level. 

Within the team I believe I contributed mainly constructively. 
Although I lacked the programming background for Unity3D 
and as it would seem enough I did not have enough game 
knowledge, always did my best. I worked hard to make all the 
deadlines we set within our group, and tried to contribute as 
much as I could to the team.

In the future I will focus more on the initial face of any project 
because as I have seen in this course it is really essential and 
pivotal for any project to start with a good design and concept 
in mind, before starting constructing the real thing.
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Ward: 

Ever since I was a kid, I enjoyed playing any type of games. 
When I got older, gaming became more of an obsession and 
a need for me to compete and play with others, especially 
friends. My interest for games only grew bigger and bigger and 
when I saw this course available as an elective I knew I had to 
give it a shot.Combining design and gaming felt like the best 
combination as far as my interests in both are concerned. I was 
determined that this course would definitely motivate me to 
get the best out of myself.  

I knew that the designing of games is not something that you 
can learn within a short period of time, because of the endless 
opportunities game design can offer. I wanted to get more 
insights into what game design was really about and how to 
design actual games. Within that aspect, I have learned a lot.
I have learned to approach games from a whole new 
perspective. I have learned about the most important theories 
that are essential while making and playing a game. After 
having taught these theories, concepts and models, I realised 
that I knew that these aspects are present in the games I am 
currently playing, which was like a confirmation that these 
theories make sense.
For example,  the MDA model was really interesting to me, 
because I realised that this model was present in every 
game and applicable for even the simplest of games. I have 
become aware of the fact that you can use the MDA model 
to iterate your design of a game. By using the MDA model 
you can fine-tune the game to get the desired outcome. It’s a 
shame that I am not a professional game developer, but I do 
have experienced that even for a fairly simple game, a lot of 
adjustments have to be made after the first design to really 
feel like something to be proud of.

Without having any prior experience with game engines like 
Unity, I think I have learned the basics of making levels within 
such a program to a certain extent . It took me a lot of effort 
trying to learn what functionalities I could use within Unity 
but I was able to use the program quite fast in the end and I 
knew how to solve small problems whenever they occurred. I 
learned a lot from my group members too considering assets, 
prefabs and scripts. I had no idea of what they were before but 
my group members helped me learn about these in order for 
me to utilise this knowledge.

As for the design process, there were some troubles in my 
opinion. The collaboration with the team felt a bit odd. Tasks 
were divided but they were not fulfilled to the desired result 
and this was also the case for me. One of my tasks was for 
example to create a level. However, when I was finished it did 
not really satisfy because it was not coherent enough with the 
other levels. I think it is a shame that there is almost nothing 
left from what I made in the final game. Though, this was a 
good lesson for me because now I know that when designing a 
game, it is really important to make it coherent. The design of 
the levels for example should have the same kind of template 
to work from. At first, the game just looked as if five different 
people had made a level and they were put together and that 
was it. The game in its current state looks way more coherent 
so I am satisfied with the result, even though there is almost 
nothing left from what I made.

My role within the team felt a bit useless in the end but I 
learned from that. Next time such a situation occurs, I will try 
to put more effort in other parts of the development. Looking 
back at what I have achieved for the end result, I only had 

input in the story around the game and the brainstorming for 
mechanics to use in the game. I have offered to help several 
times but because my knowledge of actual game designing 
was not as good as my group members I ended up just being 
there to give my opinion on how it looked like and trying to 
think of ways to implement several mechanics we thought of.

All in all, I think I did an alright job in collaborating with the 
team. I do feel that I sometimes could not help because of 
the lack of knowledge I had. I have learned a lot throughout 
this whole course and my perspective on gaming has changed 
quite a bit. I noticed that whenever I am playing a game now, I 
try to analyse what the actual game developers have done to 
achieve the experiences I am getting. It was really interesting 
to see that there is so much more around the gaming industry 
than just the game itself. The psychological and in depth 
analyses one can perform while gaming really changed the 
image I have on gaming right now. 

Andrei:

I chose this course because it was a great opportunity to 
see what actually lies behind a game that makes you spend 
entire hours in front of a screen. Why does a human, which 
is considered to be the most intelligent creature that exists, 
cease in front of a screen and a good story ? And the answer 
has been provided, in several courses, and within different 
concepts of what actually makes a game fun. 
I particularly enjoyed this course because it emphasised on 
letting us know what are 
the key aspects which draw us into a game. Aspects like 
immersion, flow and the social aspects are things that I have 
been unaware of before this course. I did realize that games 
rely heavily on  psychology, but like any form of entertainment, 
it has to reach certain types of people; it is not possible to 
satisfy every player.

Being able to cooperate in a team to reach a final form of the 
project was one thing that I greatly appreciated about the 
course. On most of my courses you must do the assignment 
yourself. Therefore, it was a precious experience to work 
within a group and, moreover, to learn a great amount from 
each one of them. Although I don’t work really well with 
deadlines, my team was really helpful in motivating me and 
getting the groupon a straight line.
I believe that the collaboration was really important during 
the creation of the concept and the ideas proposed during the 
brainstorming sessions were quite interesting. Even if many 
of them were dropped due to the lack of time, we still have 
something to consider in the future.

 The project was a great challenge, and it seemed like 
something impossible to do at first. But, step by step, starting 
up with an idea, learning how to use Unity3D and a little bit of 
C# programming (which fortunately does not differ much from 
C++ and Java), we began seeing our goal more clear in terms 
of what kind of work it would take. The team had to undergo 
several changes on the game project, and try to improve it 
according to the feedback received. This led to some issues 
regarding the time aspect, but the team managed to adapt and 
overcome every difficulty.

The course was nothing more than a very well thought 
challenge. We provide you the information, you find a way to 
create the final product. I sure hope that there are more tests 
like this to come, because I gained a lot both in knowledge but 
also on the social side.
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Annemiek:

I have noticed how gaming has become a cultural 
phenomenon. One that I gladly indulge myself in. But I have 
also seen how it has creeped into other aspects of daily life, 
namely gamification. Gamification has become an interesting 
subject, with things it does well but there are also some 
flaws in this philosophy. We have seen the point systems and 
leaderboards in places that it doesn’t really belong. It is fun for 
a while, but loses its impact quickly. 

I believe there is more to learn from games. For example, how 
aspects of games can be implemented in different contexts 
in a valuable way. I am interested in the ‘immersive sim’-type 
games, like System Shock, Deus Ex and BioShock (partly). 
These types of games give players systems, they can interact 
with in their own way. They give the player pieces of a non-
defined puzzle and let the player decide their goals and a way 
to achieve this. This is a philosophy I try to incorporate in my 
design and it goes well with the current trend of modular 
design. 

I took this course to get a deeper understanding of the 
underlying theory of games. I was already familiar with some 
principles, like flow and self-determination which I have 
encountered within my own research. But the MDA-model was 
completely new for me. And somehow I find it an interesting 
analogy for how differently designers and engineers work. 
Within the models there are two perspectives, the one from 
the developers point of view and one from the player’s 
point of view. Developers take a more systematic approach 
while players experience the experience, if this makes sense. 
Designers try to look from the player’s point of view and try to 
mold the experience first, then they look at what is needed to 
do this. Engineers look more at the cool features that they can 
put into the game and sometimes forget to ask the question of 
why they are doing this.

So why am I bringing this up? Well, there were some definite 
problems within the teamwork during this project. We set 
no team-roles, there was no leader and there were no strict 
deadlines. There were 3 designers within the team, which 
shifted to balance towards us and dictated the working style. 
This has caused for some confusion within the team.

To conclude, I have gained some knowledge of game theory. 
I got reminded on how frustrating teamwork can be if there 
is no team-leader, certainly if you are working with people of 
different disciplines and with different schedules. But most 
valuable, something I haven’t noted yet; the talk of Wijnand 
IJsselsteijn about Psychology of Games has shown me what 
direction I want to go into after my Masters. I know, chances 
are slim, but doing research on games would interest me 
greatly.

Niek: 

With this being my final semester, I was looking to do an 
elective that was in line with my project and the direction of 
design I decided to go in. Inspiring to play and learning through 
that play has been a major returning motif in my projects and I 
always find myself having trouble to find the right material on 
the subject matter, there is just so much choice. This elective 
would be an awesome way to have a curated set of literature 
combined with an exercise in applying the learnings from said 
literature. 

As both a gamer and a designer, whenever I play board- or 
video games, I cannot help it but try to analyze why a game 
is successful. Why is a game fun to play? How much theory 
went into this to make it a good experience? Theory that, to 
the untrained eye is invisible. In the past, I have done another 
gaming project with a very defined and specific target group. 
Learning more about player types and motivations was exactly 
what I hoped from in this course. The first exercise was a great 
primer on the theory that really got me into the literature. The 
fact we picked Portal as our analysis subject definitely helped. 

The second exercise was quite the undertaking. Having 
worked on game projects before, I am no stranger to the 
overwhelming amount of work needed to make anything 
that looks and works half-decent. This resulted in me feeling 
a certain level of skepticism for the ambitious nature of some 
of the initial concepts. Skepticism in the early concept stage 
has always been one of my big weaknesses. However, I have 
been able to repress and overcome this during my last year. 
As it turned out, in this case I should have voiced some of 
my skepticisms as it quickly became clear that I was one of 
the two people with any experience in game development 
within the team. My mind instantly went to a 2D game in the 
beginning. This would have made it feasible for us to make a 
more personal game with custom graphics and mechanics that 
are more involved. Because we ended up making a 3D game, 
we used a lot of the development time on making the basic 
physics and mechanics work. Sadly, it was too late at that point 
change the course.
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