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Introduction
Pursuing studies of higher education is a 
tough choice today. With so many expertise 
options, the possibility to learn on your 
own online and the need to make a large 
monetary and long-term investment in 
learning has led prospective students to 
question the value of going to a university 
today (Saurbier, 2020, p. 65). It has led 
technical universities to a point of active 
reinforcement and challenging these 
attitudes that prospective students have 
- showing that these still are the most 
capable institutions of turning passion into 
a profession. Understanding the power 
and influence of serious games (Van der 
Spek, 2021) over the past 7 weeks, Studio 
Yjes took the challenge of investigating 
the learning goals of prospective students 
and developing a serious game that would 
promote studies at the Eindhoven University 
of Technology (further referenced as TU/e). 

With a mission to help students decide and 
persuade to study at TU/e. Through learning 
of persuasive game elements taught by 
course DZC22 lectures, our studio proudly 
presents the serious game of “Scissors, 
please”, that aims to show how the university 
is a community of intelligent human 
beings. That provides you with all tools, 
connections and knowledge necessary to 
accelerate your personal growth - though 
with a twist. In the game you take part in 
the university. Developing empathy and 
understanding various students, we aim 
for the target group to see how becoming 
one of them, will benefit them, seeing as 
the player benefits students in the game.

After 3 iterations of the game, this report is 
a summary of the main design choices made 
to work towards teaching and persuading 
eager learners to become students.
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Understanding the gamer 
(Target group)
To design the game as persuasive as 
possible, it is critical to understand the 
player of the game. While TU/e and European 
Universities studies avoid “ageism” and are 
open for nearly all ages of students with 
matching requirements (“Selection,” 2021), 
the target group chosen for the game and 
investigated are of male and females aged 
18 to 20. In final high-school or surrounding 
years, the uncertainty of following studies is 
highest and students are looking to who they 
wish to become as a person, especially in 
times of an on-going pandemic (Thomason, 
2020). Growing up in a world with more 
easily accessible technology and keen on 
playing digital games (Limelight Networks, 
2019), they have been identified as ones 
that most question the value of university 
education today and its ability to be fit with 
the times (Sullivan, 2020). 

To understand this issue and create empathy 
with the potential players, an interview of 6 
(3 male and 3 female) prospective technical 
students in the age group of 18 to 19 was 
carried out Next to this, 5 already studying 
technical students (3 male and 2 female) in 
the age group of 20 to 32 were interviewed to 
understand how they perceive the value of 
university education to serve as inspiration 

on what would be the learning goals of the 
target group. The interviews consisted of 
a series of free-form discussions around 
questions of : “How are you proceeding with 
your current state of education? Could you 
please tell me about your learning journey 
so far?, What (is your opinion on / influenced 
you to pursue)  higher-education?, Would 
you pursue higher-education (or pursue it 
again), Please comment on the statement 
“need of colleges / universities in times of 
pandemic” and pre-read article (Sullivan, 
2020)” in addition to basic demographic 
questions of age, study (to those applicable), 
gender, preferences in game genres, device 
and “show & tell” (Shimon, 2020) about their 
favourite digital game. In later stages of 
development, the same study population 
was introduced to the final concept of the 
game. For full disclosure, an informed 
consent form can be found in the Appendix 
A. The study took precautions arising from 
the on-going pandemic and conducted all 
interviews online. One of the limitations of 
this study was the check for different tech 
mentalities, to provide as diverse insights as 
possible, however, as the game is designed 
towards all of them, the existing study was 
seen as sufficient to inform further game 
development.



Learning goals & Insights
After the study, the studio derived nine main 
insights captured:

1. Prospective Students wish to develop 
practical technical skills that have remained 
in value throughout the pandemic and with 
the arrival of Industry 4.0 (Agrawal, Dutta, 
Kelly, & Millán, 2021). They present a stigma 
that most universities make use of out-
dated lectures and theory memorization that 
is tested through exams and long essays. 
That presents a huge contrast to the more 
engaging online education courses.

2. Prospective students wish to pursue higher-
education, though 30% of them knew what 
study they wish to pursue, 70% of them knew 
they want to do something technical, all 
hoped that it happens on-campus. 

3. Both groups highly-value the integration 
and easy access to new tools, as 3D printing, 
machine-learning, and access to workshops 
and labs in their education, as a crucial 
advantage of going to university and the 
ability to explore new things.

4. Both groups said that they are inspired 
to pursue higher technical education 
by someone close, such as a friend or 
relative working in a technical field or have 
knowledge of student teams that have met 
through university and built inspiring things 
or got great places of work thanks to their 
university work (Examples mentioned: 
Lightyear, TUM Hyperloop, BIG Architecture 
company, Tesla, Google).

5. Both groups said that they are looking for 
universities that teach problem-solving 
and how to work in interdisciplinary teams.

6. Existing students pointed out that their 
study choice was based on having someone 
before them as an example and that their 
education included learning, for example, 
Arduino/ model prototyping, sketching, 
industrial resource management classes, 
applied physics or coding/programing. 

7. Existing students in comparison to 
expectations of prospective students, 
denied the college stigma of only 
memorising theory and explained that 
technical studies at TU/e, TUM, TUDelft, 
include enough practical application and 
connection to industry.

8. All of the existing students would pursue 
their studies at a technical university 
again, however 20% would likely switch to 
a different study. 

9. Top 3 genres among all students were: 
Multiplayer Casual games, Strategy / 
Simulation games and Single-player 
Adventure/Puzzle games (Limelight 
Networks, 2019).



The Main Learning Goals

Combining personal experiences, insights and resources provided by TU/e 
(“Education,” 2021) - our studio thus identifies 3 main learning goals / attitude 
changes that a serious game has to promote to achieve the goal of persuading 
students to study at TU/e.

1. Show that TU/e as a place that practices learning by doing.
2. Show how TU/e is present with the time and opposed to stigmas of higher-

education, is practical, has the tools, events and modern infrastructure to 
actively promote student growth and expression.   

3. Students need to learn about the diversity of people you get to meet on campus 
compared to any place else - the peer effect that will move them to do great 
things (Afzal, Ali, Aslam Khan, & Hamid, 2010, p. 7). See how many of them 
or things they are working on relate to themselves or to their vision of their 
professional-selves. 

These goals allowed our studio to arrive at concrete game concepts that could be 
worked out and tested.
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Early concepts
With the learning goals set, our studio took the 
time of 2 weeks to develop and play out lo-fi 
prototypes using a digital prototyping Miro board 
that can be seen in Appendix B. These allowed 
us to iterate upon ideas that led us to the latest 
concept of “Scissors, please”.

• Engineering Design (Multiplayer - Party 
game): Inspired by rise in popularity of 
JackBox games (“Jackbox Games – We make 
fun games,” 2021), where players make use 
of their mobile devices as controllers in 
a collaborative and creative party game - 
Players take roles of different studies and have 
to solve a problem through design. Through 
a series of mini-games they determine the 
parameters of the concept and together have 
to present it to either AI generated teachers 
or compete between teams. They get to learn 
about the design engineering process, roles 
of studies and collaborate in a fun way. 

• Quarter 3: New Eindhoven (Singleplayer-
Adventure/RPG game): Player plays through 
8 weeks of students life, where they learn 
to plan out their courses through PlanApp, 
develop relationships with other students, 
spend skill points and grow their students to 
develop the project to its best in 8 weeks. The 
pace of the game teaches them to manage 
their limited time between studies and outside 
activities and that at university they get to 
focus on self-realisation and development.

• Coach me, please! (Single Player - 
Simulation/Adventure/RPG game): Inspired 
by serious games as Papers, please 
(“Papers, Please,” 2020), VA-11 Hall-A (“VA-
11 Hall-A: Cyberpunk Bartender Action,” 
2021), player plays the role of a project 
coach of a TU/e project. Students one by 
one come to them to seek advice for their 
project. The concept of role-reversal 
deemed such a fun to play concept that 
stuck with the development of the latest 
iteration. However, coaching was too 
complicated of a subject to be reduced to 
a game mechanism. Therefore, our studio 
looked for a simple base mechanic like 
the games mentioned - either approving 
passports or pouring drinks.

These iterations shaped the final iteration of 
our game.
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The Game

“Scissors, Please”, is a Single-player, 
Simulation/Adventure/RPG game, where the 
player plays the role of an innovation space 
help desk manager during a semester at 
TU/e building “Matrix”. The player replaces 
the usual helpdesk manager Simon, who 
is out for the semester, as per innovation 
space tradition, being a student himself, 
he has to defend his PhD. He will stay in 
touch  with the player throughout the game 
to explain how things work and assign 
you new responsibilities as you progress 
through each day. 

The main objective of this game is for 
players to learn by doing and ensuring 
that students have a great experience 
working at the innovation space by giving 
the help and consulting they need. Among 
hundreds of new faces you encounter with 
simple requests - 15 character projects 
(one for each bachelor study (“Bachelor 
programs,” 2021)) stand-out for their 
different beta mentalities (Platform Talent 
voor Technologie, 2020) and with each day 
you get to follow their dramatic arc of the 
process of their final bachelor projects. 
What makes the game fun is the immersive 
storyline and replayability to gather the 
various outcomes of the student projects - 
based on the choices you make. 

As the player is likely to not know what 
each tool means and project needs - the 
game aids the player through this journey 
through carefully designed elements and 
mechanisms. 

Tool handling management 
The desk is presented with multiple category 
drawers that each consist of a collection 
of tools or components they can borrow in 
exchange for their student ID. In case a player 
has no clue what the tool they request looks 
like, they are able to consult the students or 
look into the given catalogue under the desk 
that also serves as a tracker for in-game 
achievements and fore-shadows future 
levels. As each day goes on the player is able 
to successfully progress by not upsetting 
the students which will lead to Simon 
entrusting you more with responsibility 
for the innovation space capabilities. This 
includes, unlocking drawers with soldering 
equipment, prototyping materials, electrical 
components, etc. Furthermore, in later 
stages, players can assign students to 
laboratories and take students 3D files 
to be printed in the back-room. Each of 
these include a challenge of their own. For 
example, for 3D printers, you have to decide, 
which prints have a priority or whether the 
file is too big for the printer.  These additions 



will make the game gradually harder and 
therefore will match the learning speed 
and increased skill of the player. This will 
enhance the gameflow as the player needs 
to continuously pay attention.

Conversation options
When interacting with each student, the 
player has the option to hold a conversation 
with them. This can help the player in 
situations when students are not sure which 
tool they need themselves or the component 
they are looking for. Furthermore, it lets the 
player empathise with each student and see 
how they progress through different stages 
of their project, making the process more 
believable. Both of these mechanics are 
intervened with the student affinity tree that 
governs them all.

Student Affinity tree
With each of the 15 main characters, players 
can work towards helping all of them grow 
to their maximum (best ending). However, it 
might not be in the first playthrough that you 
figure each character out, as each character 
has their personality that is partly based on 
a different beta tech mentality (Platform 
Talent voor Technologie, 2020) matched to 
be the most likely for their study/project. 
In a nutshell, they react differently to your 
actions and the way you interact with them. 

Our studio worked out an example decision 
tree (with randomised items to prevent 
memorisation in the final game) of the demo 
within the Miro board found in Appendix B. 
As the player goes through a timeframe of 
several weeks, each third day they receive 
progress status based on how students 
have progressed through headlines Cursor 
- the official TU/e affair magazine (Hübner 
et al., 2020). While great progress does 
not always mean good affinity status, it is 
a feedback loop that avoids having generic 
status bars and keeps players intrigued to 
find out if they are doing well or not.

While you cannot fail the game, you can get 
warnings of bad performance reports by 
Simon over the phone before each day. 

Surprise elements / Achievements
Next to the main story, the player will 
encounter various surprise elements to 
keep the player engaged and the gameplay 
not so dull. These occur in the innovation 
space from time to time - this is explained 
more in depth in the reward section. 





Visual style
The visual style of the game is influenced 
by a few factors. The first considerations 
concerned the complexity of creating a 
consistent game art style and the desired 
ambience for the game. 3D-art can be hard 
to make and if not well-done can create 
an undesirable uncanny effect. Opposed to 
that, 2D art makes for a more simple and 
charming style which would also allow for 
our team to make custom art. For the time 
frame and goal of this game, 2D art is the 
most fitting as the game does not have to be 
necessarily very realistic like in 3D art, but 
more benefits from the charm of a 2D game.
After deciding on the 2D art, the game was 
then compared to a couple of games that 
inspired us during the design process. It was 
noticeable that a lot of the games which were 
similar to our concept indeed used a 2D style. 
The final art for the game was inspired by 
these following games. (See page on Right)

As can be seen, all of these games use 
a pixel art style. As it seemed to fit the 
ambience of this game style the best, a pixel-
art style for the final game was chosen. 

What can be noticed by the name of the game: 
“Scissors, please” is that the game is mostly 
inspired by “Papers, please”. The intent was 
to make a fun rendition of the game in a 
different setting that use a simple mechanic 
that can taken to an extreme. The art style 
of our game is more cheerful and simple 
than “Papers, please” but does use some of 
the elements of the desk and dragging and 
dropping items. The other two inspirations 
are mostly used for the art style and layouts.
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Papers, Please (A. Webster, 2013)

VA-11 HALL-A (“VA-11 Hall-A: Cyberpunk Bartender Action,” 2021)

Coffee Talk (Dobson, 2020)
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First interaction with Bruno

Interaction with Prof. Sherman



Setting

Our game’s environment is based on a real 
building “Matrix” (“Facilities,” 2021) on the 
TU/e grounds. The innovation space, which 
is located in this building, is recreated in the 
background. This is done by making a simple 
wall with decorations and a window which 
displays an actual pixelized photo of the 
innovation space. In this way, the environment 
is recognizable but not too detailed and 
distracting. The desk is also based on the 
real innovation space, but adaptations like 
the coloured drawers are made, which will 
be explained below. The usage of an existing 
environment makes sure that the game is 
more immersive due to the player being 
able to imagine the situations happening in 
real life. It is not a fantasy, but an example of 
interactions that could potentially happen in 
the real innovation space. 

The immersion was also enhanced by little 
details that can be found in the background 
and content of the game. There are items 
on the desk, like a calendar, that attributes 
to a more natural environment as the desk 
isn’t as bare and empty. This will make 
the game feel like it’s actually being lived 
in, and as the time goes on, the player will 
collect more items that all can be placed on 
the desk.  To make the game a little more 
accurate to real life, posters that can be 
seen on the TU/e campus are placed on the 
wall. Added onto that, the player can read 
character progress in a magazine called 
“cursor” (Hübner et al., 2020).



Visual Clues

The game makes use of a lot of techniques 
to make sure the game is visually easy 
to understand for the player. As a basis, 
camera-movement is used to make sure the 
game view is pleasing for the player. When 
the camera is up, the screen mostly shows 
the characters and background. When the 
camera goes down, the screen mostly shows 
the drawers. When the camera is shifted, it is 
clear where the focus is. This way, the player 
can move around between these positions 
to make the screen at that moment more 
suitable for the actions taken. To create more 
clarity on where the player has to look, the 
background was made to be more monotone 
and thus have less contrast. So, even though 
there are decorations in the background, the 
player won’t be distracted by them as their 
eyes are focused on the more contrasted 
foreground (Van der Spek, 2021). In contrast 
to the background, the characters are very 
colourful and saturated. This unconsciously 
draws the player’s eye towards the characters 
as they stand out.

To make the game easier to play, the objects 
and text in the game have been colour 
coded (Van der Spek, 2021). This can be seen 
in a few places. Most importantly, all the 
drawers each have their own colour which 
corresponds with the items inside. These 

items are designed in such a way that the 
colour of the drawer is noticeably the same 
colour of part of the object. This indicates to 
the player that these items belong together 
in this drawer and can avoid confusion. 
Secondly, the item which is requested in 
the text bubble is the same colour text as 
the drawer colour  in which the item can be 
found and items found in the catalogue. This 
way, the player can easily figure out where 
the item has to be and will make the game 
less frustrating. Especially when the game 
gets harder, it is important to keep a sense 
of navigating the large amount of drawers.

The last visual cue that is important to 
understand the mechanics is the way the 
characters respond. When talking to the 
character or handing them items, their 
facial expression changes depending on 
the players’ actions. For example: when the 
wrong item is given to a character they will 
look disappointed. These visual cues are 
very important when the player is having a 
conversation as those interactions aren’t as 
black-and-white as giving the wrong item. 
In conversation, the player has to remember 
how characters respond in different ways to 
conversation by reading the text and looking 
at the visual cues.
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Details

Colour coding and future shelves



Future screens and 
possibilities to expand
As the game progresses, there will be 
new visuals and events unlocked. These 
will enhance the interface of the game by 
adding new abilities onto the screen. These 
include new characters, new drawers to 
open, a 3D-printing machine, time-based 
actions, learning workshops, backroom and 
untypical events like a fire breaking out.

These work as a showcase for what TU/e 
has to offer
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Reward system
 The game is designed in such a way that the rewards 
satisfy every layer of “the hierarchy of rewards in 
games” (C. Webster, 2013):



1. Rewarding Player experience: Good gameplay and immersion are obtained by the usage of a 
suiting game-style, ambience and exploring fun conversations and events without being led by 
rewards.

2. Core and long-term rewards: The player will be given the reward of seeing how their overall 
performance influenced the characters’ development. The end screen will show for each character 
what they have done after the game-play is done. These endings can be collected.

3. Major and mid-term rewards: As the days go on the player will unlock new abilities like more 
drawers or using a 3D-printer. These will be used for the rest of the game but have to be unlocked 
every new game the player plays. The player also receives a cursor magazine every week to see 
how the characters are progressing. This gives the player a sense of how well they are doing.

4. Minor and short-term reward: After successfully completing an event, some characters will give 
the player a small item reward that they can place on the desk. Secondly, from time to time 
Simon will text you depending on how well the player is doing. If they are doing a good job he will 
compliment them, or if they are doing a bad job he will let them know that there are complaints. 
These do not influence the game-play but are a fun way to show that the player is doing well. When 
the game is finished the player can also view how many items they have collected out of the total.

5. Cosmetic rewards: Besides the characters changing their facial expression, there are also 
cosmetic rewards that clarify how their actions influence the affinity with the characters. When 
the player chooses an action that brings the affinity points down, the screen will show a few 
sad smiley-faces around the character. This can be done for every emotion, like happiness or 
confusion.



These rewards are all given on a different 
schedule. The core and long-term rewards 
are only given one time per game, at the 
end. The major and mid-term reward can be 
given at the start of a new day. The cursor will 
be given one time per week, while the new 
abilities can pop up more than once a week. 
These new abilities will then be announced 
on the phone as the first event of the day. Per 
day, only one new feature will be unlocked. 
The minor and short-term rewards can be 
given at the end of the day. The amount of 
these rewards can range from none to a 
few, depending on how well the player is 
playing the game. The cosmetic rewards are 
given every time the player interacts with 
characters, which is multiple times a day. 
Within one conversation the characters can 
give multiple of these cosmetic rewards.

This schedule makes sure that the game is 
interesting to play in the short-term but also 
in long-term. The short-term is satisfied 
because the player can experience new 
conversations based on their affinity with 
the characters and try out new dialogue 
options that haven’t been seen before. An 
example of seeing a choice tree can be 
seen in Appendix B. Long-term interest 
is created by the usage of having multiple 
unlockables per character. To complete the 
game the player can keep on playing until all 
the different endings are discovered. Aside 
that, the long-term goal can also be to just 

play the game as well as possible and get all 
the best endings. To achieve this the player 
has to play multiple times to remember the 
correct options and actions.  These short- 
and long-term goals make sure the game 
has goals at multiple levels (Van der Spek, 
2021b). 

The way that these rewards are given makes 
use of operant conditioning (Van der Spek, 
2021b). When the player does something 
right, they will be rewarded. This teaches 
the player what actions are positive. A 
simple example is the cosmetic rewards, 
they show very quickly if the one action that 
is just performed is good. The rest of the 
reinforcers used in the game can be divided 
into two categories:

• Positive reinforcement: The item 
rewards that are unlocked, the new 
abilities, seeing how the students the 
player helped are doing well, the cursor 
magazine, how the students interact 
with the player, Simon’s messages.

• Negative reinforcement: Failure to reach 
the highest score, seeing that students 
are not succeeding.



As mentioned, the rewards all have a 
different schedule of showing up. The game 
uses three types of reinforcement patterns

Fixed ratio: The reward items that are given 
by the students will be given after the player 
gives the right answer or does the right 
action for a certain amount of times. The 
cosmetic rewards are officially also a fixed 
ratio because  every time the player gives 
one wrong a right answer, there will be a 
reinforcement.

Fixed interval: The new abilities and cursor 
magazine are given by a fixed schedule. The 
new abilities are given per new day, and the 
cursor is given every week.

Variable interval: The messages from Simon 
can show up randomly throughout the  week 
and not after a certain amount of actions 
taken.

These different reinforcement patterns 
make for a good reward structure as 
there is a balance between certainties and 
uncertainties. These elements of uncertainty 
(Van der Spek, 2021b) make the game more 
fun and addicting. However, there should 
not be too many uncertainties as that can 
make the game unpleasant as it doesn’t 
have frequent and predictable rewards. 
Therefore, a combination of the two seems 
the most efficient.



The overarching 
structure of the game

We include the learning goals for prospective 
students in the structure of the game, 
which we did in various ways. By making 
the game all about handing students the 
tools they need, we tried to show that TU/e 
teaches students by handing them what 
they need. We included many modern types 
of technology to show that TU/e is not based 
entirely on theoretical lectures, but also on 
actual physical work and personal advice.

Moment to moment our game provides the 
players with knowledge about the basic 
tools they are given at TU/e. This shows 
them that TU/e can help modern engineers 
grow. As for the overarching structure, we 
try to change the player’s attitude towards 
university. We achieve this by showing 
dramatic arcs of many students and their 
projects. Here the player gets to help them 
reach their potential aspirations first-hand. 
This should hopefully convince the aspiring 
students that university is what they need.  
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Persuasion of 
the target group

The main goal of our game is of course to 
persuade aspiring students to come study 
at the TU/e. As stated before, we performed 
several interviews, out of which we found 
that most aspiring students become 
interested in the TU/e when they hear 
the stories of other students at TU/e. We 
immediately knew we wanted to implement 
this into our game. We thought hard about 
how it would make sense for the player to 
hear all these stories if they would play as 
a student themselves, as this would cause 
them to mostly hear from other students 
of their own study and of their own year. 
So instead of playing as a student, we 
thought of flipping the perspective so the 
player could get the role of an innovation 
help desk manager  at TU/e. This way the 
player could hear the stories of students in 
a second-person perspective. Our goal of 
course being to increase the empathy for 
the students in a similar fashion as how in 
other projects the player gained empathy 
for the survivors of the Fukushima Disaster 
(Kors et al., 2020, p. 5).



We encountered one tough decision  when 
writing out our characters.  Since our game 
is very heavily text focused, we knew we 
had to incorporate interesting, relatable 
characters. If we would make them too 
bare-bones, they wouldn’t pique the 
player’s interests, however if we fleshed 
them out too much there would be risk of 
players no longer identifying  themselves 
with the characters, losing part of their 
relatability. At this point we decided to 
design our characters after the different 
beta mentalities (Platform Talent voor 
Technologie, 2020). This way, every player 
could find at least one character that they 
can identify with in their attitude towards 
technology. We planned on making one 
character per study, which all have varying 
beta mentalities.  However, since this large 
number wasn’t feasible for the demo, we 
made sure to include four characters with 
all different studies and mentalities   Due 
to the player being able to identify with the 
characters, the desired attitude change will 
be easier to  achieve (Kors, van der Spek, & 
Schouten, 2015, p. 6).

We made sure that the balance of fun and 
realism was kept during the story writing. 
For the game to be as persuasive as 
possible, we wanted our game to be fun to 
play of course, but still keep it believable to 
the players. We thought that most games 
advocating TU/e would feel like demo’s of 
TU/e work, but we wanted our game to feel 
more like a demo of an insight of the TU/e 
life. Therefore, we tried to keep a certain 
soberness in the game. The stories you 
hear from the students you help should all 
be intriguing yet realistic. This way, we hope 
that TU/e can be represented as more of 
a community dedicated to innovation, with 
the player being an observer to the heroes 
of this game . This partaker-perspective 
is especially useful because it helps the 
player actively involved in the presented 
universe which stimulates their perception 
of responsibility. This will eventually lead to 
the player challenging their own attitudes, 
in this case, towards the stigma of the TU/e 
(Kors, van der Spek, Ferri, & Schouten, 2018, 
p. 7).



Evaluation
In the end, while the game has yet to be 
user-tested and fully-developed our studio 
is certain this game will be persuasive 
towards prospective students. As for the 
elements of the game, all parts are reasoned 
as for why they are necessary for the goal 
we are trying to achieve. The most important 
change that was made, is that the game 
went from a collection of mini games which 
can be described as the “chocolate covered 
broccoli” to an actual intriguing story-based 
game. As described in the lectures, simply 
taking the tasks that a student would do 
in real life and adding points and rewards 
to it does not immediately make a game 
fun (Van der Spek, 2021c).  Therefore, the 
biggest improvement was moving on from 
that narrative.  This helps the game feel 
more like an actual fun experience to play 
in your free time rather than something that 
is mandatory to learn. Also this aligns with 
TU/e’s recent efforts marketing everyone as 
a hero (TU Eindhoven, 2020)

However, there certainly are points of 
improvement that are critically missing 
and understandably not possible within the 
timeframe and skill-set of Studio Yjes. One 
of the most obvious is the lack of sound. 
While Studio Yjes had prototypes with sound 
that made the game twice as immersive, 
this was not implemented in the demo yet, 
as it was not the priority when making the 
game engine. Next to game-feel, the studio 
recognises the tricky path of not being a hero 
of the game, as this might not be convincing 
enough towards students, however, as the 
game heavily relies on student narrative, 
we do not see this as an issue and have 
argued for it in previous chapters through 
literature.

Finally, while the demo of the game is 
played on a computer, the game has all 
necessary features to be adapted for mobile 
easily, as this is one of the most important 
platforms to reach, if we are to make the 
game accessible.
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E. Treimanis
Having followed the first course one year 
ago, the rising importance of gamification 
within designs made me return to the 
second part of this course. While indeed 
the focus has been on serious games and 
facilitation of effective learning in games, 
the lectures and assignments have made 
me more aware of the psychology that goes 
into them. As games have become better 
and more seamless tools of persuasion 
- that go beyond interactive stories, it 
noticeably has become a better platform to 
teach new skills. Coming closer to reality, 
by not only consuming information as 
through books and lectures than actually 
consuming and executing at the same time. 
One good example of this is Brilliant.org, 
however it has made me aware how easy it 
is to gamify unwanted learning goals. As a 
designer, I see this as a challenge of today. 
I am thankful to have followed this series of 
lectures, as I now have base knowledge to 
work from and analyse. During this course 
my main contribution was organising the 

development and facilitating the creative 
input towards the concept of each team 
member - adding more meaning to each 
detail and not leaving it to chance. On a 
more specific side, I contributed towards 
the interaction design, applying theory and 
ideas from both first and second course 
lectures immediately to controls and game-
feel, helping create artwork and keeping 
it consistent throughout the game. Most 
importantly, create flows of gameplay that 
helped its development on Unity engine. 
For me it was important that as much time 
was spent in lo-fi, what could have been 
differently is time spent on working on as 
many levels as possible and integrating 
more dimensions of game feel. However, I 
am proud how far this team has come and 
can only see this as a positive learning 
experience.



Y. Daamen
This course brought a new and more in 
depth view to the development of making 
games. After following the first course, it 
was clear to me that there was more to 
game development than I thought and this 
course showcased how there was even 
more. Especially the contents of this course 
interested me, as part of it was about the 
psychology of games. Learning about the 
concept wasn’t a problem at all as the 
lectures were really engaging and it was 
noticeable effort was put into it to make it 
fun.  For the game, me and the rest of the 
group worked very hard on brainstorming 
and making a well thought out and new 
concept game. Personally, I worked most 
on the art and the character development 
and story. I think we all contributed our 
creativity which can be seen in the end 
result. The only thing that I would change is 
the fact that only Sigi worked on the game 
in Unity. It worked out because he was the 
only one with experience, but preferably 
this role would be divided as it was a lot 

of work alone, and of course the other 
students could learn to work in Unity too. 
Nonetheless, I think our group collaborated 
well while being serious and at the same 
time having fun. The last thing I can do is to 
thank Julian for his hilarious story-writing, 
Edgars for his amazing organization, 
Sigi for his programming efforts and 
Simon for being there for 2 weeks...
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J. Vink
I really enjoyed this course. The new 
material on serious games was already very 
interesting to me, and it did not disappoint.  
The group got along very well, and we split 
the work fairly evenly, especially when it 
comes to the creative input. Sigi worked 
on the game in Unity, leaving the actual 
designing of the game to the rest of the 
group. My part in this was about equal 
to the others. I came up with the idea of 
implementing a gameplay style similar to 
Papers, Please, but soon after everyone put 
in their own share of input to transform this 
game into what it is now. One thing I would 
personally have changed was the pacing 
of the creative process. I personally would 
have liked to have come with a concrete idea 
of a game earlier, as we spent a perhaps too 
large part of the course ideating different 
game concepts. To be fair, it did work out 
in the end, as I am very happy with our end 
result. First to read this gets a free lasagna. 
I hope it shows how much thought, creativity 
and love we put into Scissors, Please!



S. van Lindt
With my previous experience in Unity from 
design for game and play 1 and my project 
3 for which I made a simulation I wanted 
to rush in the Unity build before having 
a proper concept. Luckily my other team 
members persisted to really search for 
something that works. After switching and 
iterating on concepts a few times we finally 
found something that worked and locked 
it in. After that development went really 
smoothly, my role was to code the game in 
unity. With my group members supporting 
me with the sprites, dialogue trees and 
decision trees. I only had minor hiccups in 
actually being able to achieve what I wanted 
to make. Sticking to a 2D setup really helped 
since I already had experience in it. What I 
learned regarding group work is that I like 
to take on the role that makes the technical 
aspect possible. It feels good to say to your 
group that you can make something possible 
and that enables them almost complete 
creative freedom. Additionally, working in 
Miro (online whiteboard) helped me to keep 

things neat and organised, digitally and in my 
head. Within this program communicating 
ideas and concepts worked really well 
and sped up the process in general. I will 
definitely use this program in future online 
group projects and for my own projects, 
since it creates a good overview. During 
design for game and play 1 I felt unsatisfied 
with the result, being placed in the team at a 
later stage meant most decisions around it 
were already made. I felt like I just scraped 
the surface of what’s possible. That’s why 
I’m glad I got to give it another go in this 
course. With more experience under my 
belt I felt like I only was limited by time 
and not by my knowledge of unity. I’d like 
to develop my skills around game design, 
applying the skills I learned to a VR space is 
something I want to explore more in. I want 
to do this during my final bachelor project.
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Appendix A Informed Consent form



Subject Consent Form 

Dev Team 8 “Name pending” - Serious Game Design for guiding prospective 

students 
  

•   I have been given information and I understand what this research is about. I was also able 

to ask questions. My questions have been answered to my satisfaction. I had enough time to 

decide whether to participate. 

•   I know that participation is voluntary. I know that I may decide at any time not to participate 

after all or to withdraw from the study. I do not need to give a reason for this. 

•   I know that some people can access my data. These people are Edgars Treimanis, Julian 

Vink, Sigi van Lindt, Yara Daamen 

•   I consent to gathering and usage of my data for scientific publication and additional 

research on my data. 

•   I consent to my data being stored at the research location for another [5] years after this 

study. 

I want to participate in this study. 

  

Name of study subject:  

Signature: Date:   __ / __ / __ 

  

----------------------------------------------------------------------------------------------------------------- 

  

I hereby declare that I have fully informed this study subject about this study. If information 

comes to light during the course of the study that could affect the study subject's consent, I will 

inform him/her of this in a timely fashion. 

 

 

Name of investigator (or his/her representative): 

Signature: Date:__ / __ / __ 

 

----------------------------------------------------------------------------------------------------------------- 

The study subject will receive a copy of the signed consent form. 

  



Appendix B: Miro Board
https://miro.com/app/board/o9J_lfTfyjk=/ 





Appendix C: Attached Zip file of Demo 
Game


