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Executive 
Summary
Although lucrative, the game industry 
is hard to break out of for smaller 
developers. One way to increase the 
chance of a game being discovered 
is by innovating in the way a game 
is designed. In this design report, I 
explore the possibilities of applying 
dynamic game elements to the “action” 
motivation model of a game through 
design. The design artefact, “Elevator 
Engagements” is a dialogue based 
game that measures player input data 
and picks between a high-action and 
low-action gamemode based on a 
sketched “action level” calculated from 
said data. 
Key findings of the results of an user test, 
design process experience and demo 
day observations are the following.
 
A high interest in the novelty of the 
adaptive game player profile. 
Hints of a common “Fear of 
missing out” of content not being 
picked by the algorithm.
A potential increase in novelty 
when using action as an adaptive 
element at the cost of a harder to 
develop game. 
Possible approaches to innovating 
with adaptive player profiles. 

Prologue
In relation to my vision, my final bachelor 
project was meant to explore my options, 
and look for a way to harmonise game 
design elements and industrial design 
techniques learned throughout my 
bachelor. 

The transition towards the end of my FBP 
has been a journey in which I learned a 
lot about how I want to build my skill set 
in relation to game design and what it 
means to design with a focus on making 
entertainment better for everyone. 

Figure 1, Pixel art char-
acter from the game
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Project goal & 
scope

The gaming industry

DEVELOPERS
The gaming industry is massive, with the 
global video game market value being 
estimated at almost 270 billion dollars 
(figure 4) (Clement, 2021) and Activision 
Blizzard being signed by Microsoft for 
70 billion dollars (Robinson, 2022). 
On the flip side, in the PC software 
distributing platform steam you can 
easily expect a yearly amount of 
releases near 10 thousand (figure 3), 
6 thousand of which are indie releases 
(figure 2) (SteamDB, n.d.). In figure_ you 
can see that the total revenue earned by 
the top 10% of studios is very top-heavy. 
Overall it’s hard to stick out in the 
gaming industry, especially as a smaller 
developer. This means that any way 
to make a game more interesting or 
innovative is very important. 

Figure 2, Indie release by year (SteamDB, n.d.)

Figure 3, Steam release by year  (SteamDB, n.d.)
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Figure 4, Estimated video game market 
revenue (Clement, 2021)

Figure 5, Revenue earned by top 10% of 
developers (Clement, 2021)



GAMERS
To get a better understanding of who 
plays games I analysed the target 
audience for the course Design 
Innovation Methods, with the approach 
of market segmentation (Yieldify, 2020). 
The following parts are based on the 
research done during this course.

Demographics:
When looking at a report by the 
Interactive Software Federation of 
Europe (ISFE & EGDF, 2020) in figure 6 
can be seen that ages vary widely.

Geographics:
Geographically, video games are a 
digital medium that is easily distributed 
across the world. However cultural 
differences are hard to calculate and 
thus the main audience in mind is from 
the Netherlands. 

Psychographics:
A good source to understand different 
categories of gamer motivations is 
research performed by the Quantic 
Foundry, which surveyed over 400,000 
video gamers. Specifically, their 
reference sheet (Quantic Foundry, n.d.) 
is interesting. When looking at figure 
9, you can observe the wide array of 
different player styles people have. 

Behavioural: 
From figure_ can be concluded that a 
large number of players play at least 
one hour a week, additionally, people 
spend less time on average playing 
video games than on social media and 
watching tv. In figure 10 can be seen 
76% plays at least one hour per week. 
Additionally in figure 7 can be observed 
that the distribution of players across 
platforms is also very equal.
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Figure 6, gamers age distribution (ISFE & EGDF, 2020)

Figure 7, gamers platform distribution (ISFE & EGDF, 2020)

Figure 8, Average time spend playing video games(ISFE & EGDF, 2020)

Figure 9, Game motivation models (Quantic Foundry, n.d.) Figure 10, Play time (ISFE & EGDF, 2020)



A more personal game

In the gaming industry, independant 
developers have a hard time. There’s 
an endless sea of new releases coming 
out, and the large majority of revenue in 
Europe goes to the top 10% of studios. 
For gamers, personal variety is 
common. Something that can be seen 
in demographics, geographics and 
behavioural. Especially when looking 
at the psychographics of the gamer a 
design opportunity arises. When looking 
at the gamer motivation models from 
the quantic foundry, it is observed that 
players enjoy their games differently. 
One way to innovate would be to 
cater more to those motivation models, 
something that already has been done is 
the usage of dynamic difficulty. 

Dynamic difficulty

When looking at games that apply 
dynamic difficulty you can easily find lists 
and examples of games using it to make 
their games more accessible (Tropedia, 
n.d.). But an example of a game that 
really tries to be ahead of you is the 
game “Will you snail?” (Tyroller, 2022). 
In this game, an AI continuously tries to 
taunt you and predicts your movement 
and adjusts the difficulty accordingly. 
This game can be seen as an extreme 
version of dynamic difficulty. But this 
almost extreme usage of an adaptive 
mechanic caused the game (with the 
addition of a brilliant youtube marketing 
approach) to have a total breakthrough. 
Thus exactly having the effect we’re 
trying to replicate.

Unexplored territory

Where an interesting opportunity arises 
is in other parts of the gamer motivation 
model, dynamic difficulty largely 
remains the only player motivation type 
discovered in both research and games 
themselves. 
So the scope of this design project is :

to explore applying a dynamic 
element to another motivation 
model to increase the novelty and 
discoverability of a game.  

The end goal should be key 
insights that require further 
exploration or can easily be 
applied in the process of designing 
an innovative, novel game that 
grabs attention. 
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Figure 11, Character 
from the game 
“Pella” 

Figure 12, Character 
from the game 
“Rodyn”



Design process

INITIAL DESIGN QUESTION
The design question has changed a lot 
across the course of the project, this was 
mainly due to pivots after key insights 
and changes in my personal vision & 
identity. When starting out the project my 
design question was as follows: 
I am studying the optimal way to 
market, analyse a simple demo 
and pivot it towards an optimal 
market approach. 

GAME JAM / PRESSURE COOKER
For this project I wanted to firstly 
explore the topic through technology 
and realisation, this was to get a better 
baseline understanding about what it 
takes to make a simple game. 
The starting point was a game jam by 
Brackeys (CodeMyst et al., 2022), a 
game jam is a game making contest in 
which you have a limited time to make 
a game within a theme. For this game 
jam specifically, there was a one-week 
time window. This game jam served 
as a pressure cooker which provided 
community feedback and support as 
well as a deadline to work towards. The 
purpose of the pressure cooker wasn’t 
necessarily to innovate but more so to 
get a baseline product on which I could 
adapt and add innovative elements.
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Figure 13, Brackeys gamejam visual (CodeMyst et al., 2022)



THE GAME
The game that was made is called “that 
card is not real” (Lindt, 2022). It’s a 
dialogue-based game in which you 
have to figure out if the card someone 
is selling you is real. In total, the game 
had 4 endings based on a branching 

path dialogue node system which was 
adapted from an online tutorial on node 
systems (Gowland, 2021). The system 
was adjusted to be able to handle 
different endings and multiple options 
and can be seen in figure 16. 
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Figure 14, That card is not real! Game screenshot

Figure 15, That card is not real! Ending screenshot

Figure 16,First iteration nodesystem



EVALUATION 
In total the game  got 6 ratings on the 
game jam with the adherence to theme, 
innovation and fun being the highest-
rated parts of the game. The game got 3 
comments with the main message being 
that for a first solo project it was a good 
attempt. 
The experience of creating the game and 
the observations of people playing the 
game taught me that I wanted to continue 
with dialogue-based games with witty 
writing. And innovate specifically on this 
topic. 

IDEATION & RESEARCH
With the pressure cooker done it was 
time to ideate and sketch out possible 
ideas, this started with a brain dump 
for possible genres, mechanics and 
narrative path (figure 19). After that 6 
random combinations with all three topics 
were made and a quick game design 
prompt was written about them. Each 
of those prompts was then graded on 
creativity, social intrigue, engagement 
and entertainment, which are core values 
of my vision (figure 18). For the 3 best 
prompts explorative sketches were made 
after which a final decision was made 
based on design intuition. 
To better explore this iteration a video 
about the game elements was made 
(https://youtu.be/UQPGh7VQSZ0). 
After that, the results of the ideation 
combined with the different player 
motivation models from the quantic 

foundry resulted in a design opportunity 
where measured player input data is 
used to find the preferred playstyle and 
adjust the game accordingly. 
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Figure 17, Results brackeys game Jam 
(CodeMyst et al., 2022)

Figure 18, Scoring of idea concepts Figure 19, Ideation pages



USER TEST

The pressure cooker game was adjusted 
to measure game input data, specifically 
the dialogue path, endings taken, mouse 
movement and decision time (figure 20).  
The goal of the user test was to control 
for glaring oversights, evaluate the 
concept direction and check if the main 
assumptions made are justified those 
being: 

• People want a personalised 
game experience.

• A game that morphs between 
play styles is valuable.

• The metrics made in-game are 
somewhat accurate.

As well as inquiring about the overall 
comfort of the participants with the 
collection of their data for the purpose of 
adaptive modifiers.

METHOD
The user test consisted of three parts, 
filling in the questionnaire of the quantic 
foundry to find the participants’ player 
motivation model (Quantic Foundry, 
n.d.) followed by a session with the 
data-measuring demonstrator from 
the pressure cooker and lastly a semi-
structured questionnaire aiming to get 
insights in the goals mentioned above 
(appendix C). 
The questionnaire of the quantic foundry 
results in a player profile with an affinity 
in each motivation cluster. It was used 
to represent each cluster by having a 
participant with a very high and very 
low affinity in each cluster for a total of 
6 participants. 

Figure 20, Data measured during adjusted pressure 
cooker

Figure 21, Example player motivation models with 
high action left and low action right
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Figure 22, Theme sorting of user tast transcripts



INFORMATION PROCESSING
The information of the interviews was 
then sorted based on a conventional 
content analysis, where themes are 
defined during data analysis (Hsieh & 
Shannon, 2005, 1286)(figure 22). The 
arising themes were also categorised 
based on how many data entries were 
for them. Lastly, those themes were 
grouped again to help with future 
reference (figure 23). 

RESULTS
After analysis a few things could be 
concluded, primarily participants shared 
a common “fear of missing out” on 
possible content regardless of if they 
believed the game would pick the right 
game type for them. Additionally, there 
was a concern about compromising on 
the quality of the game, arguing that 
an adaptive game needs twice as much 
content. Next to that, there also was a  
“I want to see it first” mentality with one 
participant saying: “It definitely would 
be interesting”. Lastly, there were a lot of 
opposing claims that matched the player 
profile, these included remarks about 
game elements “I like it when” or  “I 
don’t like it when”.
One striking observation was an almost 
polar opposite way of playing for 2 
different participants. Where one would 
play the game extremely carefully and 
slowly, taking a lot of time, and the 
other playing almost rushed and quickly, 
not even bothering with reading the 
contents. 
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Figure 23, Clustered themes 



PRELIMINARY DEMO 
DAY ITERATION

ANOTHER SCOPE CHANGE
With those new insights there was a 
final pivot in a new scope, this being: 
“Exploring the design innovation 
possibilities of a dialogue-based 
game by using player input data 
to measure the desired action and 
adapt the game accordingly”.

WHAT IS GAME ACTION
With the results of the user test in mind, 
more exploration was done about how 
to make dynamic action game elements. 
Firstly to sketch a better profile of who 
high and low action players would be 
2 personas based on the user test data 
and related games were made (figure 
25 & 26).
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Figure 24,  you will snail gameplay (Tyroller, 2022)

Figure 25,  High-action preference persona



ART STYLE DEVELOPMENT
To create the visuals for the game a 
unique pixel art development technique 
was used. This technique uses 3D models 
in Blender (Default Cube, 2020) in 
combination with the freestyle outline 
feature and compositing nodes to reduce 
the pixels and colours in the image. This 
works a lot better than a conventional 
pixel art filter because the freestyle tool 
is able to recognize depth, as well as 
that Blender allows for more flexible 
adjustments in lighting, character pose 
and materials. 

ART STYLE PROCESS
To get a sprite for the game, firstly a 
model from Adobe Mixamo gets chosen. 
Mixamo is a database with different 
character models and poses . After that 
the model gets imported in Blender, it 
then gets properly aligned, lighting gets 
added to highlight the right features, 
the materials properties get changed 
to make the model less glossy and the 
amount of colours in the mesh roughly 
get reduced manually (figure 27,28,28). 
After that, the render goes through 
a node system that reduces pixels by 
rescaling  the render and reduces colours 
by rounding colours in a range upwards. 
The amount of pixel and colour reduction 
are seperated in a value node so that 
they can be adjusted easily (figure 30). 

Figure 26, Low-action preference persona Figure 27, Mixamo character (Adobe, n.d.)



ART STYLE DEVELOPMENT

Figure 28, 29, 30,  Character pixel art conversion process



UPDATED GAME MANAGER
Since for this build there will be more 
dialogue to process, an additional 
plugin called Ink is used (Inkle Studios, 
n.d.)(figure 37). Ink is a dialogue 
formatting tool which makes branching 
paths and longer dialogue easier to type 
and format. To support this, the node 
system was rewritten to handle ink files 
and game states rather than individual 
sentences making it a lot shorter (figure 
31).

HIGH-ACTION GAMEPLAY
From the persona high-action gameplay 
elements could be concluded. The high-
action gameplay needed to be fast 
with a sense of urgency and should 
rely on mechanical skills. This can 
then be supported by providing high-
intensity music and visuals alongside the 
gameplay. 

LOW-ACTION GAMEPLAY
On the contrary, low-action gameplay 
elements could be concluded from the 
low-action persona. This low-action 
gameplay would focus more on creating 
a calm atmosphere by removing 
the sense of urgency and creating 
a challenge by testing the player’s 
knowledge of the characters rather 
than mechanical skills. This is done by 
slowing down the speed at which the text 
boxes move, and making the floating 
text boxes the same colour, forcing the 
player to separate them by contents 
rather than colour (figure 33). 
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Figure 31, new and improved node system

Figure 32, preliminary demoday gameplay

Figure 33, Hue 
shift for low action 
game-mode 
textboxes



ACTION SCALE
To make the action adjustable for the 
game a central variable GameAction 
was used. This variable controlled all 
the gameplay elements related to action 
so the speed the dialogue boxes moved 
and the colours of the textboxes. For the 
mockup demo day, the action scale was 
adjustable with the mouse scroll wheel 
so that the GameAction adaptability 
could be changed by a wizard of oz 
technique. 

UI
The UI of the game was sketched out and 
a mockup was made in Adobe Xd, the UI 
needed to communicate certain design 
elements, like the origin of the text (from 
the characters) as well as enough space 
for decoration to communicate the idea 
of being in an elevator (figure 34, 35, 
36). 

STORY
Roughly summarised, the story is about 
you, an AI that controls an elevator in a 
sci-fi world. The elevator gets powered 
by the conversation of people but to do 
so it mixes up the words the individuals 
are saying and spits them all out in 
random order. To power the elevator 
the words need to be sorted back to 
the right individuals. By following the 
conversations with the guests of the 
elevator, and the person that created 
you. You slowly get to know the world 
and why you’re there.
The story needs to involve both high and 

low action of the game in the lore so 
that the game can discuss the players’ 
preferences without breaking immersion. 
This is achieved by using conversations 
as a central part of the story, just like 
the game action, a conversation can 
vary from person to person. Some 
conversations are hasty and quick, 
almost like arguments, while others are 
calm, controlled and comforting.

PRELIMINARY DEMO DAY 
CONCLUSIONS.
The main observations of the preliminary 
demo day were as follows:
• The UI and setup were not intuitive 

enough, people didn’t get where the 
dialogue was coming from and who 
was saying what.

• The colour fading was not as effective 
as predicted, with people relying 
only on colour until the two were 
completely inseparable. 

• The dialogue counting system did 
not make sense and the correlation 
between getting the right note and an 
increase in score was barely noticed.

With this in mind the final demonstrator 
needed improvements for the action 
scale, and UI, as well as a lot of internal 
restructuring since combining the node 
system with the Inky node parser, caused 
a lot of bugs and problems. Additionally, 
the event system, which made use of the 
observer design pattern, was used as a 
band-aid solution multiple times, causing 
the build to be very unstable. 
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Figure 34, 35, 36 UI process

Figure 37, Ink editor



FINAL 
DEMONSTRATOR
CODE
DATA MEASURING

For this iteration the data measuring part 
from the pressure cooker was used, for 
this an action manager-script was used 
(figure 39).
 
CHANGED PROJECT STRUCTURE & 
ARCHITECTURE
To make the project easier to work 
in, it was rebuilt from the ground up, 
adjusting code from the preliminary 
prototype. The first thing implemented 
was a simple state-based event system to 
replace the node system, next to that was 
more frequent usage of static instances 
to manage the game rather than the 
previously used event system.
The flow of the different scripts can be 
seen in figure 38, here can be seen that 
the GameManager now is the driving 
force behind different actions rather 
than the nodesystem. Aditionally, the 
DialogueManager was made to handle 
all the dialogue rather than having 
multiple versions of it for each different 
gamestyle.
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Figure 38, Project codebase structure

Figure 39, Player input to actionmodifier 
conversion script



UI / UX
To make the game more intuitive to play 
the UI was redesigned and the textboxes 
were moved from the top to the bottom. 
The dialogue and score indicators now 
flow directly out of the movement of 
the textbox in its final position. The 
characters were moved up a bit to 
accommodate this and the starting 
dialogue UI was changed to indicate 
more clearly that someone was talking to 
you (figure 41). 
Additionally, the two sides of the game 
where later on characters will be are 
already colour-coded. This familiarises 
the player with the input for the high-
action gameplay face in which you need 
to quickly recognize directions. 
Lastly, when missing a note an error 
sound would be played and the note will 
remain in the final position. This way the 
player can adjust for their mistake and 

pick the right option rather than being 
confused about why their points got 
deducted. 

POLISH
For the final touches all the placeholder 
graphics and text got updated. Hit and 
miss sounds were introduced to the game 
and high and low-intensity music was 
added for their respective game action 
parts. There’s also an added “explosion” 
effect when a note is right, a restart 
button is added and a proper end screen 
to conclude the game was implemented.
Lastly, the game was ported to make it 
possible to play on mobile devices with 
a touchscreen to make it more accessible 
during the demo day. 
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Figure 40, Final UI mockup

Figure 41, Question gamemode interface final demonstrator

Figure 42, Gameplay gamemode interface final demonstrator



Final demo day 
observations
To gauge the effectiveness of the concept 
and prototype, the actions of the people 
interacting with the demonstrator were 
noted. 

STORY-DRIVEN GAMES IN A 
DEMO DAY SETTING
One of the biggest observations was 
the liability of a story driven game for a 
demo-day style presentation. Although 
people were interested in playing the 
game, they quickly lost interest in the 
demonstrator due to it not being pick-up 
and play. The game relied on dialogue-
based immersion to be entertaining, 
something which is hard to achieve in a 
limited timeframe. 
Additionally, the introduction was 
shortened to make the experience 
quicker. But because of this the 
measurements became less reliable, 
causing the result to almost always be 
the lower action gameplay mode. 

LOW-ACTION 
This however did give insights in the 
low-action gamemode. With one insight 
being that people still felt a sense of time 
pressure while playing the low-action 
gamemode, a polar opposite of what 
was desired from this kind of gamemode. 
This was mainly due to the dialogue 
notes stacking up and the modifier still 
being there.
Because of this, a majority of people 
playing the game in low-action did 

not read the revealed dialogue parts, 
a big piece in the reward system for 
low-action gameplay. Because of the 
combination between players not being 
immersed in the story and not reading 
the story elements during gameplay the 
low-action gameplay ended up feeling 
bland. 

HIGH-ACTION
In isolation (so with no preemptive world 
building and measurements) the high-
action gameplay was easier to enjoy 
and pick up, for almost everyone. And 
although there were no preemptive 
player profile measurements, it seemed 
that if all the time was spent polishing the 
high action gameplay the overall demo 
day experience would be better.
In the end this doesn’t necessarily mean 
that the concept is dead, however it takes 
a good amount of skill and creativity to 
develop those novel variations in game 
action in regards to the player profile.

VISIBILITY OF ADAPTABILITY
A very big contrast however was the 
reaction to the concept and the process. 
Which generally was a continuation of 
observations made during the previous 
usertest. With people understanding 
the process and buying into the idea of 
adaptive game mechanics, generally 
giving very positive reactions. But not 
really seeing this adaptability reflected in 
the gameplay, this is because you don’t 
see what you’re missing and are just 
playing a linear game.
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DISCUSSION
NOVELTY
Something recurring in the demo day 
observations and the user tests is that 
people are open to the novelty of the 
project, although afraid for the quality 
of the game. Novelty is an important 
factor in the discoverability of a game, 
and to really utilise the possibilities. But, 
using dynamic game elements comes 
with a great challenge to maintain a 
high quality for the game. Overall from 
experience the easy part is to measure 
and predict a player style, by finetuning 
it with small patches across the game 
release. The harder part is coming up 
with innovative parallel game modes 
that still are fun to play and don’t take 
double the amount of effort to make. 

ADAPTIVE GAME MODIFIERS
In the context for measuring player 
action in a dialogue based game, it’s 
quite achievable to do this. To help with 
sketching a player profile it helps to pick 
a sub genre that is polarising, dialogue 
for example. How quickly people are 
progressing through a dialogue tells a 
lot about what they’re looking for at 
that moment.

ACTION AS ADAPTIVE MODIFIER
The final demonstrator was specifically 
focussed on game action, game 
action. Game action comes with a few 
problems and boons. With the main 
problem being that it’s challenging to 

not make it an alternative version of 
dynamic difficulty. Just slowing things 
down leaves a void, where the fun 
and challenging aspects of quick 
reactions need to be replaced with 
something else. 
This project was done by testing 
the players’ knowledge about 
the characters and their social 
skills. However this does mean 
additional writing and restructuring 
the gameplay interface. Overall 
it’s harder than having adaptive 
difficulty.
When picking action as an adaptive 
modifier it should be the main 
mechanic of the game, so lean into 
it and put focus on this adaptability. 
Don’t just lock the player into high 
or low action but play around with it 
and show them that there are multiple 
ways of playing the game. 

FEAR OF MISSING OUT
One of the biggest observations was 
a global sense of “FOMO” gamers 
are afraid of missing content when it’s 
adaptive, and when using adaptive 
modifiers it greatly helps to implement 
those in the story like mentioned 
before. 
This fear of missing out secretly 
incorporates another player 
preference model, this being 
completion. Where a player with high 
completion could return to the game 
and replay with different modifiers to 
find out all the content.

CONCLUSION
“The scope of this design project 
is to explore applying a dynamic 
element to another motivation 
model to increase the novelty and 
discoverability of a game. “
“The end goal should be key 
insights that require further 
exploration or can easily 
be applied in the process of 
designing an innovative, novel 
game that grabs attention. “

The product at hand, “Elevator 
Engagements” is a dialogue based 
game that measures the players 
preferred action level and adjusts 
accordingly is a glimpse in what is 
possible with adaptive modifiers. 
The idea of using adaptive modifiers 
other than difficulty has potential, 
however a more polished and 
convincing demonstrator is needed 
to really measure the added value 
provided to users. 
Next to that, the design process delivers 
insights in how to approach innovating 
with adaptive modifiers and certain 
potential pitfalls. 
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APPENDIX
A) REFLECTION

Coming into this project the biggest 
gaps in my development were for 
creativity & aesthetics and vision & 
identity. 
For this project I wanted to solidify my 
vision and identity, and use it to get a 
better grasp at what I want to do after 
my bachelor. 

Creativity & Aesthetics
For C&A I tried to lean more into my 
strengths by focusing more on tool 
assisted ways of creating visual work. 
This meant working out a workflow 
in blender to make a unique and 
interesting form of artwork from 3D 
models. 
I learned that art isn’t necessarily 
something that I’m bad at, more 
so something I like to explore in a 
digital way. I want to continue with 
this approach to art, making use of 
procedural nodes and other tools in 
Blender. 
Additionally I learned a lot about 
creating a coherent style and working 
from that. In general this was quite 
manageable as a lot of assets and other 
visuals had to be made for the game 
anyways. This meant that I had a lot of 
visuals to already work with.

Technology & realisation
I thought I would be pretty well situated 
with my knowledge of unity to really 
get a project going. At some times 
developing new mechanics was easy, 
but I made multiple structural errors 
causing me to redo the unity build 
before the final demo day. 
I’m just now getting a grasp on writing 
more solid code that, with the use of 
design patterns and solid principles, 
is easier to test and fix in isolation to 
other parts. Because of this it might be 
harder to notice the changes between 
the preliminary and final demo-day 
prototypes, but there’s a lot of structural 
differences. 
Next to code I wanted to start with T&R 
as an outgoing point for this project, 
something I haven’t done before. And 
overall I enjoyed the experience, having 
a quick technical demo helped with 
estimating how long further iterations 
would take. However, in future projects 
I want to make better use of the product 
of the pressure cooker, something 
which is hard since the scope of the 
project slowly shifts with each iteration. 
Something for which I could’ve used the 
pressure cooker was as a baseline to 
compare it to a more dynamic game. 

Maths, data & computing
Working in C# has a lot of overlap 
between T&R and M,D&C. Measuring 
and processing player input leans 
more towards M,D&C though and this 
is something I’ve learned a lot about. 
It actually surprised me how easy it 
was to measure player data in unity in 

the cleaner code I’ve learned to write. 
One of the harder challenges being 
normalising the input data to a distinct 
“action” number.
 
User & society 
I’ve had a fair share of elaborate 
user tests before, but for this project 
it was the first time I organised each 
individual part on its own. While alone 
I’ve learned how much work a user 
test actually takes, across planning out, 
interviewing, transcribing and coding all 
the participants’ data. 
An additional challenge was 
interviewing people that were very 
enthusiastic about a topic. For this 
project I interviewed a few people 
from the E-sport organisation Zephyr. 
Because they have a lot of personal 
experience with the topic they often 
think of solutions for you and also have 
a very high demand for games. Filtering 
out the things that are not relevant for 
the project was an interesting learning 
experience. 

Business & entrepreneurship
During my internship I had a lot of 
observational experience of different 
company structures. 
I wanted to apply this knowledge to 
a personal project, and I tried to do 
this by using desk market research 
for the foundation of the project. This 
was a good start to apply my insights, 
however I still want to learn more about 
marketing a more finished product, 
something I didn’t have the chance to 
do for this project. 

Professional identity & vision
One of my goals for this project was to 
explore different design opportunities 
within game design. When I picked up 
game design it seemed like a perfect 
combination of all my interests and skills 
and I knew it was something I wanted to 
work more with. 
I think the most of the issues of my 
project originated from not having a 
clear end point in mind, with having 
an unrealistic expectation of creating a 
completed game. “Just innovating” was 
my scope in the beginning, which was 
not enough. I had to reinvent my vision 
and felt like I needed to have a mission 
or a call to change the world. After 
talking a lot with members of the squad I 
learned that it is okay to strive for good 
entertainment as a mission. In its own 
way it makes people’s life better, just by 
making their little interactions with my 
product as good as possible. 
Something that caught my interest this 
year was the idea of helping makers 
make, and the creation of design tools. 
And this is something I want to explore 
more in future projects.
For next year I’m planning to join the 
AR toolbox student team Arjo is setting 
up and learn more about coding and 
making design tools. 



B) INFORMED CONSENT FORM



C) USER TEST QUESTIONS


