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Abstract 

This is a study of how games can be used to encourage self-reflection. The study uses 

Everyday-Social Anxiety to establish a base point from which to make a game. During the 

study a game was developed using the research found. The game uses mechanics in order to 

link the player to the games protagonist. This link is then used in an attempt to encourage the 

player to self-reflect. Known design methods are used as guidelines of how the study and 

game is made. These methods originate from both game design and design of informative 

systems (such as servers). Some psychology sources are used in order to gather an 

understanding of what Social Anxiety is and how it affects people, the focus however, lies on 

the subject of Media technology and game development. The study concludes with results and 

a discussion. In the discussion the entirety of the study is motivate and reflected over by the 

authors. The results are specifically presented in a conclusion, presenting what was done, and 

what the study led to. 

 

Keywords: Social Anxiety, Design, Game, Mechanics, Link. 

 

Abstrakt 

Detta är en studie på hur spel kan användas för att uppmuntra själv-reflektion. Studien 

använder vardags-social ångest för att etablera en utgångspunkt utifrån vilken ett spel skapas. 

Under studien utvecklades ett spel utifrån utforskningen som hittats. Spelet använder 

mekanier för att skapa en länk mellan spelaren och spelets protagonist. Denna länk används i 

ett försök att uppmuntra spelaren till att själv-reflektera. Kända design metoder används som 

riktlinjer över hur studien och spelet skapas. Dessa metoder kommer både ifrån spel design 

och design av informationsteknik (Till exempel servrar). Några psykologi källor anväds för 

att skapa en förståelse av vad Social Ångest är och hur det påverkar människor, fokuset ligger 

dock på ämnet Medie teknik och spel utveckling. Denna studie avslutas med resultat och 

diskussionen. I diskussionen motiveras och relfekteras över hela stuiden, av författarna. 

Resultaten presenteras i en slutsats, där det som gjorts presenteras, och det redovisas vad 

studien lett till. 

 

Nyckelord: Social Ångest, Design, Spel, Mekaniker, Länk. 
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1. Background 

This chapter presents a short background providing the base of the study and where the 

subject of the study originates from. It also presents some prior experience we have and 

observations that led to the research question and the idea for the study. 

 

This study was made to give an understanding of how people can connect to a game, and be 

affected by the experience. To narrow it down, everyday-Social Anxiety is used as theme for 

the game. That is the slight anxiety everyone seems to have felt at some point in their life 

when doing things such as learning a language, or moving away from their parents for the 

first time. 

 

To keep this separate from the Social Anxiety Disorder, it will henceforth be referred to as 

Social Insecurity. We were aware that social insecurity as a term has been used by others, 

however, what we mean by it in this text and study, is that slight feeling of insecurity 

everyone can feel about everyday social situations, such as before they meet a new person or 

before they go to work and so on. 

 

The focus of the study lied on the social and the society rather than psychology, and hence 

examples and conclusions will be based less on psychology and more on social, it is also 

heavily based on games. 

1.1 Previous studies 
 

We have both studied the phenomena of existential crisis and what that means. During those 

studies one of us focused on self-reflection through game mechanics, while the other studied 

fictional characters and how they affect people who consume the media they are in, as well as 

how they are made relatable. 

 

During the studies the term “Social Anxiety” made its presence known more and more 

frequently which in turn made us wonder what it meant. Searching for information, we found 

a lot about the subject of “Social Anxiety Disorder”, however, after reading up on it, we 

believe it is not the same as the social anxiety of the average daily life. Hence the idea for 

study of the subject of everyday-Social Anxiety was formed. 
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During prior studies the question of what makes a character relatable was used. The intent of 

the study was to find out what makes a character relatable, and why that is. The study focused 

solely on fictional characters and their connection to people. It considered the effects of 

fictional characters as well as what they mean to their consumers, and how they can affect 

them, once the show/game/book they are in. (Shedlosky-Shoemaker, Costabile, Arkin 2014).  

Elements of this study will be used to help in the making of the games character, and while 

the conclusion of that specific study mostly used Situated Knowledge (Harraway, 1988), it 

gives an idea of how the fictional can affect the real. The conclusion also helps determine the 

target audience for the game. 

1.2 External factors 
 

The topic of self-reflection and self-actualizing had been chosen and were inspired by “status 

anxiety”, which Alain de Botton (2012) talks about, and how it can result in us having really 

destructive values. The values tend to be based on financial success and material possessions. 

If you fail everyone will know it instantly and your professional “legacy” will be “tainted” 

forever (a bit melodramatic perhaps, however the idea should be conveyed.). We have a 

tendency to be cripplingly self-aware. A crippling self-awareness combined with the fear of 

failure can make every little mistake made to feel like the end of the world. This crippling fear 

of failure prevents us from daring to take chances in life. We are getting used to just drifting 

through life passively, never daring to risk anything and jeopardize our safe position. Because 

we have spent years chasing values that we might not ourselves relate to, for everyone to see 

how successful and happy we all are. Although it is almost always a façade. A person who is 

truly happy, usually has no need for going around proving it to everybody. 

We have therefore chosen to express this research in the form of a digital video game. Since it 

has the element of interactivity we hope it can touch the player on a deeper, more intimate 

level. It is also a topic that is not generally discussed in games as a media. 

The game will be metaphorical and symbolic, partially for the sake of enjoyment, and in some 

cases over exaggerate situations to make a point. 

 

This chapter is an introduction to the study and where it comes from, as well as a base for the 

study’s research question and aim. 
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2. Research Question 

The question the study is based upon is as follows. 

How can a game be used to motivate self-reflection in a way that inspires people who feel 

stuck in their everyday lives? 

 

The game in question is supposed to somehow make people who play it, want to self-reflect, 

on their own. The word stuck is implied negatively here, the purpose is not to make people 

who are happy with their living situations think, but rather those who are not, hence the words 

“stuck in” are used, rather than “living”. 

3. Aim 

The purpose of this study is to help inform the decisions of a game developed in order to 

encourage people to take “harmless” risks, that is, risks that cannot lead to any sort of injury. 

Examples of such risks might be, talking to a stranger or helping someone pickup their papers 

of the ground if they would happen to drop them. These risks can also be bigger, such as 

leaving a job you are unhappy with and pursuing a different job or a dream. Hence the intent 

is to encourage people who feel negatively stuck in a life they dislike, to dare to change it. 

In an attempt to do this, a game was made, featuring an ordinary person as the protagonist. 

The purport of this study was therefore to give a better understanding of what Social 

Insecurity is, but also to see whether it can be affected by interactive media such as a game.  

Can the events of a characters experiences in a game give you the courage to do something 

positive you did not do before? Such as speaking to that girl at work or applying for an open 

job position. The idea is to somehow make people think for themselves, and consider what 

they actually want to do, and what is needed of them to get there. More specifically focused 

on the people who are not happy about their lives or positions and have something else in 

mind, but in many cases dare not chase it. 

 

How can this be encouraged using a game? To begin with, the goal of the game’s situations 

and protagonist is to try to create a link between the character and the player, a sense of 

understanding. The games protagonist is placed into situations where the player’s own 

experiences and memories should help them relate to the protagonist and what he feels, and 
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get a feeling of recognition in how the character acts, as a reflection of how he felt in this 

situation. 

 

“The Sims of the oppressed’ is just an example of how current simulations could be enhanced 

to allow more room for discussion and critical thinking by changing the way games deal with 

character use and design” (Frasca 2001). 

 

Much like Frasca (2001) writes that The Sims (2000) can be used to spark a discussion about 

ideologies. This study will use games to encourage self-reflection through game design 

choices. 

 

The games purpose is to inform about and work with the increasing social insecurity in 

society and people today. It is supposed to encourage and help those who are unhappy with 

their current lives to change them, or try to.  

 

The game should also have entertainment value, that is, it should be enjoyable to play, and not 

focus solely on information. Hence it is less of a medical game and more of an entertaining 

experience with an informational base. There is also the aspect of self-help, while the game 

does try to help people, it is not based on psychology and lacks any medical grounds in self-

help. Enjoyment will be in the focus and the idea is to inspire the players to think about their 

situations and what they could do about them, to self-reflect. This will be done through the 

means of a relatable and quite unlucky protagonist who is, as the targeted audience, unhappy 

about his life but dares not attempt to change it, for fear of what might happen if he does. 

4. Two Authors 

This study was written by two people. This meant that everything written needed to be read 

and agreed upon by both authors, before being established. We mainly worked on the same 

area of the text at the same time, with one person writing and the other discussing and 

reading. At certain points of the study we split up and handled different pieces of the study, 

this mainly occurred when something needed polishing and while there were still unfinished 

segments of the text. 
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5. Previous and Current Research 

Our field of study is Media technology, and our subject of study bases in social science and 

psychology, the aim however, is to make a game. Our sources will therefore have some base 

in psychology, but mostly focus on game development theory and existing games. This is in 

order to gain insight in how design choices in games have been made. In this segment, the 

major sources used in the study are shown and discussed. The three major points are the 

sources relating to social anxiety, which are used to provide an understanding of the studied 

subject. The emotional connection between a player and a game as well as a protagonist, and 

how that connection can be and has been achieved. The last point being how game mechanics 

can be used to further integrate a player into a game and help create a relation between a 

player and a protagonist.  

 

5.1 Psychology sources and studies relating to Social Anxiety 
 

In What Steps to Take? How to Approach Concerning Anxiety in Youth (Kendall, Makover, 

Swan, Carper, Mercado, Kagan, Crawford, 2016). Data about Anxiety is presented detailing 

how often it occurs as well as what effects it can have on younger people who are affected by 

it. Anxiety is also presented as one of the bigger problems among younger people today. We 

used this study and its data to get a general understanding of what anxiety is and how 

common it is. It provides data showing it is a problem today (mid 2017). This made us 

consider the internet as a contributing factor, as it makes actual physical conversations and 

interactions less necessary, and hence more uncommon, due to the constant accessibility of 

things such as phones and chats today. 

 

However, anxiety is a broad subject, and can mean several things and cause several different 

kinds of problems. Therefore, a specific kind of anxiety was required, one that is highly 

relevant today (mid 2017), and might be increasing in number, with more common daily 

internet use. This lead to Social Anxiety. Using Social Anxiety as a baseline, two kinds of 

sources were needed, one that explains what Social Anxiety is, as well as presenting what it 

can lead to, and one that connects it to the internet, or technology. 

 

To begin with, Social Anxiety and Friendship Quality over Time. (Rodebaugh, Lim, 

Shumaker, Levinson, Thompson, 2015). Was used. This study provides a base for Social 



9 

 

Anxiety as a subject, and what kind of effects it can have on relationships. Detailed data is 

provided based on a participant-based study. Using this data, several graphs are presented 

detailing how Social Anxiety can affect friendships, as well as who are most affected. 

 

These sources provided the necessary basic understanding of what Social Anxiety is. As 

follows are the sources used for the game, with both concept and design aspects. These 

sources will be presented more thoroughly as they are used specifically for the development 

of the game and the study. 

 

A theory arose about a connection between increased internet use and increased Social 

Anxiety. To confirm this, the following source was used. 

 

 Social anxiety and internet use – A meta-analysis: What do we know? What are we missing? 

(Prizant Passal, Shechner, Aderka, 2016). In this text an analysis of studies on the subject of 

Social Anxiety and the internet are analysed and compared. This is done using several 

variables, applied to the participants of the studies, among others, one such variable is feelings 

of comfort online. To analyse, graphs are presented and explained, in order to conclude what 

kind of effects the internet can have on social anxiety. The analyses of the studies show a 

clear connection between Social Anxiety and increased internet usage. This meant that we 

could conclude that people with access to the internet on a regular basis will have an 

increased rate of Social Anxiety occurrences. Translating this to a more everyday form, in the 

term Social Insecurity, we could use the data provided. Knowing the result of the meta-study 

being that there is a possible connection between the internet and social anxiety, we could 

make a theory. This theory being that people with access to the internet, who do not 

experience Social Anxiety, might still be socially affected by it, in terms of social skills and 

habit.  

 

In other words, based on this study, we had a theory that says that our social skills are 

worsening with younger generations, due to a reduced amount of social interactions, and 

hence less social practice. This is one of our main theories throughout the study, and laid the 

base for how our protagonist would be designed, as well as how the topic would be studied. 
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The game is about self-reflection. In order to encourage this, we needed to know what makes 

a character relatable, so the feelings the protagonist experiences could then be reflected to the 

player. The intent was, that through this method, the player will self-reflect, when the 

protagonist does in the game. The study Self-Expansion through Fictional Characters, Self 

and Identity. (Shedlosky-Shoemaker, Costabile, Arkin, 2014), studies how fictional characters 

can affect people in their daily lives. It studies people and their responses to specific questions 

regarding fictional characters and how they are affected. An example of such a question is 

“How does it feel when a show with a character you like/relate to, is no longer being aired?” 

The study then presents a graph of the collected data and based on this, considers how 

fictional characters cause Self-Expansion. The study shows that people develop emotional 

connections to fictional characters that can vary from deep to shallow. The study also shows 

that the fictional character can, through this connection, have an effect on the people who feel 

it, hence causing Self-Expansion. This shows that people in most cases, will want to connect 

to the character they see in fictional media. It also points to a will to self-expand, using the 

fictional characters they feel connected to. This means that it is possible for fictional 

characters to cause self-reflection in real people. In order to do this however, the character 

will have to somehow, emotionally connect to the people who watch it. 

 

This meant that the protagonist of the game, needed to emotionally connect to the player, in 

order to clearly encourage self-reflection, from the player. The protagonist therefore needed to 

have some element that is relatable to the player. Once this kind of connection is established, 

in theory, the player should want to self-reflect, if the game is setup to make the protagonist 

do so. 

 

5.2 Emotional connections between player and game 
 

There are several ways to make a player emotionally connected to the protagonist of a digital 

game. A common and widely used way, through several kinds of entertainment, is the hero’s 

journey, based on “A hero with a thousand faces” (Campbell, 1949-2008). This is used in 

books, movies and games, among other media. 

 

An example of games is the Uncharted series (Naughty dog, 2007-2016). In this game, the 

player takes control of Nathan Drake, an adventurous explorer and treasure hunter. The game 
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presents Nathan as an action hero that, besides certain human limitations, can manage almost 

anything, if given motivation. This motivation differs through the series, from endangered 

friends to endless riches. Throughout the series of games the player learns more about what 

kind of person Nathan is, and what his dreams, life goals and backstory is like. The player 

gets to see specific scenes from when Nathan was young, to the point where he is older, and 

has stopped hunting treasures. Making the characters backstory this deep and detailed, 

provides a lot of different factors for the players to form a connection to. Nathan is also given 

“likeable” traits in his personality. That is, traits that have been used over and over in 

entertainment media, and proven likeable by the consumers most of the time. Examples of 

these traits are Heroism, a will to protect and save others before saving oneself. Dedication, a 

will to see a journey through to the end (although the motivation for this will differ between 

different games). Deep friendships, few, but very loyal friends who would risk their lives for 

Nathan, just as he would for them. Nathan is hence tailored and designed to be a hero. He also 

has some human qualities and weaknesses, which make the stories of the game series more 

believable. These are only some examples of how a fictional character to can be designed to 

connect a player to a game. 

 

Uncharted makes a clear example of how a player can connect to a character emotionally. 

Uncharted uses deep backstories, character development and physical challenges to allow the 

player to get to know the protagonist and his limits and desires. Using story and character 

development can take a lot of time though. Besides the added development time of needing to 

make a character with a rich back-story, there is also the game time needed in order to 

connect the player to the character, which in Uncharted’s case is done through an entire series 

of four games, of about ten hours each. This does, however show that characters can be 

related to by players, even in fictional works. 

 

The concept of a hero’s journey (picture 1) is broken down into pieces. It does not need to be 

fully followed to the letter in order to establish the connection to the character, but rather acts 

more as a guideline. This is used in this study, in order to make the story of the game. 

 



12 

 

.1 

A picture of what is commonly considered the Hero’s Journey. 

 

This raised the question of if the connection can be strengthened using mechanics, to give the 

player the same feelings and emotions physically, as the character experiences mentally in the 

game. 

 

5.3 Mechanics for personal integration 
Mechanics and design is discussed in Rethinking agency and immersion: Video games as a 

means of consciousness-raisng. (Frasca, 2010) using The Sims (2000). This article was be 

used as a basis for discussion and a way of thinking about and analysing game design. The 

article portrays a way of thinking about games and draws parallels to the Theatre of the 

Oppressed which was popularized by Augosto Boal in the 1970’s. The article points out that 

the format of the theatre does not allow spectators to affect the outcome of the story, which is 

often the case with movies, books and games as well. One such game series is the one 

mentioned above, namely Uncharted. No matter what the player does, the story is the same, 

and there is only one way to finish the games. In the article, the Theatre of the Oppressed is 

discussed as a way of thinking about design. In this article, it was used to promote social and 

political change. The Theatre of the Oppressed allows the spectators to affect the outcome of 



13 

 

the story, and dubs therefore dubs them spect-actors. These spect-actors affect the fictional 

world by exploring and transforming it. This is applied to game design using the concept of 

“The Sims of the Opressed”. This would allow players of the game to modify it, by adding 

new personalities and actions to Sims, and then sharing them with each other via the internet. 

 

This would allow the players of a game to feel connections faster, by adding their own 

personality to it. Using this kind of design on an already existing game and character, would 

allow the player to affect certain aspects of the character and what it does. For example, this 

could allow the player to change the outcome of the game by making certain choices. This 

kind of design is more commonly used in RPG’s (Role playing games). In these types of 

games, the player is given choices with consequences, some are instant and some happen later 

in the game. 

 

An RPG that mixes the designs of giving the player a choice of outcome and not giving the 

player a choice of outcome is The Witcher 3: Wild Hunt (CD Projekt Red, 2015). Through the 

game, the player is allowed to decide what kind of personality the protagonist has, through 

choices of dialogue and gameplay. In several of the game’s secondary missions, players are 

allowed to make choices that will change the outcome of both other and that specific 

missions, as well as the entirety of the game. Even in this game, no matter what the player 

chooses throughout the game, the protagonist will always be a Witcher, until the game ends. 

This means that the player transforms the protagonist, allowing them to better connect with 

them, based on “Self-Expansion through fictional characters” (Shedlosky-Shoemaker, 

Costabile, Arkin, 2014). In the Witcher, the mechanics are used to make the player connect to 

the Witcher character. The mechanics do not allow the protagonist to be anything other than a 

Witcher, hence providing a mix of choices and lack of choices.  

 

In games there is a design method called The Illusion of Choice (Extra Credits, 2013). The 

design method means making the players believe they can affect the outcome of a scene in a 

game, or the entire game, while they cannot. 

 

Just like in the Witcher, in life there are times when people will have a choice, and times 

when they will not. The idea is to use this in the game, in order to make the player believe 

they lack a choice and then present them with a subtle one. The purpose of this in the game, 
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was to make the player want to change the outcome of the game. However, in the game this is 

used to make the player believe they lack a choice rather than have one. 

 

The Illusion of Choice is reversed in the game Passage (Rohrer, 2007). In the game, the 

player is tasked with walking from left to right. Walking will allow the player to see the 

characters life. In Passage, the player is also able to move down and up. This will allow the 

player to make choices that affect the game, such as meeting the love of your life, which will 

make another character walk in front of the protagonist. In mechanics this is reflected by 

making the character’s collision bigger, hence making it unable to follow certain paths. This 

is done throughout the game, but not explained. This means that the player can play the game 

from start to finish, and still be unaware that they made choices, while playing because the 

choices are not clearly presented. 

 

This study was based on the idea of allowing the player to connect with the character using 

mechanics. This is necessary in order to encourage the player to self-reflect, when the 

character in the game does. The Last Guardian uses mechanics to help the player connect with 

an AI. 

 

The Last Guardian (SIE Japan Studio, 2016) uses the established gameplay to tell the player 

about the relationship forming between the protagonist and the companion named Trico. 

Trico is big and powerful so he can protect the player, while the player can traverse the tight 

interiors and solve puzzles. There is a specific sort of puzzle in the game where Trico is 

presented with a glass illustration and is paralyzed with fear. It is then up to the player to 

shatter that glass illustration so Trico can progress through the level. However, there is a 

certain point in the middle of the game where the player is presented with such a puzzle, the 

player is by this point familiar with these sorts of puzzles, so the player quickly understands 

what he/she has to do. The player then starts to ascend the interior of the building and just 

when the player is about to smash the glass illustration; he/she is grabbed by the enemies and 

since Trico is absent the player cannot defend him/herself and such the game is over, or so the 

player thinks. Suddenly Trico jumps in and smashes the glass illustration and saves the player. 

This tells the player Trico values the player more than his own self-preservation and so it 

represents the relationship between the player and the game character Trico by breaking the 
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already established rules of the puzzle. Hence establishing a genuine connection between the 

player and the AI via the games mechanics. 

 

The games and methods presented here were used as guidelines throughout the study and the 

making of the game. The methods of a hero’s journey and the illusion of choice, are well 

known and often used in games. The hero’s journey is focused on the narrative and the 

illusion of choice is focused on the gameplay aspect. The games presented use these methods 

and act as sources for how they can be used in games. These sources were used to guide the 

development of the study and its game, in order to capture some of the most important 

elements of the game, on such element being emotional connection between the player and 

the protagonist. The games used are specifically chosen because they clearly show the points 

and methods mentioned.  Uncharted (Naughty dog, 2007-1016) and The Witcher 3 (CD 

Projekt Red, 2015), are widely recognized games that both sold very well and are considered 

good by their players and critics alike (Metacritic). Using them for analysis can hence also be 

strengthened by the opinions of the consumers. This saves time that would otherwise be 

required, in order to understand how games can affect people, and in what way. 

 

The other games mentioned were used as inspiration and examples of how a specific 

mechanic can be made, and how it works in the game, such as the relation between the player 

and the AI in The Last Guardian (SIE Japan Studio, 2016). 

 

These are the main theories used in the game developed during the study, and examples of 

their representations, as well as how they affect the design choices. Sources from the subject 

of psychology are used as a source of understanding of the subject, games are then used to 

express and pinpoint how emotional connections and mechanics can help a player relate to a 

game or a protagonist. 

6. Methods 

In this segment we will present and reflect over the sources of our choice of process methods 

as well as what they represent and how they are used in relation to and as inspiration for the 

game and study. This chapter will first show how the studies question was formulated and 

some major iterations that were used while formulating the actual question that was studied. 

The design methods and then presented in order of use. Beginning with the aspects relating to 
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the study more so than the game, these two being Research (finding a subject to study) and 

Exploration (Exploring and honing in on the subject chosen while working with the method of 

Research). The essence of the experience is then presented, in how it works with games as 

well as how it was used in the making of the game for this study. 

 

This study began as most do, with the forming of a question to work with. This question was 

to act as a baseline for the study, as well as decide and describe what subject(s) the study 

handled as well as what the goal of the study was. 

 

Formulating this question however, proved somewhat difficult, we knew we wanted to make 

a game, and we knew we wanted it to encourage self-reflection, yet we were not sure either 

how nor what that question might look like. We hence began discussing and considering how 

self-reflection could be shown, and what that might be like. We also spent time discussing 

how the game’s mechanics and style would cooperate with the question at hand, and how they 

would work to establish a connection between the player and the protagonist in the game. 

We have since the first version of the question, iterated upon it several times, however, the 

question we first began to work with, was “How can a game be used as a cause for self-

reflection, for people who are stuck in their daily lives?” This, after some work, turned into 

“How can a game be used to encourage self-reflection for people who feel stuck in their daily 

lives?” Finally, we ended up with the question “How can a game be used to motivate self-

reflection in a way that inspires people who feel stuck in their everyday lives?” With this as a 

working point, we began discussing the game concept we had worked on, in our previous 

study, focused on Existential Crisis (Andrews, 2016). 

This concept needed some tweaks and adjustments in order to work with the theme of self-

reflection. We also wanted to tie it to the daily life. We therefore found a base in Social 

Anxiety and started working with the phrase Social Insecurity (mentioned above). We then 

began discussing and iterating upon the concept of the game, in order to keep it relevant to the 

question and study we worked on. 

 

We wanted to use an over-arching structure for how we would go through the study. We 

wanted to make certain we both had a common ground to work with as well as somewhere to 

start from. To help us find this common ground and give us a good structure and starting 

point, we used “Design av informationsteknik, Material utan egenskaper” (Löwgren, 
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Stolterman, 2004). We have used this book in prior studies and it has a detailed and easy-to-

follow guideline structure. 

 

We also use this book because it coincides with a lot of our general ideas of how a study, and 

design works, as a process. The book has four main methods, which we will go deeper into in 

this segment. We will also explain some of the consequences of using a book made for the 

design of informational systems, when it is used as a guideline for the design of a game and a 

study. 

6.1 Design methods 

6.1.1 Research (Undersökning) 

This is a method that runs through the entirety of the projects lifecycle. It also acts as a 

starting point for the project. This method has two main Contextual Inquiry and Why. 

Contextual inquiry, means to find a field of study and gather as wide a picture as possible 

about the field. Why, means to constantly consider the reasoning behind your work and how 

well it fits with the actual project you are making/designing. 

 

So this method means to gather informational sources, as many of them as possible, while still 

keeping them somewhat relevant for the study in question. It also means to question 

everything you do, and its relevancy. If you, for example, add a perfect 1:1 scale model of a 

new car in your game, you should know why you added it, why you spent time making it, and 

why it is actually relevant to the project you made. In our case, considering our choice of art-

style as well as the time we had to work with, it would not have been. (See picture 2 below for 

how the cars in our game look). 
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  .2 
The picture shows a car model from the study’s developed game. 

 

The idea for this study came to be during another project that was focusing on existential 

crisis. During that study, our research began to turn up sources about social anxiety. This 

subject lead to a question about whether games can help encourage people to take a fairly 

harmless risk they would not otherwise consider (such as talking to someone on the bus). 

With this as a base for the new project, we began researching what social anxiety is, and how 

it affects people and society. The research showed that Social Anxiety is a psychological 

diagnosis and a deep and difficult subject. 

 

We started inevitably wandering into psychological studies here, about what Social Anxiety 

is, and what effects it could have on people who experience it. We therefore decided to take a 

step back, and consider what a more everyday kind of anxiety could be, the kind that you get 

when you have three hours left, before you have to finish a project, for example. We 

attempted to research this but did not find much, what we did find however, was the social 

aspect of this kind of anxiety. However, we wanted to clearly differ this kind of anxiety from 

actual Social Anxiety, partially, because Social Anxiety per definition is a psychological 

diagnosis, and partially because this kind of anxiety seemed to be common and to have less of 

an impact, than actual Social Anxiety does, when hence decided to call it Social Insecurity, to 

help differentiate the two during our study. 
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Once we had found this base for the study to work from, we continued with the methods 

mentioned in “Design av informationsteknik, Material utan egenskaper” (Löwgren, 

Stolterman, 2004). This led us to the method of Exploration. 

 

6.1.2 Exploration (Utforskning) 

This method means to narrow down the field of study to a viable size for the current project, 

as well as gathering and removing sources for the project, depending on their relevancy. We 

used this method to get a better grip of exactly what we were studying and to narrow it down 

from the entire field of anxiety, to just Social Insecurity. From there we narrowed it down 

further, to common Social Insecurity in everyday cases, such as before going to work, or 

when you are forced to talk to someone you do not know, for the first time. To begin with, we 

looked at our sources for Social Anxiety, and what that was, as well as how it is generally 

worked with. The concept of Social Anxiety here is based on two major sources 

What Steps to Take? How to Approach Concerning Anxiety in Youth (Kendall, Makover, 

Swan, Carper, Mercado, Kagan, Crawford 2016) and Social Anxiety and Friendship Quality 

over Time (Rodebaugh, Lim, Shumaker, Levinson, Thompson, 2015). 

With these sources providing an explanation and base for what Social Anxiety was, we 

continued the research into more everyday sources, such as public speakers (Simon Sinek, 

Alain de Botton), and entertainment. 

 

We decided to look at the everyday examples, to get a better understanding of specifically 

what affects this insecurity can have on everyday people. We also went into entertainment, to 

get an idea of how this subject can look, in an entertaining format.  

Our two main sources for this entertainment look were the webcomic Loading Artist 

(Czaykowski, 2011-today). Mostly the later work from 2013 and onward. This comic has 

many examples of the everyday situations mentioned earlier, such as a person’s thoughts 

when standing in line to order a meal, or overrating the smaller steps, such as considering 

saying hello to a stranger, the same as having a full conversation with them. 

The other sources was the video series Approach Anxiety (Disturb Reality, 2013). This is a 

series of comedic instructional videos meant to show people that it does not really matter 

what you say to someone, as long as you say something, most people will listen. In this case, 

this is focused on aspiring Illusionists. 
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With these sources in mind, we though it became more and more evident that this Social 

Insecurity was an actual feeling a lot of people today experience and can relate to. Although 

we noticed that most of our sources were based in the US, we still considered them relevant 

today, as we see many of the same tendencies here in Sweden, and we personally recognize 

and can relate to many of the situations shown in them. With these psychology sources 

providing an understanding of the subject, we moved on to the game. 

 

In order to have a guideline for the game’s design, we used the method of lenses described by 

Jesse Schell in “The Art of Game Design: A Book of Lenses (2015). 

6.1.3 The Essence of the Experience 
 

The book mentions many lenses, one however stood out more, with the purpose of 

complementing our already existing methods of design and choices. We used “The Lens of 

Essential Experience”. This lens is rooted in three questions: 1, “What experience do I want 

the player to have?” 2, “What is essential to that experience?” 3, “How can my game capture 

that experience?” These questions were ones the more system based design frame did not 

mention or consider, in the same sense. Where the book of system design talks about the users 

experience with the product, it is more so in a way about how the product is used, and what it 

is good for, rather than specifically what the user experiences specifically during use of the 

product at hand. 

 

The book of lenses hence serves to give a more “user-during-playtime experience” mind-set. 

It is also reflect in some of the previous parts mentioned, such as the choice of the more 

comic-art style. 

 

With these questions as a guideline we focused on the specific of the scenes in the game, and 

what we wanted the player to experience during those scenes. With these as our base point, 

we moved on to the game development. 

 

We wanted to keep the game, a game. We wanted to make a full experience, an entire game, 

with a beginning, middle and end, and we wanted to game to have gameplay value (in other 

words, be somewhat enjoyable to play). This while also wanting to relate it to the player. 
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From this, the concept of our core mechanic was formed. We wanted to use the mechanic as 

the link between the player and the character. It needed to somehow allow the player to 

connect with the protagonist and experience what he experiences. We needed this, in order to 

see if the game would work, to demonstrate Social Insecurity and to see if it would then result 

in the player reflecting over the protagonist’s situation, at the point where they are given 

multiple choices. 

 

We experimented with different mechanics, such as quick-time events, where buttons from 

the controller appear in a sequence, on the screen, one at a time. The player then has to press 

the correct button at the right time, in order to succeed. While it had some good points to it, 

we found that layering quick-time events, with the multiple choices one would have in those 

kinds of situations (in this case, ordering coffee), resulted in players (most people who tested 

are at least somewhat familiar with the layout of the controller used in this test), almost 

always pressing the first button they saw, rather than attempting to read what alternatives they 

were given.  

 

With this in mind,  it still seemed as though the people who played the game, got the sense of 

stress we wanted to the character to experience during the scene (In the way that he is first in 

a long line of customers, yet not certain what he wants to order). So we decided to expand 

further on the idea of using the controller in conjunction with the situation presented in the 

game, to attempt to connect the player and protagonist. This led to our main mechanic being 

to reflect the feeling the protagonist has, to the player, through the controller.  

With the core mechanic in place we reviewed the storyboard and discussed how each scene 

would make use of the mechanic, and how it would affect the scene it was in. Some scenes 

were then altered, with the intention of getting the right effect of the mechanic. After having 

done the “Café” scene (where the protagonist orders coffee), we moved on to a scene where 

he is on his way to work, but about to be late. In this scene, the character is biking. We 

discussed how we could apply biking to the controller and got a few ideas, the most 

prominent of which, was to use the right-stick to move (As usual, in most third person-

perspective games) and then have the player control the speed of the character using the 

bumpers on the controller, one for each index or middle finger (depending on player-specific 

preference). This did provide an acceptable representation of biking, however, we wanted to 

enhance the connection to the protagonist further. We decided to use a stamina bar that would 
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drain very slightly every time a bumper-key was pressed. The stamina bar would also refill at 

a steady pace. This was then tweaked, to make it so that if the player presses the button to 

fast, the stamina will instantly run out, and if the player presses to slowly, the characters 

speed will decrease to a point where he is barely moving. We wanted to simulate the feeling 

of stress in this scene, where going too fast can mean giving up control, and going to slowly 

will make the player late for work. Music was later added to the scene as well, and the 

bumper-pressing rhythm was adjusted to the song.  

 

Having attempted to capture the feeling of stress, we also tried to capture the feeling of going 

tired, the further the protagonist moved. This was done through scene length, which was 

adjusted with the intention of being long enough for the player to start to feel slightly tired in 

their fingers, however, not to the point of needing to stop pressing the bumpers. 

Having experimented more with the mechanic, we now had a general idea of how it would be 

implemented in most of our scenes, and how it would be used to convey the protagonist’s 

feelings in the specific situations where it would be used. 

 

From here, we moved on to a scene where the character is at the workplace that he dislikes. 

Here, we wanted to use the mechanic to symbolize that he stretches over the table he is 

working at, from one side to another, over and over. Hence, the idea was to use the entire 

controller, from side to side, and then repeat the process over and over, to make it 

monotonous. We also wanted to give the player the choice to be ineffective, and simply wait 

out the time. We attempted this by putting a big clock on the wall, in clear view of the 

camera, in the work scene, that is slowly ticking towards five. What we struggled with in this 

specific scene, was making it long enough to be truly monotonous and reflecting it with the 

background noise that might be heard in an office (Such as the buzz of a fan in an electronic 

device). If the scene was too long, the player could lose interest and simply stop playing and 

quit the game, and at the same time, if the scene was too short the feeling of monotony might 

not be properly distinguishable. We iterated on the several times, going between thirty 

seconds and five minutes. We ended up with a scene of about a minute of office work. We 

believe that this is enough to give the monotonous feeling, and not enough to make the player 

quit. This is also part of the reason for adding the ticking clock that moves even if the player 

decides not to work. 
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Once the protagonist is done working, he walks home. In this scene we wanted to encourage 

the player to consider whether or not they truly have to follow the obvious path through the 

entire game, and if there is any other way to go, in other words, we wanted the player to 

reflect over the protagonist’s situation. We did this by making the walk home, consist of 

nothing but a long time of pointing the analogue-stick forward. The idea was to make the 

player consider the fact that there might be other options, and to clearly show that such an 

option may be present in that specific scene, which is why the walk was made long. The 

option the player is given during this walk, is to make a right turn, straying from the obvious 

path the scene lays out (We also use a strongly yellow coloured way-point system that is 

constantly visible whenever the player is able to move). This scene was supposed to reflect 

the feeling of not feeling at home with the current work situation and the fact that there might 

be other options, if they are searched for. 

If the player decides to stray from the path, the game will end, however if the player decides 

to keep following the path the game will loop and the protagonists will be tasked with the 

same things they did the day before (picture 3). This is our attempt to show the player that the 

protagonist will keep going to through the same situations over and over, unless the player 

specifically decides to change it. Because of this, it is necessary for the scene where the 

choice to stray can be made, to truly show that the choice can be made. However, the choice 

cannot be forced, as it would not be in a real situation for a real person. 

 

 .3 
A Picture of the protagonist on his way home from work. 
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In this picture, the player is simply walking along a path with a waypoint leading the way. 

However, this is the first time the game actually slows down, and it takes a lot longer than 

necessary to walk along this path. Where the necessity would just mean, showing the 

character walking home after a day at work. The idea is to make the player reflect over 

whether there is another alternative here, and what that might be and or lead to. This is an 

attempt to reflect the feeling the character has during the game, to attempt to make the player 

feel like they do not have to follow the obvious outlined path, and that straying from it, might 

lead to something different. In order to achieve this, we followed the guideline questions, and 

removed everything that could possibly take away, or at least, did not add anything to the 

scene. An Example of this are background scenery. The results of these methods will be 

discussed further in the next segment of the text. 

 

In this chapter the methods for design and development were established and discussed. Three 

major methods for the study and game were explored and explained. Research and 

Exploration were the methods used for the study and The Essence of The Experience was 

used for the development of the game. 

 

 

7. Conclusion 

This is a short conclusion of what the result of the study was and how it turned out. Here is 

presented statements concluded from the study that in short terms conclude what the study led 

to. The conclusion of the study and the resulting game are presented in short form, focusing 

on the known aspects of the study. In this chapter we actively attempted to avoid opinions and 

personal thoughts, in order to only present the actual result of the study and game. 

 

This study presents the concept of a minor everyday anxiety anyone can experience, referred 

to as Social Insecurity in this study. The concept is based on the feeling people can get before 

they meet someone for the first time, or when they are presented with a question and they 

want to provide an answer the asking person finds pleasing. Social Insecurity is similar to 

Social Anxiety in many ways but is a minor variation that is not serious in the same way as 

Social Anxiety is, and it is also common today. 
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The study also considers the question of whether Social Insecurities occurrences have 

increased with the changes in communication methods and reduced amount of social 

interactions. This is based on studies of how the internet has affected Social Anxiety. 

 

This study mainly led to the development of a game based around the mechanic of reflection 

emotion to the player through the controller. 

 

The game has a simple, colourful art-style that provides a peacefulness and joyful undertone 

that the game otherwise would lack. It present the concept of Social Insecurity in everyday 

life and reflects this to the player through the controller. 

 

The study is heavily based upon the concept of Situated Knowledge (Harraway, 1988). In the 

case of this study, it means that the experience and what it taken from it will differ between 

different people. While some people who play the game can be fully aware of what was 

intended with the game, others might experience the same thing and not realise at all, and 

others might experience something entirely different. The basing in situated knowledge 

(Harraway, 1988), is due to the social study nature of this study. People are different and will 

therefore see consider different things in the same experience. 

 

Beside the game this study discusses the use of informative design methods for game 

development and what strengths and weaknesses that can have.  

 

In short, this chapter concludes the study in concise forms and quickly presents the study’s 

conclusions and focus points. 

8. Discussion 

This part of the text will revolve around reflections, opinions and thoughts, and hence should 

not be considered scientific, it will also use different sources that are not necessarily 

professional or scientifically proven. Key points of the study are looked closer at and 

discussed, both in how they affected the study and the outcome of the game. This is done by 

more specifically focusing on certain major aspect of the study, for example core pillars, the 
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art-style, the games sound and the concept of social insecurity as well as how the methods 

were used and why we chose them, including what effects they had on the end result. 

 

To begin with, we analysed what went well, and not so well with this study, and project as a 

whole. 

 

The fact that we have managed to make an entire, linked game experience in the time we had 

to work with, is something we are happy about. We also had time to add a lot of features that 

we initially thought we would not have time for. 

 

The graphical style as a whole managed to stay consistent with nothing really cutting out of it, 

even though we had three different people with different studies working on the graphical 

pieces of the game. 

 

The game looks a lot like the storyboard and idea we had to begin with, excluding a few 

minor changes and some cut-out scenes we simply did not have time to make, and were not 

strictly necessary for the game as a whole. However, even with the storyboard in place to 

negate misunderstandings, people in the project still managed to get different ideas of how a 

certain scene or part should look and function. Hence more planning and a greater general 

understanding throughout the entire group could have helped immensely, in both vision and 

actual development. There are several ways this could have been done, one of the ways we 

used was the concept of Core Pillars. 

 

8.1 Core Pillars 
 

The concept of Core Pillars is a method often used in game development. The premise behind 

it is to make a clear list of features and concept guidelines to clearly convey what the game is 

to become to the rest of the team. 

 

We did not implement the Core Pillars until we were in the middle of the production, but it 

still helped, since it really nailed down the vision of the game, and it helped with the outset of 

creating any content or any asset that would be present in the game.  
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Since we were working with a set deadline from the start it was important to for everyone to 

know what is essential to the game experience. The Core Pillars, although applied late in the 

development process, helped us not to stray from the original vision of the game during the 

stressful times. It also helped us to choose what to cut out in the final product. The original 

idea was intended aimed to be more existential. When the protagonist is walking home it was 

originally supposed to be that he would be sucked in to an inter-dimensional portal and the 

story would take a quite absurd turn that reflected upon the protagonist and his position in 

life, compared to the grand cosmic scale and it would reflect upon the protagonist. At the end 

of the game the protagonist would be thrown back into his ordinary life and the loop would 

begin again. But at the end of the workday when the player is walking home he/she will see 

the lady from the café (a scene used earlier in the game), and the player will get a choice to 

approach her and say hi. However, we quickly realized that it would not be possible. So we 

decided instead to just make that player go through the loop and when/if the player chooses to 

deviate from the designated path he/she will be sucked in to the portal and then the game 

would end. However, we realized after a while that if the character got sucked into the portal, 

and then the game would end. Nothing would make sense. We as developers would make 

sense of it, since we were the ones making it and knew everything that would be meant to be 

implemented. After realizing this, we chose to, instead presenting the player with a portal, we 

would present the player with the lady from before. Since we would not have time to convey 

the existential story about man relative to the cosmos we chose to cut it out entirely. Since 

presenting the player with the lady from the café would paint a more cohesive picture of what 

we wanted to convey.  

 

Besides the game, the study also worked with the concept of Social Insecurity. 

8.2 Social Insecurity and why 

The concept of Social Insecurity first arose from the storyboards early version of the game’s 

café scene. We found that we could relate to the situation and how the character felt when 

ordering the coffee. Because of this we started to question why we did, and if it was a 

common thing. This almost inevitably led to the subject of psychology and Social Anxiety. 

We read studies of this and quickly found that it was close to what we experience but not 

quite the same. The biggest difference being the seriousness of Social Anxiety and how it 

could seem to almost cripple the person experiencing it. What we felt related more to the 

feeling of nervousness than actual anxiety.  
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From here we wanted to see if this was a common thing, and whether or not it had become 

more common, with the reduction of social practice, due to more regular use of digital 

communication such as the internet. We found public speakers (for example Simon Sinek), 

who pointed out this as a more common thing in the younger generations of today. We also 

found sources that used the relatability of the situations for entertainment purposes, some of 

these with many active followers. Based on this, we could conclude that this was not just 

something we had experienced ourselves, but something a lot of people experience.  

 

8.3 Reflections of the game 

 

Having concluded this, we began considering how it can be reflected in a game, and how that 

game could then encourage people to reflect over why it happens, and perhaps overcome it. 

 

This is why we wanted the player to emotionally connect to the character. The goal behind 

that idea was to put the character through a day, highlighting specific events, and then put him 

in a spot where he is self-reflecting. We wanted to achieve the link to the player and hence 

encourage them to do the same thing as the protagonist, using that link. This is how we 

intended for the game to be finished. If the player does not choose to ignore the instructions 

given by the game, it will be an everlasting loop. In order to beat the game, the player needs 

to reflect over why they have to follow the guideline, and if they do.  

 

We believe we have achieved the basics in the game. The two main issues that arose during 

testing, was that players simply gave up and quit the game, at the point where it looped. The 

other was that some players, when explaining their thinking had been reflecting over why 

they follow the guideline, and managed to beat the game by ignoring it. However, in several 

cases they were not aware of the fact that they had made the choice to change the character 

afterward. They mentioned all the points we wanted them to experience, but did not seem 

aware that they had experienced them. 

 

We believe we could make the player more aware of what they experience by clarifying 

specific pieces of some scenes. To begin with, to end the game, the player needs to ignore the 

guideline. We do not at any point show the player that they can choose to do so, with anything 
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but camera angles. The idea of this ending is to make the player realise it for themselves, 

however we believe some sort of minor indication of the fact that there is a choice that can be 

made, might help the player realise how to leave the loop without quitting the game.  

 

The colour scheme was also important. The game features two primary colours. Red and 

yellow. The yellow colour represents what the character/player ought to do and ought to focus 

on. The waypoint system is always present and always tells the player what to do in an almost 

intrusive matter. It was deliberately designed this way to make the player feel a sort of 

distaste to the waypoint system. It creates a captivating feeling where the player does not feel 

like he/she can explore and do what they feel like. Much like the protagonists feel about his 

life. This mechanic was inspired by the early to mid-2010 Assassin’s Creed games. When the 

game had become an established yearly franchise and the developers didn’t prioritize to 

subtly guide the player via cameras or environmental highlights, every mission in the game 

simply boiled down to follow the yellow/green/blue dot which really limited one’s sense of 

exploration. 

The red colour is to represent a sense of familiarity to the character and it is often 

complemented with the colour white. Since the character himself only consists of those two 

colours. So the red colour works a bit different. It is not a waypoint system or flashing arrow. 

It is placed in the environment for example his carpet to the door, his bicycle or cubicle at 

work. The colour of red is there to make the player feel like something matters. It does not 

explicitly tell the player what do to like the yellow colour, but it is simply there and the player 

will unavoidably notice it. The colour scheme of red and white is also used to create an instant 

and obvious connection with the lady at the coffee shop and the protagonist. Especially with 

the contrasting colours of the scene which are grey and blue. 

 

In the case of this study and game, we also aim it towards people who actually already feel 

stuck in their daily lives in some way. This is partially to help make the scenes of the game 

more relatable and to further attempt to establish the connection between the player and the 

protagonist. We do however, believe that in our attempts to make the character lack any 

strong personal traits, in order to make him more relatable, we might have instead ended up 

making him shallow and less relatable, in certain cases. 

 



30 

 

We base this theory on the previously mentioned Uncharted (Naughty dog, 2007-2016) series. 

One of the factors that allows the player to connect with the protagonist emotionally is his 

strong personal traits. This gives the character a depth that makes him more believable. We 

think this can make the difference between giving people the feeling of having known the 

character and what he will do, and the character simply being an object for them to control 

throughout the story. 

 

We do still believe the character, with the help of the mechanics manages to connect to the 

players and does encourage them to self-reflect. In this case, we believe that the connection 

simply could have been made stronger and more apparent, if our game’s protagonist would 

have had more of a personality. 

 

The choice to exclude the personality ultimately came down to a few design choices. We had 

discussed the possibility of making a detailed backstory for the character and giving him 

dreams and aspirations. We decided to avoid it, partially to allow the player to insert 

themselves into the game without needing to cut out the protagonist to do so. We also 

discussed the aforementioned design by subtraction. Based on those discussions we did not 

think the deeper backstory would add enough to the game, to allow for the development time 

necessary to create it.  

 

Being able to now look at the game and analyse it, we still believe that the message we were 

trying to give the player is still present, and that the added time required for the backstory was 

time we did not have to spend. 

 

8.4 Art-style 
One vision that was clearly conveyed from the start was the artstyle. The artstyle is simple 

and it is colour based. It makes the game look clean, neat and cartooney. The reason for the 

choice of this cartoony art-style is to create a contrast between the game’s atmosphere and the 

subject that it tackles. The moment that presents this the best is when the song “The Joke that 

is me” by Silver Town plays and you see the clear blue sky and the bright yellow sun shines 

over the light grey city and the title “LIVET.exe” presents itself and the song goes “cut this 

cancer from my soul”. If you just look at the screen and are humming the tunes, you will 

probably think nothing of it. But if you look a bit closer, then you might notice the darker 
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undertone.

 .4 
A picture showing most of the object in the game and an illustration of the art style 

 

The art-style (picture 4) was to deliver a positive atmosphere and make the player think it is 

nothing but a quirky adventure. It would make the realisation more shocking. What looks 

happy and energetic from the outset, may be a monotonous, repetitive experience that does 

not seem to lead anywhere. When the façade fades and the player knows every single thing 

that is going to happen and do not feel like he/she is progressing in the game, he/she will 

probably tire and stop playing. That could be a weary analogy to real life. 

 

The art-style also helped us in a production sense, another reason for the simple, clean colour 

based art-style was to easily create assets and levels in the game. It was not necessary to make 

detailed normal-maps or intricate details on the objects.  

 

We decided to start prototyping the scene in the game that was most telling of our concept. 

We decided that would be the café scene since it both conveys a large part of the premise and 

our contextual gameplay concept. The original idea of the contextual gameplay was to 

combine a dialogue system with an elaborate fighting game-combo but since there was not a 

lot of time nor experience with programming we reduced it to a simple quick-time event 

(picture 5). We edited our ideas and concepts a lot during the development period, and often 

times decided to remove factors, through the use of the method design by subtraction. 
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 .5 
A screenshot from the final version of the quick-time event in the café scene 

 

8.5 Design by Subtraction 
 

Design by subtraction is a design philosophy coined by Fumito Ueda, one of the creators of 

“Shadow of the Colossus” (Team Ico, 2005), “Ico” (Team Ico, 2001) and “The Last 

Guardian” (SIE Japan Studio, 2016). Design by subtraction is very useful when it comes to 

really defining what experience is to be conveyed. The philosophy is about really honing in 

on the key features that enriches the experiences. 

This was used during the entire development process to keep the game concise and not too 

cluttered. It was also used to define the gameplay moments, such as what kind of gameplay 

was most representative of the feeling we wanted to convey.  Such as the pointless A-button 

and the overwhelming dialogue choices. The important factors in the decisions of the 

gameplay were as follows: What feeling do we want to convey? What mechanics represent 

the feeling most accurately? What does this mechanic say on its own? And how can we twist 

it? 

 

Besides these subjects, we also considered why we chose to study this subject, and what 

inspired us to do so. 
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8.6 Inspirations and background reflection 

This study was inspired by a more and more common topic of today, that is, how people are 

affected by technology and how decisions can change based on connections with things such 

as phones and social media. (Sinek, 2016). Technology as a whole also seems to affect the 

decision making processes and social capabilities/emotions, via for example digital messaging 

or being constantly connected. 

 

The goal of this study was to be able to affect what is believed to be the negative outcome of 

these different views and feelings. The idea was to attempt to make people think about why 

they do what they do, and do not do what they do not. With the hopes of making them 

question their own choices is to make them dare take a step beside their obvious prosaic trail. 

The purpose of this choice of area was hence, to inform people who do not recognize this way 

of thinking or feeling about how it works and how it affects people, as well as to inspire 

people affected by or familiar with it, to realize their aspirations. 

 

We also based the study on our own personal experiences and feelings towards social 

interactions and everyday life. Things like what we feel when we think about going to the 

store, or when we are faced with speaking to someone we have never met and know nothing 

about. 

 

The technological and societal aspects were taken into consideration in how they make people 

the way we are, and what that means for us today (mid 2017). Examples of such could be 

social media, things like how we are constantly connected to everyone else, and that we know 

we are only one second away from knowing exactly what they are doing, more or less right at 

this moment. An example of this is social media and the change in how conversations are had 

today. Things like text-messages and chat programs are a big part of today’s everyday life. 

Social media can be used for many things, and in many cases remove the necessity for 

physical interaction in order to contact people, such as friends. We believed more and more 

people experienced minor Social Anxiety (Social Insecurity) than before and in many cases, 

for things that are not necessarily important or impactful beyond that specific encounter. We 

also believed this had increased with the reduction in physical meetings and their necessity. 
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This study also aimed towards the impact that interactivity in media can have on the person 

experiencing it. Can a game be used to improve oneself? Can we create insightful experiences 

that actually make people think back and reflect upon what they just witnessed? Is it possible 

to use interactive media (foremost games) to spark discussions about topics we usually do not 

address? Politically or spiritually. This study aimed to make such an experience.  

The portrayal of our research is a game. A game that aims to bring up topics such as self-

actualizing, existential dread and the actual “risks” of risk-taking. A game that inspires the 

player to actually make more active choices in life, and hopefully grow as a human being 

because of it. Of course we cannot force the player to “take charge” of their life and neither 

can we guarantee that everyone that plays the game has unaddressed issues in his/her life, but 

if they do, we are specifically aiming to reach that person. 

 

Author and documentary maker Alain de Botton (2012) states in a lecture about status anxiety 

that because we live in a so called “meritocracy” our values, goals and identity are heavily 

based around success and profit. We are told from an early age that if we work hard and have 

things to say we too can change the world. We are taught that those who succeed are 

dedicated, work hard and therefore deserve to be at the top. Although, Alain de Botton (2012) 

states that this mindset has a nasty backside to it. If we are taught to believe that those who 

succeed deserve to be successful, then it must mean that those who do not succeed deserve to 

be failures. He goes on quoting George Orwell saying “After you’re 20, no one cares if you’re 

nice”, the idea being what really matters is what you are doing, what your career is and so on. 

 

8.7 Sound 

In the game, some side effects are used in order to strengthen the experience. Sounds such as 

the bell on a bike or the noise a mug makes when it is put on table. These sounds are there to 

add depth to the experience. The game without the sounds was flat and during the 

development process we could tell that these minor sounds would have an impact on how 

well the player can connect to the character. The game also has a theme song, in order to 

strengthen the feelings we want to reflect in specific scenes. An example of this is when the 

protagonist is on his way to work, on the bike (picture 6). 



35 

 

 .6 
A picture of the protagonist on his way to work. 

 

The song used is called The Joke That Is Me (Silver Town, 2015). The song goes through 

stages, from energetic, to calm, and in some cases angry. This is supposed to help convey the 

feeling of stress the protagonist feels, as he is about to be late for work in the scene shown in 

the picture above. 

 

The song also has a catchy element to it, making it easy to remember, which we noticed while 

we were working on the game. This also helps with the idea of making the game experience 

last once the game has been finished. Our idea was that if the player can remember the song, 

they can remember the game. Hence the song is used to further enhance the experience. 

 

 

Different aspects of the study were discussed and reflected over. Other sources of inspiration 

were discussed (for example motivational speakers). The game and study as a whole was 

discussed and aspects of what went well, as well as what could have gone better and what was 

learned is also taken into consideration. This chapter handled the thoughts and ideas as well as 

inspirations for this bachelor thesis as a whole. Key pieces were brought up and looked closer 

at, based on what had the most impact on the work as a whole. This was done through 

focusing on specific pieces (For example sound), which were then more closely discussed and 

considered. 
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10. Dictionary 

Approach Anxiety – The feeling of slight anxiety or nervousness that can be experienced 

before approaching an unknown or unfamiliar person, with the goal of talking to them. 

 

Art-style – The graphical style of a product, in this case a game. This expressions is used to 

summarize the graphical look of the game, such as the colour schemes and detail choices 

(such as polygon count). 
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Illusionist – a person who entertains people through the usage of illusions, such as levitation 

or card magic. 

 

Situated Knowledge – A concept presented by Donna Harraway, that means that everyone is 

different and being objective is almost impossible. The word means that everyone’s 

knowledge of a situation will differ depending on their own prior experiences and opinions. 

 

Social Anxiety – A mental diagnosis, there are different kinds of social anxiety. In this study 

the Social Anxiety used is the one affecting people in their daily lives, mostly in younger 

generations (below 25 years old). 

 

Social Insecurity – The feeling of insecurity one can experience before talking to a stranger or 

before speaking in a crowd. This concept is highly based on Social Anxiety and has many 

things in common with Approach Anxiety. 

 

11. Appendices 
Technical Specifications 

List of used programs 
 Autodesk Maya (Audodesk) 

 Adobe Photoshop (Adobe) 

 Unreal Engine (Epic Games) 

 

The three main programs used in this study and game development process are Autodesk 

Maya, Unreal Engine 4.13 and Adobe Photoshop. 

 

We decided to use Maya, partially due to prior experience with the program, and how it 

interacts with Unreal Engine, when importing things such as character models. We also 

wanted to use a program that is used by professional game developers today, to help pinpoint 

our questions year of study. Maya is also lacks and connection to any of the other programs 

used, meaning that things developed in Maya can be used in several ways, and in several 

programs. 
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Unreal engine however, has many benefits. The biggest being its use of blueprints (Epic 

Games, 2012) and their properties. This was one of the greatest factors of this choice, as the 

project lacks a programmer. We have also used it before and together with Maya (Autodesk, 

1998). The most important reason for our choices however, was to minimize developing 

research time, since that would mean less time for study and actual development. Unreal is 

also a commonly used engine and is beginning to see more and more use by bigger studios 

today, (for example Square Enix). This means more support from the developers and 

community, with bugs and errors that might occur during the development of the game. 

 

Photoshop has many uses, from painted art to photo editing. In this project it was used to its 

capability of laying pictures, to allow for editing of different parts of the picture, without 

distorting the original. It also allows for deeper editing of textures for 3D models due to the 

layering. It is also a very commonly used programs and can be considered an industry 

standard. The program also lacks any connection to the other programs used, and hence works 

very well for standalone work, ensuring that something that works in Maya, will also work in 

Unreal Engine. 

Short bibliography of some references 
 

 Shedlosky-Shoemaker, R. A. Costabile, R. & M. Arkin, R. (2014) Self-Expansion 

through Fictional Characters, Self and Identity. 

A study and text considering and discussing the use of fictional characters for the means of 

self-expansion and personality. The text contains results of researches and test involving 

volunteers as well as their reactions and thoughts on the matter of fictional characters. 

This relates to the study by adding a connection between real and fictional, in terms of people, 

and what kind of connections there can be, between those. 

This reference will be used to support the games characters action and emotions as well as its 

intended connection to the players of the game. 

 Sheldon, K. M. Prentice, M. Halusic, M. (2015) The Experiential Incompatibility 

of Mindfulness and Flow Absorption. 

An article and study about Flow, Mindfullness and Mind wandering and their properties. 

This article will be used to support the reactions of the character in the game. Such as how the 

protagonist would react when asked for his coffee order, while still considering the many 

options of the menu. 
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 Kendall, P. C. Makover, H. Swan, A. Carper, M. M. Mercado, R. Kagan, E. 

Crawford, E. (2016) What Steps to Take? How to Approach Concerning Anxiety in 

Youth. 

An explanation and guide to anxiety, specified at younger people. 

This text will give an understanding for what anxiety is and how it can be handled. It will also 

serve as a guideline for what Social Anxiety is and how it works, to make it easier to 

determine what the games character would and would not think or do. 

 Rodebaugh, T. L. Lim, M. H. Shumaker, E. A. Levinson, C. A. Thompson, T. 

(2015) Social Anxiety and Friendship Quality over Time. 

A text regarding social anxiety and how it affects people and friendships. 

This reference will help us understand how social anxiety works and how it affects people. It 

provides data from studies where people who experience social anxiety have partaken. This 

text is therefore a good source for showing how social anxiety affects people and how it can 

affect their surroundings, such as friends. 

 Evans, D. R. Baer, R. A. Segerstrom, S. C. (2009) The effects of mindfulness and 

self-conciousness on persistence. 

An explanation and study of mindfulness and its effects. 

This text will be used to better understand mindfulness and how it works. The text will be 

used to give a greater understanding of “The Experiential Incompatibility of Mindfulness and 

Flow Absoprtion” as well. 

 

 Frasca, G. (2010) Rethinking agency and immersion: Video games as a means of 

consciousness-raisng. 

An article that discusses critical thinking and game design, using The Sims (2000). 

 

This article will be used as a basis for discussion and a way of thinking about and analysing 

game design. The article portrays a way of thinking about games and draws parallels to the 

Theatre of the Opressed which was popularized by Augosto Boal in the 1970’s. 

 

 Harraway, D. (1988) Situated Knowledges: The Science Question in Feminism and 

the Privilege of Partial Perspective. 
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A text that discusses and analyses the impact of perspective in all areas from journalism and 

research. Hence coins the phrase “Situated knowledges”. 

This text will be used to support the fact that everyone is different and the perspective can 

differ greatly between people in the same environment. The term “Situated knowledges will 

play a big part in many aspect of this study. 

Non-Scientific References 
 

 Sinek, S. (16/10 - 2016) Understanding The Game That We’re Playing 

Simon Sinek is a motivational speaker who often discusses the concept of millennials and 

how to lead them, he is best known for his ted talk Start with Why – How great leaders inspire 

action (2009). His view of millennials and his experience working with them, will give a 

broader perspective than just our own, on what a millennial is and how they differ from prior 

generations. 


