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Introduce 

 

 

Abstract 
I’m designing a multiplayer asymmetric VR game to blend non-VR mechanism and VR mechanism into 

one game in order to provide equally immersive gaming experiences for players with and without VR 

headsets at the same time. 

As we all know, most of the VR games are designed to be exclusive to one person at a time. My thesis is 

about bringing people together, with or  

without VR headsets, and sharing the remarkable emotions and experiences. 

My thesis is a collaborative multiplayer “puzzle” game. The primary player experiences the game 

through a VR headset while the secondary players interact with the game using different devices like 

laptops, mobile phones, iPads. Different players have different gameplay experiences. They must 

cooperate with each other verbally to win the game and advance  

through multiple levels. 

My target audience is interested in new VR experience and group gameplay and this game has the 

potential to be a party game or a team building. 

My user tests (such as game jam, play tech and user testing at the point in the Bronx) shows that young 

people like middle school and college students enjoy this game more. 
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About my Game 

 
Figure 1 

(Figure 2) There are four Characters, except the main character, other three characters are invisible. 

 

About my Game  

This game can be played with two to four players. The player with VR headset will control the main 

character. Everyone can see the main character in their scenes, however only the player with VR headset 

can control him. Other players play with invisible characters, and no one can see them in the game. Part 

of the game environment are made with cubes. All the invisible characters have the power to manipulate 

the cubes. There are three kinds of cubes: the floating cubes are not affected by gravity, the normal cubes 

are applied with all the forces, the bomb cubes work in the same way with normal cubes, however if they 

move too fast they will explode. 



The goal for every player is to keep the primary player’s character alive.  If the main character lands 

safely, everyone wins. If he died, everyone loses the game. To encourage players to focus on their 

gameplay, there are no scores in the game. 

Playing my game with a VR headset will let the player explore the world with a word that describes the 
thing that is based on the real world but beyond that movements. As primary players, they will play a 
small character and jump in between cubes floating in the air, or be knocked into the sky. It’s like riding a 
roller coaster or bungee jumping (Figure 3). They will walk through swinging cubes and worry about their 
balance at the same time as feeling like they are walking a tightrope on the top of skyscrapers, just like 
in the movie "The Walk" - but sometimes, thanks to your friends’ mistakes, you do fall. 

 

 
Figure 4 

 

If it’s not your turn to wear the VR helmet, there are 3 other ways to participate. The first one will be a 

traditional way – with a computer and a mouse. In this way, the second player can remove all the cubes in 

between the primary player’s character and the ground by just clicking on the cubes. Watch out! Where 

you click on the cubes determines where the cubes fly to. And it’s very easy to upset the balance of the 

cubes which may cause the primary player's character to fall and die. So, please be nice to him! This is 

where I was at the end of last semester. This semester, I designed two new gameplays for the players 

without VR headset. I was also working on how to connect all the players together, which is to build a 

server. 

 

If there are already two players ready to play, you can still join them.4 players is my maximum. The next 

two players can play with mobile devices. It will be easy: download the game, and type in the IP address 

then they can play together. With mobile devices like iPad or iPhone, players can interact with the game 

world in other ways. The mobile devices usually have smaller screens that make aiming and clicking 

harder. Based on that and considering the advantages of touch screens and gyroscopes, I have designed 

these two new play types. He or she can choose either to hold the game world or to build in the game 

world. 

 

 

Ouroboruo the Titan Holding the world. It means using the gyroscope. Players will play with balance. If 

they change the angle of the iPad, the game world slopes with the orientation of the iPad. Stabilizing the 

world will be their tasks. When the building in the game is going to collapse, angling the iPad can be the 

tool to save their friend. 

 



They can also choose to build. Building inside the world can be fun, Because the building is made of 

cubes, it’s very easy to understand and play with. I got a lot of feedback about what they wanted to build 

in the world. So I introduced this construction mechanic that allows the player to drop or place cubes in 

the game world. Cubes will be released every few seconds even if the player is indecisive in placing 

cubes. The cubes can be different, such as normal cubes, bomb cubes, floating cubes. The cube type will 

be indicated by the color, and the color will be constantly changing until they drop it. So they can either 

build something that helps the player with VR headset to land or kill this guy by dropping a bomb or 

building something wrong.   

 
This is how I bring them together. The four players (Figure 5): one with a VR headset, one with a computer and two with mobile 

devices. 

 
Figure 6 

Design Values 
Normally, VR games are being exclusive to one player at one time, but I am creating a cohesive game 

experience for all players with different devices. 

In order to keep the secondary players being excited, I can either keep them occupied or offer them a 

more interesting experience. My game will immerse secondary players while helping, killing or 

controlling the primary player. Because secondary players will not able to have VR headset, without VR 

experience they may feel jealous or unfair. 

The primary player will explore a virtual reality world, and the transformations in the VR world will 

immerse him or her. Based on my Major Studio One final project, I found that even change gravity a 

little bit, the player will feel huge differences. Because Virtual Reality is very powerful in immersing 

users, the transformations in the VR world may also evoke physical reactions, for example, motion 

sickness. It means I can design a very powerful visual experience based on VR technology. To make the 



secondary players access the game easier, they can interact with the primary player or the VR world with 

or without a game controller. They will interact with the primary player by conversations, game 

controllers, physical components or even gestures. And they will have their own goals, the primary 

player will be their tool to achieve it. For example, maybe they can only kick other secondary players out 

of the game by controlling, manipulating, misleading or persuading the primary player or even other 

secondary players. 

Playing my game will be visually engaging. I design this game with low poly style. 

Because it’s easy to build and it looks clean and tidy. 

 

Story 
 

  

Figure 7 

One day, all the gods were having a big party in heaven. 

 



    

Figure 8 

The Supreme Emperor who is King of Gods got too drunk to stand. 

 

 

Figure 9 

He fell from the heaven to earth through a worm hole, and lost all his power. 



 

Figure 10 

Now he needs other gods’ help although they are still drunk. 

 

 

Research 

 

Ninja Gaiden III: The Ancient Ship of Doom 
When I was playing games at home, my mother was seeing me sitting on my chair for hours with doing 

nothing useful. I saw a different world and felt happy and immersive. Different people play games in 

different ways. Some people play games as sports, some people play games to kill time, some people 

calculate all the details to make sure they can win, I experience games as the extension of my own life.  

The first game that I played was “Ninja Gaiden III: The Ancient Ship of Doom.” It’s a side-scrolling 

platforming video game developed and published by Tecmo (Figure 11). I never understand the 

background story until recently I did some research.   



 

Figure 12 

 

 

Plot 

The story starts with Irene Lew, an agent for the CIA on a mission called “Cardinal.” She is chasing to the 

edge of a cliff by a man looks like Ryu Hayabusa and falls in the water. Ryu Hayabusa who is the main 

character is framed by someone, he need to find the answer. After going through the laboratory, Ryu gets 

clues from a mysterious man. He said Ryu will find information about Irene at the Castle Rock Fortress. 

On his way to the fortress, Ryu meets Foster, who is his old friend in CIA. He told Ryu that no one ever 

made it through the fortress’ defenses alive. At the foundation of the Castle Rock Fortress, Ryu 

encounters his clone who was trying to kill Irene. The clone says that Foster ordered him not to eliminate 

Rye yet. 

When Ryu reaches the fortress, he meets Clancy, the stranger who offered him clues. Clancy tells Ryu 

about Foster’s project “Biohazard plan” was designing creatures called “bio-noids” – transformed super 

humans infused with “life energy” from where Ryu used to kill the demon before.  



In the fortress, Foster says he want study Ryu’s body for his project. Suddenly, Irene shots both Foster 

and Ryu. It turns out, Irene did not die and she is work with the army. After Ryu defeats the clone, Clancy 

appears. He tells them they were all used as pawns in his plan to take over the fortress and the “life 

energy.” Foster is killed by the energy when he wants to follow Clancy through a portal. Ryu chases 

Clancy into a room. Clancy tells Ryu that he claimed the life energy as his, and shows the truth behind 

Castle Rock Fortress that it is a dimensional warship named the “Ancient Ship of Doom.” Clancy is 

planning to erase the old world and create his new world. 

Clancy offers Ryu and Irene work for him to wipe out the human race and build the new world. Ryu 

refuses and defeats Clancy that transforming twice into progressively-stronger versions of himself as a 

super bio-noid. In the end, Ryu tells Irene that Clancy’s and Forster’s plans have been foiled, and 

mankind will live on and refuse to be part of anyone’s evil plans. He also says that mankind would never 

stop to a level in which they would completely destroy themselves out of mere ambition.i Then they 

watch the sun rises and a new day begins. 

 

Gameplay 

When I get my “Xiao Ba Wang” (Figure 13) a Chinese version FC console, I was so excited. Playing with 

the game controller was not a comfortable experience. Unlike more of controller now, the “Xiao Ba 

Wang” controller as hard to use, and my fingers feel pain after playing with it for less an hour. There was 

a time, my friend and I were trying to figure out all the characters’ skills of Fatal Fury, we randomly 

pushed the buttons and wrote down all the results we got for a whole afternoon. In the end, our fingers 

were blooding. Because of the sense of achievement and fun, we felt no pain until our mothers asked us to 

have dinner. Ninja Gaiden III was famous of the difficulty. I could control Ryu to run, jump, hang, climb 

and use normal or special weapons. Ryu could attach enemies even while he was climbing a wall or 

hanging somewhere. Every time Ryu used a special weapon, it will consume his “ninja power.” I could 

make different plans with different weapons. “Windmill Throwing Stars” which moved back and forth 

like boomerangs, “Fire Dragon Balls” which launched fireballs downward at an angle about 45 degrees. 

“Fire Wheel Art” was opposite, it launched fireballs upward, “Invincible Fire Wheel” was the best, three 

fireballs were rotating around Ryu protecting him from anything dangerous and destroy the enemies, 

“Vacuum Wave Art” killed enemies with two hurls vacuum blades moving up and down. I could also 

collect capsules to refill Ryu’s ninja power. There were “Scrolls of the spirit of the Dragon” that could be 

collected to increase Ryu’s maximum ninja power level. “Dragon Spirit Sword” was very useful, it 

increased Ryu’s basic attack range. 



 

Figure 14 

  

Ryu and the bosses had life meters. Ryu’s life meter decreased when Ryu touched his enemies, other 

dangerous obstacles or attached by enemies. The bosses’ life meters decreased only when Ryu attacked 

them successfully. Sometimes the bosses blocked Ryu’s attack. There also was time limit. For some 

levels players time was the most important thing for me to consider about in order to win. 

I never played all the levels because they some of them were too hard for me, and there was no saving 

function, it means I need to restart the game every time I played it.  

The music was great too. I felt immersive when the music with a fast rhythmic beat started. The sci-fi 

style graphic design was telling a story I thought I would never understand. Because we could only buy 

Japanese version at that time, some of my friends even started to learn Japanese because of this game. We 

could not stop guessing who was the girl fell into the water, what’s the story of Ryu and what’s the 

relationship between Ryu and her. There were two popular rumors about Ryu and the girl. The first one 

was they are brother and sisters. The second one was they were lovers. It turns out they were all wrong, 

and most of my friends are still believing in these rumors now.  

“Xiao Ba Wang” was very famous in China 20 years ago. The “Xiao Ba Wang” console was a copy FC 

console that was developed by Nintendo. It looked like a computer keyboard with two controllers. There 



was no screen, it had to be connected with a TV. The company made a mistake of infringement of 

copyright, however during that time no one cares about that. There were three reasons that The “Xiao Ba 

Wang” was more popular than FC console. First, it was much cheaper than FC console. In 1995, a “Xiao 

Ba Wang” console was worth 400~500 Chinese yuan which is 47.9~59.9 dollar. A FC console was worth 

about 200 dollars in 90s. Second, the third generation “Xiao Ba Wang” was designed for study and play 

together. That’s why it looked like a keyboard. It came with instructions about how to program with the 

console, however I never found out how to get into the program mood even with the instructions. Most 

people used “Xiao Ba Wang” as game consoles. And the most important reason was that selling any game 

console was prohibited in mainland China since 2000. 

 

i Ninja Gaiden III: The Ancient Ship of Doom. Ryu: "Humans are always striving to achieve. All of creatures 

living on earth, in all worlds, can never be just a part of someone's plans. Fortunately, mankind is never 

foolish enough to wipe itself out achieve some ambition." 

 

 

Other night important games I’ve played: 

 

Diablo II 

Game Play (game view, mechanism, control, levels, environment, enemies) 

 

 

Diablo II (Figure 10) is the first game give me the feeling of exploring. To me, playing Diablo II is more like 

being in a dream than being in a virtual world. Diablo is a classic action role-playing game developed by 

Blizzard North and published by Blizzard Entertainment in 2000 for Microsoft Windows and Mac OS. 

Players can control their characters by clicking one the screen and press keyboard. Back to 2000, I was 

thinking what is future looks like, I asked my friends is there any flying cars after 2000? I was eager to 

explore all kinds of possibilities of the world. Maybe that’s why I can finish the new Harry Potter book in 

4 nights later. During this period of time, Diablo II is an adventure for me.  

 

                                                           



                                                                                                                                                                                           

 

Figure 10 

 

 

The game world is surrounded by mist, known as the war-mist of other games like Warcraft 3, StarCraft 

1 or Command & Conquer: Red Alert 2. Players can only see the map showing the where they already 

explored. It makes players feel nervous when walking randomly or searching something in Diablo II 

because they will never know what kind of enemies are hiding in the shadows. Comparing the intensity 

of the environment, nothing can make the players feel excited to obtain powerful equipment. Weapons 

and armor are divided into several quality levels: normal, magical, set, rare and unique. They are 

indicated with different colors. Killing enemies randomly generated equipment, and players can easily 

find the special ones among dozens of items on the ground. Especially, after defeating the bosses, a 

small explosion drops gold, items, weapons, armor on the ground. That is the most satisfied moment. 

Players can also buy items from NPCs, or find items in chests. Sometimes, gambling with NPCs is a good 

way to obtain some unique items. As we can see, players are rewarded of both predictable and 

unpredictable feedbacks. For me, the predictable feedbacks like exploring the mist can show me the 

world, killing the boss gives me powerful items keeps me want to playing the game. On the other hand, 

unpredictable feedbacks like the unique items, powerful monsters (Champion, unique, super Unique 

monsters), gambling are always surprising me. 

  



                                                                                                                                                                                           

Command & Conquer: Red Alert 2 

Game Play (game view, mechanism) 

Command & Conquer: Red Alert 2 is one of the strategy game I’m still playing. As a 2.5D real-time 

strategy game, players can play the game only by clicking the mouse. The control is simple and powerful. 

Because of there is no limitation for how big army can players create, thousands of units may slow down 

any computer. For players, sometimes the jerky movements may be annoying, it also means the feeling 

of powerful.  

 

Red Alert 2 is also one of the very first strategy game that telling its story with a video that played by real 

actors (Figure 11). 

  

Figure 11 

 

Warcraft III: The Frozen Throne 

The Frozen Throne is one of the first games that defined as sports in China. The game is balanced well, 

four races have their own heroes, design styles, weapons, units. Multiplayer version is definitely the best 

part of the game. And each hero has four skills, every new level they unlock one new skill, and skills can 

be updated too. That system has far-reaching implications for games like Warcraft III. Dota, League of 

Legends, Heroes of the Storm these most popular games are all learned from Warcraft III.  

One of the most important legacies that Warcraft III gave us is logic analyzing. Since Warcraft III become 

popular in China, more and more players started to analyze the data in the game. They treated Warcraft 

III so seriously that created some new careers like e-sports players, video game personalities (Figure 12). 

They changed the idea of playing is wasting time.    

 



                                                                                                                                                                                           

 

Figure 12 

("Warcraft 3 - How To Night Elf Build Order (Frozen Throne)" 2016) 

 

Mabinogi 

Game Play (game view, mechanism, effects, mode) 

Mabinoqi is not the first massively multiplayer online role-playing game (MMORPG) I’ve played, but it 

the one of the most important game for me. Mabinoqi is designed to encourage players to live in the 

game. I will not talk about the game mechanisms that not relative to my concept in this paper, however, 

Mabinoqi did great jobs in the action design, fighting design, environment design, and even fashion 

design. The first thing that interested me is the avatars do age. The avatar can start from 10 to 17 years 

old, and 10 years old avatar looks small and cut. As an avatar growing up, their body changes too. The 

body growing stops at 17 years old. The player may earn titles while doing a thing in different ages. For 

example, the first time I played the game, my avatar is 17 years old. I was beaten by a fox, and I earn a 

title that says I was beaten by a fox when I’m 17. That is really a funny title, and it does provide my good 

buffer effect. In the game, there are cooking and food system, eat food can provide the avatars energy 

to do all kinds of things like fighting, running, acting. What’s more, eating too much make the avatar fat. 

And the only ways to reduce weight is hit thing like trees, streetlights. In the game, it’s very normal to 



                                                                                                                                                                                           
see player kicking trees all the time, and there are small balls, fruit on the ground. Because there is a 

chance fruit can fall from trees. When the avatars are hungry, eating the fruits can reduce more weight. 

Mabinoqi also encourages players to chat in game. They designed nice piazza in every town, a lot of 

players like to sit there and chat with friends. Players can also have campfire (Figure 13) or tents in the 

field, so they can gather around the campfire and chat easily. To create the chat emotions, there 

Mabinoqi also created performance system. Players can play music with musical instruments and music 

book, or performance drama with gestures or countenances. To support their life in Mabinoqi, players 

can also do part time job for the NPCs. Part time jobs are also designed like real life, such as collecting 

eggs and milk for the church, harvesting wheat for a mill. Mabinoqi also has amazing pet system. In 

Mabinoqi, players can have all kinds of pets, like dogs, cats, horses, dragons, monsters etc. Caring the 

pets can satisfy them. And pets show their emotions when interacting with players. Players can also play 

as pets. I used to play as a pet with my friends, that is super funny to see all kinds of pets fighting 

together.  

In Mabinoqi, the other amazing thing is players can be whatever they like. The player is not limited by 

any class other than the character’s race. The combination of skill development, age, items, physical 

constitution, and other variables such as titles (user titles, gang titles and weapon titles) is what make up 

the character. 

 

 



                                                                                                                                                                                           
Figure 13 

 

 

 

 

Story 

Mabinoqi tells the story in many different ways. Usually, players can experience the story by all kinds of 

quests. Sometimes, when randomly chatting with NPCs, or explore the Mabinoqi world players can find 

clues of stories. Hidden elements are also important. In Mabinoqi, some NPC only appears in a random 

position at a special time. These NPCs usually sell unique items or offer players particular quests. There 

are books that players can keep. Though book, players can read stories or learn new skills. Players can 

only continue some quests only after obtain some requested books. 

 

Xuan-Yuan Sword 07 

Xuan-Yuan Sword series is a series of Chinese PRG game developed by the DOMO studio of Softstar 

Entertainment Inc. They are one of three most famous Wu Xia (People fight with Kung Fu) games in 

China.  

Xuan-Yuan Sword 07 which is also named as Xuan-Yuan Sword Tales: The Millennium Destiny is one of 

my favorite RPG games. I love the romantic and painful story and funny Easter eggs of it. I’m not going 

to repeat the story here because it not only requires culture background but also need players to 

experience the story by themselves. There are so many details need players to discover by themselves.  

The mechanisms are interesting because DOMO added a lot of Easter eggs. For example, in the game 

players can construct facilities to support the main characters. To do that player need to collect 

materials such as wood, iron, stone etc. It’s very hard to collect iron because in the game players can 

only find the materials with low chances. However, my friends told me to click one chest for about 20 

times. I found that chest turned into iron and wood after I clicked it like I’m crazy for about 30 times. 

After that, I only needed to click a chest one more time, I could get iron and wood from it. There were a 

lot of hidden elements like that. For example, if I talked to a little girl about 10 times, I could start a new 

conversation with her. The funniest part was that I even met the DOMO team in a hidden position. I was 

able to interact with all the studio members. I could play small games with each of them, they were 



                                                                                                                                                                                           
talking about their gossips at the same time. All the funny details release me from the sad story and 

taught me what is playful means. 

 

Romance of the Three Kingdoms 

 

Game Play (mechanism, art design, history related, interaction) 

Romance of the Three Kingdoms is a series of role-playing simulation grand strategy wargames created 

by Koei.  

I can play Romance of the Three Kingdoms all day. I used to be trapped at an airport because of the fight 

delay for seven hours. I spent all the seven hours playing Romance of the Three Kingdoms. I play both 

PSP and PC versions, and they gave me different experiences. The PSP versions are Romance of the 

Three Kingdoms 7 for PSP.  Different versions have different mechanisms and design style. All the 

Romance of the Three Kingdoms sharing one element that attracting me which is I can collect the 

heroes. Based on the real history, the heroes are designed with different data and abilities. Even the old 

versions are more like text based games, they still immerse players because players should make their 

own strategy as the leader of all the heroes. 

 

Call of Duty 

 

Game Play (FPS, single player, multiplayer) 

Call of Duty is a first-person shooter video game. Call of Duty 4: Modern Warfare changed the game 

history. I’m only going to talk about Modern Warfare’s story telling.  

The story starts in 2011 when a crazy leader executed the president of an unnamed country in the Middle 

East. In this scene, players play as the president with first person view (Figure 14). When the players see 

the gun pointing at the president’s head is like seeing executing themselves. On the way to the place of 

execution, players witness the chaos as well. Scenes like the terrified young man are running into a 

dustbin, innocent people standing in line and executed by the army, jet planes flying over the cars 

immerse players with the dark side of humanity and war.  



                                                                                                                                                                                           
Story Telling (Call of Duty 4) 

Playing Call of Duty 4 is like participating a Hollywood movie. What’s more, because it’s first person 

view, the feeling is even stronger. Jesse Stern is a producer and writer, known for NCIS wrote the story. 

Even the players are playing as soldiers which meaning shooting people is their duty, the anti-war story 

shows the cruel side of killing with the first person perspective. 

 

 

Figure 14 

 

 

Grand Theft Auto V 

 

Game Play (sandbox, free perspective, free mode, online mode) 

Grand Theft Auto V is keeping challenging public opinion. Because of the main characters are criminals, 

murdering, heisting, and whoredom are the most controversial elements. As an outstanding sandbox 

game. Grand Theft Auto V built a smaller Los Angeles as the city called Los Santos (Figure 15).  



                                                                                                                                                                                           
Grand Theft Auto V is an action-adventure game. Navigating in Los Santos players may engage random 

missions like taking drugs, killing thieves, searching for UFOs. Although these are not part of the main 

story, they extended the possibilities of participating the game. 

 

 

Figure 15 

 

 

Grand Theft Auto V also raises the question that is the best part of simulating the world is to destroy it?  

 

League of Legends 

Game Play (Mechanism, Character Design, Lobby, skills) 

 

As one of the most famous multiplayer video game in the world, League of Legends is famous for the 

gameplay. It’s very easy to start playing, and worth thousands of hours for practicing. 

It’s easy to start because of these reasons. The first reason is free. As a free to a player multiplayer online 

game, anyone can download it and play it. Second, although there are 131 Champions (Figure 16) with 

unique background stories, characters, skills and skins in League of Legends, every week there are 10 free 

champions for players to play. The player doesn’t have to pay anything if they want, they can unlock 



                                                                                                                                                                                           
champions with influence points (IPs) which can be earned no matter win or lose the game. All the in-

game items expect skins can be purchased with IPs. Players can buy Riot Points (RPs) to purchase skins, 

some items, Rune pages, which means money will not upset the balance. Third, the matching system 

matches players with similar proficiency. The more a player wins, the more powerful opponents he or she 

meets. Because teamwork is the most important reason to win the game, teammates also matter a lot. 

The matching system keeps every player’s winning percentage around 50%. Unless the player is very 

kind, skilled and lucky, keep winning for more than 10 round is a dream for many players. The Last is the 

champions are easy to control. Every champion only has four skills, and the documentation is easy 

enough to read. There are huge numbers of tutorial videos or match videos to teach everything in League 

of Legends. 

  

Figure 16 

 

League of Legends is certified as a sport not only because it’s popular, players show their qualities while 

playing it. As a player, knowing every champion’s skills and items is the basic knowledge. That means 

even every round has totally different champions are selected, it takes 14 rounds to see them all. To 

keep the balance, Riot also changes the data of the champions every time they update the game. In the 

game, there are five positions, Middle, Top, Attack Damage Carry (as known as ADC), Support, Jungle. 

Different positions have their own way to control the battle. Even playing the same champion, playing 

different positions means different items, different orders to update their skills, different ways to move, 

different ways to check the surrounding etc. How to arranges Runes, extra two skills and other factors 

that may affect the result need to be considered too. Then, as a team member, teamwork is more 

important than anything. Normally, “away from keyboard” (AFK) is not allowed, although to balance the 

game, the fewer players side obtain more experience, losing player is one of the mean reason to lose a 



                                                                                                                                                                                           
match. Supporting another team member is extremely important. Different positions are designed to 

support others. Like Jungle is walking around the jungle, whenever they see others need help Jungle’s 

showing up can change the battle. ADCs and Supports usually play at the bottom line, supports need to 

support ADCs to farm (the last champion hits the unit before the unit dies, the system rewards the 

champion with golds) even cost their own lives. “Gank” means helping another player when they are 

fighting with the enemies. All the players can gank each other. For example, Jungles’ gank always change 

everything, a good Jungle may lead his or her disadvantaged team to win. Some champions’ skills also 

need other players’ participate. For example, Shen’s skill “Stand United” can teleport him to his allied 

champion, and shielding the target champion for up to five seconds. There are also elements like items, 

the field of vision, terrains that requires teamwork. 

 

League of Legends is one of the best multiplayer game because all these details are designed for many 

reasons, like playful, balancing, visually engaging, however, they all serve the same goal which is to build 

a platform that encourages players to play with others and be themselves. 

 

 

 

Summer Wars 

Story 

Summer Wars is a Japanese animated science fiction film directed by Mamoru Hosoda, animated by 

Madhouse and distributed by Warner Bros Pictures. The film tells the story of how a family saves the 

world. Kenji Koiso is a timid eleventh-grade math genius. Natsuki Shinohara, the most popular girl at 

school gives him a job. She tells Koiso that job is about traveling with her to Ueda to celebrate her great-

grandmother Sakae‘s 90th birthday. Koiso decided to quit his job at OZ which is a virtual world that 

people use it as part of their real life. Governments and companies also use OZ as a very important 

platform. After traveling to Sakae’s estate in Ueda, Natsuki introduces Kenji as her fiancé. Koiso is told 

that the real job is to act as Natsuki’s fiancé for 4 days. In the same time, Koiso finds that Sakae’s family 

is the descendant of a famous samurai who defeated the Tokugawa clan in 1615. During the dinner, 

Natsuki’s half-granduncle Wabisuke Jinnouchi shows up. He is a computer expert who has been living in 

the US and teaching at Carnegie Mellon University after stealing the family’s fortunes 10 years ago. In 

the same night, Koiso receives an email with a mathematical puzzle and solves it. In the second day, 

Koiso is framed as the hacker who has hacked the OZ’s server. Because including the government, a lot of 



                                                                                                                                                                                           
people use OZ’s services for work (Figure 17), it causes widespread damage such as traffic jam, fake 

alarms. Considering the situation as a war, Sakae calls her friends in important positions in Japan’s 

society and her family members. She encourages them to keep on working hard to control the situation 

and save more life. It turns out Love Machine, an artificial intelligence steals Koiso’s avatar and does all 

this. Kazuma is Natsuki’s cousin who likes to stay in his room. Kazuma’s avatar King Kazuma is the best 

fighter in OZ. To save the OZ, Kazuma challenges Love Machine. Love Machine evolves by eating other 

avatars. After that, Love Machine beats King Kazuma. Jinnouchi tells the family that he created Love 

Machine and sold it to the US army. Sakae is very angry about that, and Jinnouchi leaves after a fight 

with her. In the night, Sakae tells Koiso to take care of Natsuki. In the next morning, Sakae dies because 

her doctor cannot track her heart rate anymore. The communication system stops working because of 

the Love Machine steals some important IDs. When the women of the family are preparing the funeral, 

most of the men of the family decide to fight back. They use the supercomputer to support Kazuma, and 

capture the Love Machine, but Shota moves the ice to Sakae’s body causing the supercomputer to 

overheat. Love Machine evolves again and takes Kazuma’s avatar. At the same time, Love Machine is 

planning to destroy a nuclear power station with an artificial satellite. Natsuki convinces Jinnouchi to 

come back and the family unites again. Natsuki challenges Love Machine with a traditional game. When 

Natsuki almost lose the game because of a mistake, millions of OZ users from all over the world give 

their accounts to Natsuki as the wager of the game. Finally, Natsuki wins and Love Machine loses all the 

accounts except Koiso’s and the satellite controller account. Love Machine changes the target to Sakae’s 

home. When everyone is in a panic, Koiso tells everyone they should keep fighting. With the help of 

Jinnouchi, Kazuma, and the family members, Love Machine is destroyed and Koiso breaks into the 

satellite’s GPS and saves all the family. In the end, Natsuki kisses Koiso. 

 

 



                                                                                                                                                                                           

 

Figure 17 

 

   

VR world (cross platform, free mode, VR to AR, critical design storytelling, potential)  

 

Different with normal online games OZ is more like a social networking website which users’ virtual life 

are connected with their real life. Most of the online games build virtual worlds that isolated from the 

real world. Online games like the first-person shooter, strategy games and massively multiplayer online 

role-playing games have their own unique game plays and game goals. For example, to kill enemies, to 

race, or to develop the avatars. All these goals bring players to the moments that have nothing to do 

with their real life. On the contrary, OZ is related to the real world in many ways. The first thing is using 

OZ makes communication easier. OZ can translate all kinds of languages in the real time, and OZ can be 

used in all kinds of devices like phones, TV, consoles, and computers. It means the players can talk to 

anyone they want easily. Second, OZ is a platform for both real and virtual worlds serves. In OZ, players 

can by TV shows, movies, music, automobiles, real estate, vacation plans, and many other things from 

around the globe, as genuine as reality with cards, and a virtual product like costume, houses, cars. 

Third, players can be whoever or whatever they want. In OZ, all the personal data are protected by the 

servers, players can also design their own avatars with different bodies, hair, and outfits. Players can 

even player spots in OZ! The next thing is OZ has a full range of support and services for businesses (Figure 

18). Companies from all over the world have branches in OZ. Players can also set up their own offices if 

they want. Many local governments and self-governing bodies also choose avatars in OZ to represent 

themselves. In OZ, players can pay their taxes or talk care of any official business. Players can also watch 



                                                                                                                                                                                           
the news in OZ from all over the world. With the translate system, understanding any other languages 

will not be a problem to stop finding the information they want on the internet. 

 

 

Figure 18 

 

 

As an online game or we can see it as a social networking platform, the foundation of it is three things. 

The first is OZ is a cross-platform game, players can get access to it with any devices they have. So no 

matter what they are used to use, they can connect to OZ anytime anywhere they want. The second 

thing is the translating system. Normally, online games have different servers for different regions. Even 

in the US, players may speak different languages, most of the games are designed for a few languages. 

For example, in League of Legends, using Chinese in North America server is impossible, however, there 

are a huge amount of players speaking Chinese. Having is real time translate function will definitely help 

improving communication. The last thing is OZ’s impenetrable security system. It’s not only protecting 

personal data, the companies and governments data is also secured. With all this basic server, OZ has 

the ability to attract millions of players. 

 



                                                                                                                                                                                           
I am inspired by this idea, that a virtual world and enhance real life. Although I like the movie “Matrix.” 

In the Matrix, the virtual world is described as the tool of machines ruling human. This dystopia concept 

is scary and accepts by many people, and I believed that this is what the parents may think when they 

see their children play online games all day. However, OZ represents another possibility which is virtual 

world can help us to enjoy our real life. And yes, in the movie the security system is broken by the AI-

Love Machine with the help of some geniuses. That indeed is what we should consider if OZ is real. In 

the real world, hacking is happening all the time, however, keep the military weapons out of internet 

will help a lot. Even security systems evolve all the time, to avoid the situation like in the movies, hard 

copies of the files is always the best way to protect our world. 

 

VR sharing or isolating? 

VR has the potential to lead future games. Because of the technology limitation, most of the VR games 

are designed for one player at a time. However, HTC vive and Play station VR are already start to build 

multiplayer VR game experiences. They are designed for one platform only. Besides, expect some first 

person shooting game, most of VR games are designed for one player only because that is the easy way 

to design customized VR experience. Using body gestures as an element to interact with the game 

environment can enhance the unique immersive experiences that VR brings to us. It also makes sharing 

the experience with none VR players harder. If game designers want the players have the best 

immersive experiences, they need to rethink about how to interact with the game. Questions like should 

they redesign the camera position, should they need to add objects of references flying to the player, 

should they allow players to interact the environment with their hands or any devices except mouse and 

traditional game controllers will be answered while deigning a VR game. Sharing it with none with player 

also raises new questions like how to balance the gameplay, is none VR players should play the game in 

the same way with VR players, if they are playing the game in a new way, how can they collaborate or 

compete with VR player. 

 

My answer for the questions is to balance the game play even form the first moment I design the game. 

In my design process, I design unique game player for every player. None VR players, and the VR player 

will player a same game with different mechanisms. To win the game, they should cooperate with each 

other with both talking and using different devices in the unique way. 

 



                                                                                                                                                                                           

Asymmetrical gameplay 

Because my group immersive experience requires different ways to experience the game, so I choose to 

use "asymmetric gameplay" where "two players will have separate experiences as they play together."i 

Depending on how different their gameplays are, there are two kinds of asymmetric gameplay “soft 

asymmetry” and “strong asymmetry.” In “soft asymmetry ” games the players have the same basic 

methodology for example, movements, ways to fight, game controllers, yet they all have different 

roles. In “strong asymmetry” games some of the players play in a drastically different way. My group 

immersive experience is a strong asymmetry gameplay. 

According to my testing feedback, the secondary player experiences should be more attractive. After 

the proof of concept, I decided to redesign my game. The previous version has limited the secondary 

players’ experiences, they can only indirectly participated the puzzle game by checking the maps and 

talking with the primary 

player. 

 

Figure 19 

 

My first prototype of the group immersive game 

My second prototype of immersive game allow the secondary players to change the terrain and the 

environment. The process will dramatically change the primary player’s game view. Based on the 



                                                                                                                                                                                           
feedback I got from my second semester’s major studio final project, even shaking a little bit in VR will 

affect the players’ experience. 

The feeling of any movement such as jumping, running, revolving in VR is amplified. 

The primary player and the secondary players rely on each other to achieve the goal. The primary 

player needs the secondary player’s power to overcome obstacles, and the secondary players can not 

win the game without the primary player. 

Strong asymmetry game 

ZombiU 

Zombi is a first-person survival horror video game developed by Ubisoft Montpellier for Wii U, 

PlayStation 4, Xbox One and Microsoft Windows. ZombiU is packaged with the Wii U ZombiU bundle, 

ZombiU is designed for Wii U GamePad. 

 

Figure 20 

 

Playing ZombiU with Wii U GamePad 



                                                                                                                                                                                           
In the single player mode the touchscreen is used to manage the player’s inventory, displays the mini 

map and some other interactions. The game has strong asymmetric gameplay when there is another 

player playing as the “Zombi King”. 

Keep Talking and Nobody Explodes 

Keep Talking and Nobody Explodes is one of my precedent. When I finished my new concept and 

prototype design, I found this game and my prototype work very similarly. We all have a primary player, 

and a few secondary players. Keep Talking and Nobody Explodes immerse the secondary players by 

keep them occupied. 

 

Figure 21 

 

I’m testing “Keep Talking and Nobody Explodes” by observing my 

friends playing the it. 



                                                                                                                                                                                           

 

Figure 22 

 

The primary player’s game scene 

Keep Talking and Nobody Explodes is a multiplayer puzzle game. Players defuse bombs by cooperation. 

In this game, the primary player directly interacts with the bomb, however he or she has no knowledge 

about how to defuse it. The secondary players interact with the bomb indirectly. They have 

instructions, yet they can not see the bomb. The primary player have to describe the bomb to the 

secondary players, so they can help him find solutions. 

If the players are separated. The primary player may feel nervous and disappointing because he or she 

is seeing the countdown, hearing the tense music and having no idea about how to take care of it. The 

secondary players are bored to learning the 23 pages “Bomb Defusal Manual”. 

The most important thing in this game is the primary player is unable to solve the problem alone. When 

they start to cooperate, everything changed. The primary player immerses the secondary players by 

saying a lot “come on” ”hurry up” ”10 seconds left” ”we are out of time”. The secondary players read 

the manual, and they ask the primary player questions about the bomb. The game is more interesting 

when the players make mistakes because there are a few symbols on the keypads that are hard to 

describe. 

 



                                                                                                                                                                                           
 

 

 

Figure 23 

 

Symbols on keypads 

They are also some mini games in the manual, so the secondary players will also have something to 

play with. 

In the same time, the primary player is waiting for the answers, so he or she usually talks a lot, for 

example more details or complains. These conversations enhance the experience, and then create an 

immersive experience for all of them. 



                                                                                                                                                                                           

 

Figure 24 

 

How the mini maze game works 

Change landscape 

Monument Valley 

Monument Valley, which drew inspiration from the lithographs and drawings of graphic artist M.C. 

Escher, allows gamers to explore through "fantastical architecture and impossible geometry," as the 



                                                                                                                                                                                           
game's description on the App Store states. The goal of the game is to guide princess Ida through the 

levels by manipulating architecture, which sounds very simple to do until gamers run into difficult 

puzzles that require lifting and spinning the levels in different ways. 

 

 

 

  

Figure 25 

Monument Valley Optical illusion Maze 

Shifter 

I found Shifter in App store. This is tiny single-screen puzzle platformer. Players can shift and combine 

different parts of the level. The goal of this game is to get the little cartoon character(the explorer) to the 

open gate in each level. With the touch screen, players can use gestures to control the game. For example, 

pinch out is to separate the landscape, and pinch in is to combine them. Players can also switch the 



                                                                                                                                                                                           
positions of different parts of the level by drag them. To control the explorer, players can tap on the 

screen. 

 

Figure 26 

 

Shifter screenshots 

This is a very easy way to change the terrain in 2D world. With a iPhone, pinch in and out is a simple and 

efficient way to play with. The program only need to record the distance between finger and thumb. If I 

need to apply gestures into my game, pinch is one of my options. There are many devices can be used as 

a gesture controller. For example, Leap Motion, web camera, smart phone, Kinect and smart gloves. 

Comparing with Leap Motion and other devices, people are accustomed to use smart phones. However 

smart phone is an accurate, natural and humanized controller that is very popular among my target 

audience. 

Using the landscape as a puzzle is a powerful idea with the potential of letting the players feel like gods. 

I can borrow this idea, and adapt it into 3D VR. 

VR experience 

 

The Roller Coaster 

VR roller coaster games is very popular in these years. Although VR technology is not new to us, 

commercial VR games just started to come out. Based on the feedback I got from my previous 

prototypes, even shaking the camera a little bit in VR will affect the players’ experience. The feeling of 

any movement such as jumping, running, revolving in VR is amplified. I did research about VR sickness 

which is similar with motion sickness. I found that human’s eyes are very sensitive, they can tell the 

different between frames. The delays of VR headset display, will make users feel dizzy. Even it’s a flaw 



                                                                                                                                                                                           
of VR, it still can be used as an advantage. Also based on my previous research, if I design a game that 

controls the view well, the transformations in VR will be intensified. 

 

Figure 27 

 

Roller Coaster: nolimits2 screenshot 

In Nolimits 2, players can see the roller coaster car in front of them. The track is an important object of 

reference, user’s can feel the speed and height with that. The changing scenery, immerse they players 

into the gameplay. This game is also polished with Lens reflex, they are borrowing it from the movie, 

and it makes the game more engaging. 

Mirror's Edge 

Among all the a first-person perspective games, Mirror’s Edge is a very unique game. Players play as the 

main character Fitch moving across the city using movements are inspired by Parkour. Mirror’s Edge is 

powered by the Unreal Engine 3, with the new lighting solution, the game’s brightly colored style allow 

players to see more details of the urban environments. While the player controlling Fitch running over 

rooftops, across walls, and flying though tunnels, players can see how Fitch’s hands, legs is moving and 

everything coming towards to her. 



                                                                                                                                                                                           

 

Figure 28 

 

Fitch is running in between two buildings 

There is no doubt people will get dizzy playing Mirror’s Edge in VR. Because all these movements are 

intensified, and the views are unstable. My research showing that even shaking one’s head more than 2 

times per second in VR, 80% of my testers will feel dizzy. 

However, Mirror’s Edge shows me that how important the light is. Light is very important in Games, 

after all light is the only reason that we can see the world. Based on what kind of experience I want the 

primary player to have, I need to redesign my own light system. Because I’m using Unity engine, I may 

not able to get the same level light effect. 

The legs and hands are markers to indicate the character’s position in Mirror’s Edge. 

In the real world, we know our own heights, we can tell the different when it changes. In VR, it’s hard 

to make custom cameras for every player. So players view will be different with real world. While 

looking around in VR, if players see nothing under their head, it’s hard for them to know if they are 

running or floating.  

 



                                                                                                                                                                                           

Why I changed my thesis during the first semester: 

Because of the I felt that focus on one aspect of my concept is more helpful. If I wanted to design an 

educational and interesting game, that might not able to be finished before the end of the first 

semester. 

 

Previous Documentation 

 

User Testing 

What are you prototyping with this iteration? (concept, look and feel, user/audience 

experience, implementation/production, a certain piece of your concept, what?). Be 

very specific about what and why you are expecting to get out of showing your 

prototype. 

 

will make a group immersive game, which means the primary player will wear a VR headset, the game 

will also immerse other secondary players without the VR headset. By designing a game using virtual 

reality and asymmetric roles, it will immerse the players into the action. At the same time, it will include 

an antagonist who tries to block the player’s attempt at solving the puzzle, I’m creating more immersive 

and engaging interaction. 

2) What open issues or questions are you hoping to address through this 

prototype? 

The history of this problem is when there only is one playing in a VR game, others are not as immersed 

as the player. They only help him to win the game. The only variable is all the players in the game may 

make mistakes. For example, the player in VR may describing the VR world in a wrong way, or the other 

players may be misleading the 

player. 



                                                                                                                                                                                           

3) Testing Method: What is your tool of choice to get feedback? Why did you 

choose it? Briefly describe your tool. 

I will use my phone to do the timekeeping, to see how much time they will take to solve the puzzle. 

I will use stickers and pens to let them write down how do they feel about the game. 

I will take a video with my phone to see how can they interact with each other. 

4) Objectively describe the actions you took to implement your usability 

experiment/research. Be specific about how you will set up your prototype how you will 

monitor and/or engage in getting feedback, and how you will conclude your session with your 

participants. 

will research Personal Development, and use that to build my game methodology. I will set up my 

prototype around a table. So all players will feel engaged with each other. I maybe play the game with 

them, so I can watch them. I will adjust them game difficulty based on that. 

5) How many respondents/participants/users? When and where did the experiment take 

place? 

I had ten 11 users tested my game on 10/29 during Thesis class at our classroom. 

6) Who is the participant (use specific demographics you know about your user). The testers are MFADT 

students, half of them had not known my thesis before, and the rest of them are in the same section 

with me. However, this is their first time to see my new idea and prototype. 

They are Wei Li Shi, Yunqi Zhou, Vivian Wei, Qianjian Liu, Alaere Jituboh, Hsin 

Peng, Pauline Hadad, Kehui Liu, Xueer Zhang, Jenna Demchuk,Camila Gernhardt 

Nakamura, Marcos Scheidt Berenhauser 

Results & Conclusions 

List five things that were confirmed about your project. 



                                                                                                                                                                                           
My project can last 10 minutes. 

For the player with the path map, it will be less immersive than the player who has the maze map. 

I need time limits to make the game tenser. 

Most of the players prefer easier game than try to figure out the right way to play the game. 

Villains make the game much harder, once people find that there are villains in this game, they may 

stop trusting anyone. That will make their communication worse. 

List five problems or concerns that were raised about your project. 

needed to help them read the maps, my UI is not friendly enough. 

Players needed objects of reference to help them locate themselves. 

If I did not explain the game, some of the may not able to know how to cooperate. 

To make the game more playful, I might need to add puzzles inside the maze. I need to find a way to 

keep them talking, so that the secondary players will not feel boring when no one wants to talk with 

them. 

Were the results of your test surprising? Confirming? 

Surprising; 

Some team could win the game with trust issues. They enjoyed them game knowing there was a villain 

role. 

Some player can describe the maze just by “T shape,” “L shape.” Keep describing the 

environment too much will confuse some players. 

Confirming: 

Villain role immersived the players, and provided conversion topics. 

Did your test answer the questions you had about the iteration? What new questions arose? 

Yes, I found that my basic function worked well. I need to build a UI system and objects reference to 

enhance the user experience. 



                                                                                                                                                                                           
How did the results of your usability experiment/research impact your current thesis concept? If your 

thesis concept has changed or, if elements of the concept have been refined, please describe the 

resulting new ideas. 

I narrowed down my thesis, and changed it into a more specific way. From showing how know the 

inspiration, daily life, and life goals work benefits people’s life. I will build my project based on the 

Personal development theory and my high school and college life, to inspire people to know themselves 

better. 

Are you satisfied with the technical and aesthetic quality (the craft) of your iteration? How would you 

improve it? 

My iteration gave me several useful feedbacks that can use later on. I will work on the story telling part, 

UI and game methodology. 

What questions need to be answered next? Are you on the right path or do you need to change 

direction, and if so, how will you do that? 

I’m on the right path, I need to know how can Personal development theory apply to my thesis. I got 

some references, research will be my next task. I also need to test what kind of objects of reference do I 

need to promote the playful experience. I need to test my game with more teams, so I can know how 

can add more constraints to encourage players to have more conversions. 

Midterm Evaluation 

1. What are the specific questions you are attempting to answer in your prototypes and writing? 

What are examples that show young people’s decision making in an interesting way? 

How to balance the playful experience with asymmetric roles? 

2. What the five strengths of your project? 

I’m creating a cross-platform cooperating/competing experience. For example, if the primary player is 

playing the game with a VR headset and computer, secondary players may play the game with papers 

or some physical components like toy bricks at the same time. 



                                                                                                                                                                                           
Playing my game will be visually engaging. I may design this game with low poly style. Because I my 

target audiences are young adults in high school and college. Low poly style is popular among them, 

and it looks clean and tidy. 

My game will immerse secondary players while helping, killing or controlling the primary player. 

Because secondary players will not able to have VR headset, without VR experience they may feel 

jealous or unfair. In order to keep the secondary players being excited, I can either keep them occupied 

or offer them a more interesting experience. 

The primary player will explore a virtual reality world, and the transformations in the VR world will 

immerse the him or her. Based on my Major Studio One final project, I found that even change gravity a 

little bit, the player will feel huge differences. 

Because Virtual Reality is very powerful in immersing users, the transformations in the VR world may 

also evoke physical reaction, for example motion sickness. It means I can design a very powerful visual 

experience based on VR technology. With or without game controller, secondary players can interact 

with the primary player or the VR world. They will be more powerful and have more responsibilities 

than my old prototypes. They will interact with the primary player with conversations, game 

controllers, physical components or even gestures. And they will have their only goals, the primary 

players will be their tool to achieve it. For example, maybe they can only kick other secondary players 

out of the game by controlling, manipulating, misleading or persuading the primary player or even 

other secondary players. 

What are the five most critical issues for your project? 

The first issue is during presentation, my critics feel it is hard to find connection between visualize the 

young adults’ decision making process and my “group immersive” idea. 

The second issue is, I found it is hard engaging the secondary player playing with the shortcut of the 

maze. 

The next issue is it is hard to locate the primary player in the maze. 

Although I’m very interested in adding villains, the antagonist will keep the primary player from 

believing the secondary players sometime, especially when there are only two secondary players. 



                                                                                                                                                                                           
At last, visualize the young adults’ decision making process may weaken the playful experience. 

3. What can you do to address these issues, and to solidify the strengths? For the first and last issues, I 

will design this game methodology first, I may use the hide the young adults’ decision making 

process inside my game methodology later. I will make a new puzzle game that give secondary 

players access to the VR world, and there will be some indicators to help the secondary players to 

locate the primary player. If there are less than 4 players, there will be no villain. 

4. Can you intuitively ask some new questions? 

How long should every round last? 

How many players should I have? 

If I still need villains, how powerful should he or she be? 

5. What questions need to be answered in order to create a proof of concept prototype? 

How to show the relationship between the young adults’ decision making process and the “group 

immersive” idea? If I can’t find out the way to do this at the end of this semester, should I focus on the 

“group immersive” idea. 

Are you on the right path or do you need to change direction, and if so, how will you do that? 

I’m on the right path now, my game will no longer only have VR headset and paper. I will add more 

ways to play the game and controllers. 

7. Update your Concept Statement/Question and Design Values to reflect your current thinking. 

I was inspired by Personal Development and my high school and college life (include my own life 

experience and others’ life I saw). Because during this period, students start to decide who they going 

to be for their rest of life. I’m very interested in how they making their decisions. They will also be my 

target audience. 

I will simulate the decision make process in high school and college, by making a group immersive 

game, which means the primary player will wear a VR headset, the game will also immerse other 

secondary players without the VR headset. By designing a game using virtual reality and asymmetric 

roles, it will immerse the players into the action. At the same time, it will include an antagonist who 



                                                                                                                                                                                           
tries to block the player’s attempt at solving the puzzle, I’m creating more immersive and engaging 

interaction. 

My research question will be: what are examples that show young people’s decision making in an 

interesting way? 

 

 

Final Evaluation 

What are the specific questions you are attempting to answer in your prototypes and writing? 

By my prototypes, I’m trying to find the answer of how can I immerse the secondary players 

without VR headset. How to make the secondary players want to player this game without the VR 

headset. By my writing, I want to know what is asymmetric game, and how does it work. I’ m also doing 

research about how to build an environmental puzzle games and what kind of VR experience is that I’m 

looking 

for. 

What the five strengths of your project? 

Normally, VR games are being exclusive to one player at one time, but I am creating a 

cohesive game experience for all players with different devices. 

In order to keep the secondary players being excited, I can either keep them occupied or offer 

them a more interesting experience. My game will immerse secondary players while helping, killing or 

controlling the primary player. Because secondary players will not able to have VR headset, without VR 

experience they may feel jealous or unfair. 

The primary player will explore a virtual reality world, and the transformations in the VR world will 

immerse him or her. Based on my Major Studio One final project, I found that even change gravity a 

little bit, the player will feel huge differences. Because Virtual Reality is very powerful in immersing 

users, the transformations in the VR world may also evoke physical reactions, for example motion 

sickness. It means I can design a very powerful visual experience based on VR technology. 



                                                                                                                                                                                           
To make the secondary players access the game easier, they can interact with the primary player 

or the VR world with or without game controller. They will interact with the primary player by 

conversations, game controllers, physical components or even gestures. And they will have their own 

goals, the primary player will be their tool to achieve it. For example, maybe they can only kick other 

secondary players out of the game by controlling, manipulating, misleading or persuading the primary 

player or even other secondary players. 

Playing my game will be visually engaging. I design this game with low poly style. Because it’s easy 

to build and it looks clean and tidy. 

What are the five most critical issues for your project? 

Main character staying out of the way and doesn't have much of a game mechanic. 

The character needs to have agency or it's not that interesting. 

How to make people think, though the mechanism or the story? 

How long should the gameplay last? 

What kind of deep meaning do I want to add in the future? 

What can you do to address these issues, and to solidify the strengths? 

Can you intuitively ask some new questions? 

I need more user testing to test the gameplay and to figure out how long and what kind of game 

mechanism do I need in the future. 



                                                                                                                                                                                           
I focused on the secondary player’s gameplay this semester. I will design new mechanisms for all the 

players, so they can interact with each other. All these design should relate to the story. The primary 

player will explore a story, and he or she can give feedback to the secondary players. 

A good story is needed. Along with the story, I will figure out what is the thing that can touch the 

audience and myself. 

What questions need to be answered in order to begin producing your project? 

How to make an online multiplayer game? 

What kind of GUI do I need? 

How long is the gameplay? 

What many players should play this game? 

Previous Research 

I started this project with my grid of nigh, however I felt the three directions are not powerful enough 

for me. So I went MoMA which is one of my favorite museum. I was holding all the questions like what 

was the most interesting thing, or why I had no passion for any of the three directions while I was 

walking among MoMA’s great collection of paintings. The miracle came while I was staring Claude 

Monet’s “Water Lilies.” I found that this master piece shows Monet’s lift to me. Nature and his sense 

are the inspirations for every brushstroke. The way Monet organize colors and composition indicates 

his training, his thinking about colors and what he has pursed for his whole life. I think that is why this 

painting deeply touched me. 

 

Figure 29 

http://www.moma.org/collection/artists/4058?locale=en
http://www.moma.org/collection/artists/4058?locale=en


                                                                                                                                                                                           
 

Claude Monet. Reflections of Clouds on the Water-Lily Pond. c. 1920. Oil on canvas, three panels, Each 

6' 6 3/4" x 13' 11 1/4" (200 x 424.8 cm), overall 6' 6 3/4" x 41' 10 

3/8" (200 x 1276 cm). Mrs. Simon Guggenheim Fund. © 2008 Artists Rights Society (ARS), New York / 

ADAGP, Paris Wikipedia Loves Art at the Museum of Modern Art This photo of item # 666.1959.a-c at 

the Museum of Modern Art was contributed under the team name "Stephen_Sandoval" as part of the 

Wikipedia Loves Art project in February 2009. Museum of Modern Art The original photograph on 

Flickr was taken by Stephen Sandoval 

I summarize that as the relationship of inspirations, daily life and lift goal, and I found this theory can be 

applied into other paintings. Like this one “Still Life with Old Shoe,” in this painting the artist hides his 

skills, and focus on the color and composition. He symbolize an apocalytic landscape with using a lot 

black and complementary colors. It let me think of a figure who was pursing something so hard that he 

lost lots of precious things. Because the artist works much harder on his goal and weakened his painting 

skills. 

 

Figure 30 

 

Still Life with Old Shoe is a 1937 oil painting by Joan Miró, now part of the permanent collection of the 

Museum of Modern Art in New York.. 

http://www.moma.org/collection/object.php?object_id=80220
https://en.wikipedia.org/wiki/Museum_of_Modern_Art
https://en.wikipedia.org/wiki/Museum_of_Modern_Art
https://en.wikipedia.org/wiki/Museum_of_Modern_Art
https://en.wikipedia.org/wiki/Museum_of_Modern_Art
http://www.flickr.com/groups/wikipedia_loves_art/pool/tags/Stephen_Sandoval/
https://en.wikipedia.org/wiki/Wikipedia:Wikipedia_Loves_Art
https://en.wikipedia.org/wiki/Wikipedia:Wikipedia_Loves_Art
https://en.wikipedia.org/wiki/Wikipedia:Wikipedia_Loves_Art
http://www.flickr.com/photos/97684626@N00/3316026349
http://www.flickr.com/photos/97684626@N00/3316026349
http://www.flickr.com/photos/97684626@N00/
http://www.flickr.com/photos/97684626@N00/
https://en.wikipedia.org/wiki/Joan_Mir%C3%B3
https://en.wikipedia.org/wiki/Joan_Mir%C3%B3
https://en.wikipedia.org/wiki/Museum_of_Modern_Art_in_New_York
https://en.wikipedia.org/wiki/Museum_of_Modern_Art_in_New_York
https://en.wikipedia.org/wiki/Museum_of_Modern_Art_in_New_York
https://en.wikipedia.org/wiki/Museum_of_Modern_Art_in_New_York
https://en.wikipedia.org/wiki/New_York
https://en.wikipedia.org/wiki/New_York


                                                                                                                                                                                           
Then I developed this theory. The theory is how people deal with relationship of inspirations, daily life 

and lift goal. It works as a map of life. I created a system that can help people to know themselves 

better. For example, have you ever felt like one of your greatest ideas was wasted? Or you feel you are 

stifled by the normal life, and you have no answers to why your life becomes more and more boring. 

The system will help you find the answers and lead you to a more interesting way to live. 

To visualize this theory, I did some research about the diffusion of religion. I found that the most usual 

way is to tell stories. For example, Bible, Buddhist sutras, Alkoran they all are telling stories and 

teaching their believers with the stories. Different with dry theories, stories telling always is a more 

easy with to catch people’s attention. 

Philosophy needs stories too. Nietzsche merged his theories into his book “Also Sprach Zarathustra.” I 

just started to read it. In this book. Nietzsche claims that “Gott ist tot,” it means “God is dead.” He 

means when people stop to believe in god they will lost the foundation of their beliefs.It is a complex 

theory, however the story allow people to understand it in a easier way. 

The movie “2001: A Space Odyssey,” tells a story that shows how human’s evolution is affect by a 

featureless black monolith. It hinted the theory named 

“the Übermensch” of Nietzsche. The Übermensch means overhuman, above-human or superman. 

There are more than 40 minutes that no one talks in the movie, sound and image tells all the stories. 

That encouraged me to explain my abstract theory by an abstract way. 



                                                                                                                                                                                           

 

Figure 31 

 

A Space Odyssey produced and directed by Stanley Kubrick. 

At first I was planed to build an immersive experience telling a story that implies my theory. Because I 

thought this would be the best way to let the audiences to learn it. 

However I found that story telling would generate too much work. Different people have different 

experiences, it means I need to create a lot of stories to cover their experience, so they can feel 

connected to the theory. Then I started to think explaining it with abstract methods, like gestures. If it 

can be recorded as a video, audiences will able to watch it again, so they will be able to understand it 

better. 

https://en.wikipedia.org/wiki/Stanley_Kubrick
https://en.wikipedia.org/wiki/Stanley_Kubrick


                                                                                                                                                                                           
In this case, I need to find out how to design a gesture system that tells the story in an abstract way. 

The first thing came into my mind is Kung Fu, because Kung Fu gestures usually have meanings, and it is 

a powerful way of performance. The most important thing is I have passion for Kung Fu. During the 

presentation, my teacher Kate Sicchio suggested me that I don’t have to lock myself with Kung Fu 

fighting. I agree with that, if I can create a Kung Fu gesture system that can help people with their 

meditation, maybe I can design it into an app, so more people can learn the 

theory. 
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