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In this study, wewill explore how a restricted user interface afféiogplayer

experience in survival horror games. To test this, we created a digital survival horror

game. The restricted user interface in the prototype resides in the player controller

who has access to five different user interface elements. These elements are health,

revolver, flashlight, compass and a watch. The results showed that the restriction and

making the user interface diegetic did affect the player experience. This was presented
through dividing the participanttperiences with the prototype in four categories:

Challenge, Analytical, Safety and ContrBharticipantOs enjoyed the added challenge
from the restricted user interface which also helped promote the horror experience. AS

a drawback, a restricted user interface resulted in participants having a harder time

learning the game and understanding certain game mechanics and elements.

Keywords: User interfacgeplayer experience, diegetic, survival games, horror games,

digital games

Abstrakt

I denna studie s& kommer vi undersoka hur ett begransat anviandargrénssnitt
paverkar spelupplevelsen i 6verlevnadsskriackspel. For att testa detta s& skapade vi ett
digitalt 6verlevnadsskriackspel. Det begransade anviandargranssnittet i prototypen
befinner sig pad den spelbara karaktéren som har tillgang till fem olika
anvindargrinssnitts element. Dessa element dr hilsa, revolver, ficklampa, kompass
och klocka. Resultaten visar att begrdnsningen och genom att géra
anvéndargrinssnittet diegetisk paverkade spelupplevelsen. Detta var presenterat
genom att dela upp deltagarens erfarenheter med prototypen i fyra olika kategorier:
utmaning, analytisk, sdkerhet och kontroll. Deltagare gillade 6kningen i utmaning fran
det begrinsade granssnittet som dven hjélpte stirkte skrackupplevelsen. En nackdel
med ett begrinsat grinssnitt var att deltagare hade det svarare att ldra sig spelet samt

forsta vissa spelmekaniker och spelement.

Nyckelord: Anviandargrianssnitt, spelupplevelse, diegetisk, 6verlevnadsspel,

skréackspel, digitala spel
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l  Introduction

User interface (UI), according to Stone, Jarrett and Woodr¢#@05) is a vital part
of almost all computer systems. User interface in digital games is the space between
player and gameavhere elements reside in forms of game related values and visual
representationsdowever, in this study we will approach alterndive when it comes
to user interface desigRestricted user interface is rastestablished terrhut more a
temporarynamefor how we aimto look at user interface in thesudy.A restricted
user interface involves providing less information throughbdiisg Ul elements that
residesin the HUD (headsip display)Digital games have recently been movidig
elements from the user interface and converting them into exgdimgelements
Thesurvival horrogameAmnesia: The Dark Desceffirictional Games2010), has
very few textbased Ul element3he primary focusf the user interface was on
having all the necessary information on one-aatomaticscreenwhichthe player
has to select in order scessEven with the lack of direct fdback fromtheuser
interface the game was critically acclaimed provided bye¢hbanced player
experienceThe previous statement is a clear example of how a restriction of the
information providedy a user interfacean contribute to the player experience.

Imagine a game where the player can only choose one type of Ul element to be
active at a time. Its common in survival horror games that the evocation of helplessness
in the face of an inexorable predetermined force is crucial in order to maintain a horror-
based suspense (Krzywinska, 2002). This helplessness is further fueled by desperation
to seek help from retrieving information, in this case from the user interface. We believe
that having the user interface restricted will add onto the horror-based suspense
mentiacned by Krzywinska. Combine that with also having to survive a set amount of
time while being chased by an antagonist that will stalk and try to kill you throughout
the game. This paper will focus on how threstricted user interfadenpacts the player
expeience in survival horror gameshe restricted user interface involves having the
player only choose one Ul element to be active at a time from a selection of five different
Ul elements.

In order to design good user interface, research on how game elements impacts the
player experience is a necessity. Research is also required when it comes to the design
of UI elements. Ul elements act as game elements in a sense that the player should
perceive what said object is and what functionality it has in the .gBmetudy is of

qualitative form where we will interview players about their experiences with the
7



restricteduser interface through playing a survival horror game, which we will develop

for this study.

"L S%& ()< - (]

The three differet topics being explored in this studytludes user interface, player
experience anche survival horror genre. The purpose of the study tis highlight the
importance of good user intecka design byhow less iamore.The user interfacean
make or break the player exqence especially in survival horror games where the
overall quality of the game is dependenttoA restricted useinterface is an altertise
to how the usernterface would be designed ansurvival horror gamen orderto
improve the player expeamce.The correlation between the provided topics is the
foundation for our research question. The question in minkh i&zhat ways doea

restricted user interface impact the player experience in survival horror games?

"# 1 1"#$%H"&" %!

This thesis willpreent the previous research in three categories; User interface,
player experience and the genre of both survival and horror in digital games. Further
down we will proceed with introducing our prototype and the five diffegame
elements we designed to weras our Ul elements:ramework based on previous
research will be presented to support the design chdareboth the game and Ul
elements in our prototyp&.he prototype will be used in combination with our data
collection method while the results franwill be usedin our analysis metho(beel.3
Method Overview & Chapter 4). Next we will reveal theesultsfrom our analysisind
answer our research question. Critique and further hindsight will be discussed.

Finally, our conclusions will be summar@zeAppendixes are also provided at the
end of this study which includes the interview questions used in thessemctured
interview.The game will also be observed in order to gather statistics from the usage of

our Ul elements. The variables are prodade the second appendi®ee Appendix 2).

"1 %8 ()" )+, |

The method in this study consists of two parts. The first part is theogevent of
the prototype. The purpose of the prototype is to test how a restricted user interface

impacts the player expgence. The prototype consists of game elements Hrat

8



designed based on design categories for survival horror géfees 3.3 Game
Elements).The second part is utilizing the prototype in order to gather data. Participants
were found througlpersonal coratcts that has haprevious experiences with digital
games. Each participant partakes in an individual session which consists of three
sections. First is a minor interview aimed to gather general data and experiences. Next
the participant gets to play theopotype.Finally, the participant is interviewed using
semistructured interviewsDuring the game session, we will observe the players
position in the game world while also collecting statist®se Appendix 2) This will

be used as temporary informatiavhich we will ask the participanaboutduring the
interview. The semstructured interviews will be recorded and transcribed in order to
be analysed using theoretical thematic analysis (Braun & Clarke,.Zl0@6analysis
consists ofcategorizing the lpyerOslifferent experiences into themebtained from
previous researctAdditionally, before the sessions, a test phase was condugied

after the development of the prototype. Hm@ of thisphase waso test the prototype

and data collection mettdefore finalizing thento be used in our study.



L] 1"H$%& )+ |

Ourresearch question mentions three different toplush is user interface, player
experience and the survival horror gerifertherdown, research will be prestsd on
the user interfaceand its design irthe survival horror genre as weéhe concept of
affordancesThe topic of player experience will then be introduced followmyg its

correlation with the user interface in digital games.
gD 1"HE%&' (#$)*+H

User intefaceis the space where the interaction between humans and machines
occur, also known as HCI (humaomputer interaction). This interaction allows
humans to operate the machine in an effective manner whilst the machine
simultaneously feeds back informatithrat aids the decision making from the
humar@® end This is made possible through elements residing inside the interface that
is perceived by the human through a visual representation that is more commonly
known as gyraphical user interfagq€&Ul) element The purpose of GUI is for humans
to visually identify theJl elements through understanding more clearly how they are
portrayed to be usedhe design of GUI can be attributed to the concept of
affordanceswvhich was coined by J. Gibson (1979) which w#lmentioned later in
this chapte(See 2.1.3 User Interface: Affordances)

The restricted user interface is designed with the purpose of disabling information
provided to the player. This can be accomplished in different ways which will be
brought up irthis chapter. We believe a restricted user interface is a good design
choice to implement in survivabiror games. This is because the narrative of these
games are usually without context and misinformation occurs frequently. A restricted
user interfae follows this theme quite well, hence the reason we choose this type of

game genre to base this study on.
"L 1"HS%&' (#$)*+#,%-.$/0/*1%233$$33$

In his work on ways to create an unsettling atmosphere in horror games, King
(2015) categorizedssdifferent elements tich contributes in creatingpid
experiencen their own waysThe restricted user interface falls into the category of
stressful game mechanics. The description of stressful game mechanics according to

King is as follows:

10



Getting the player flustered aritated through game mechanics puts them
in a stressed frame of mind which provides a great base point to make the
player feel scared or unsettled. If the game can get the player to elicited
physiological responses a designer can then use the cohtéet game to
convert the playerOs emotions into something different and therefore have
more control over the atmosphere the player experielijkesy, 2015)
The purpose of theestricted user interface is therefoiltostrate the feeling that
is descibed though stressful game mechanics. Tikiglustrated from onljhaving
one Ul element active at a time while algvingto constantly change between
differentUl elementsHowever, in order to understand how the user interface as a
game element impacthe player experiencie Ul elementseeds to be compared
with otherelementsn the gameThe remaining categories presented by King is:
Hinting towards threats, limiting or obscuring the playerOs vision, avoid showing
monster/threat for a long perigf time, minimalist or mysterious narrative and
surprising movements or jJump scarBgsides the restricted user interface, the game
elements in our prototype will be designed to fall into the remaining categories
provided by King. These elements whkenbe compared with the Wlementsand
vice versa in order to understand the impact restricted user interface has on the player

experience in survival horror games.
'#'$ 1 1"#$%& (#P)*+H"#$$%&'()*+, !

Gibson (1979) defined the conceptafffordanceswvhich is the design aspect of an
object which suggests how the object should be used. Affordarceiater
popularized in the HGdommunity by Norman (1988) in his bodke Psychology of
Everyday Thingsvhere his wn definition of affordances @&s follows:
Ethe term affordance refers to the perceived and actual properties of the
thing, primarily those fundamental properties that determine just how the
thing could possibly be useg@Norman, 1988)
Norman explains his definition of affordances through using a akain
example. His definition explains that if an object OaffordsO something it is meant for
something, for example a chair affords support, and therefore affords sitting while he
also mentionshat it can be carriede decided to use NormanQOs definitibn
affordances instead of GibsonOs in this sfTidg.reason we stand by this is further

explained by McGrenere & Ho (2000) in their work titksflordances: Clarifying and

11



Evolving a ConcepiThe authors bring up the original definition of affordances by
Gibson and the popularized definition by Norman. When reviewing the original
definition where Gibson presents the fundamentals of what determines an affordance,
McGrenere & Ho noted:
Gibson gives the example of a horizontal, flat, extended, and rigacsur
that affords support. A given surface that provides support for one actor,
may not provide support for another actor (perhaps because of a
differential in weight or size). There is only one surface in question here,
yet the affordance of support esigor one actor whereas it does not exist
for another.(McGrenere & Ho, 2000)

We are aware that the origin of the concept is derived from the work of Gibson
but the usage of affordances in this study will follow the guidelines of Norman.
McGrenere & Haalso mentions that since its inception, Normans definition of
affordancesthatwas once verypopular in the HCcommunity hasvith the years
germinatednto varying uses of the conceptorman has stressed in several works
that he intends to clarify the wadpread misuse of the term.

An affordance is perceived through its usefulness and usability. The HCI
community has largely focused on usability at the expense of usefulness which is
potentially prompted by drmanOs own words in the mattez.dinphasizethat the
designer cares more about what actions the user perceives to be possible than what is
true. To clarify, usability is how you observe the affordance to be used inside the user
interface while usefulness resides inside the functionality of thensyglech
underlines what the affordance is actually able to do.

When it comes to our restricted user interface, players will be able to more easily
interpret the usability of an affordanas long as theain point of focusf the
affordance is easy foerceive However, in order to design optimal affordances, the
usability of an affordance that the player identifies should also correlateneith t
actual usefulnes3his is amain factor when it comes to appig affordancem
forms of Ul elements idigital gamesUnderstanding affordances is key when
designing the user interface in survival horror games where the impact of the user

interface plays a big role in the player experience.

12
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Ogier & Buchan (2017) recently pustied thaiwork which mentionsiow non
diegetic stores in digital games da@re-designed to become diegetic interfaces.
Diegetic, more commonly known dggesigs defined by Stillwell (2007) who
describes that diegetic elements in film wolddexamplebe a mgic source from a
radio that exists in the medium. Meanwhile the soundtrack of a movie-diegetic,
considering the actors in the movie would not be able to hear the soundtriatk
rather attributes the experiengiethe movie tadhe audience. Thexamples Ogier &
BuchanmentionsareGrand Theft Auto I{Rockstar North, 2008) in which there
exists a diegetic store where the player can move ammotigiowse between
different clothes. The other exampld-mllout: New VegagObsidian Entertainment,
2010) where the store is entirely ndiegetic Thestore exists as a natiegetic
interface anadoversmost of thescreerwhich does not exish thegame world. Ogar
& Buchan uses the definitidoy Fagerholt & Lorentzon (200%here a diegetic
interfaceis one entity that is represented spatially within the game world, and exists
within the gameOs narrative. This interface can be applied to anything residing within
the game world. The interface in our prototype is located on our protagonist, the
playablecharacter. The Ul elements that resides within the character interface exists
as objects that éhcharacter holds or objects that are a part of the character.

Previously in this chapter we brought up the term affordances which is how
people perceive thetabutes of an object in a way that can be determined on how the
object should be used. Linderoth (20h#&ntionshow players can utilize and learn
from perceiving affordances in digital games without always having to develop skills
or knowledge. Linderotfurther mentionshree different features that can be applied
to affordanes as irbuilt support for the playdo play the game. These are
highlighting, vision modes and point of interest. All of these three features are applied
to three ofour Ul elemets which will be mentioned lat¢Bee 3.4)The features
could might as well be applied to the rest of our Ul eleméntsnot in way that can

easily be prceived by the player.

13
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An experience is derived frorbasically doing anything and many factors are
included thatpresents the outcome of axperience. The player experience is
established through the player playing digital games where the experierfesisced
by the type of genre, aiform, setting, hardware, moaad so forth The outcomes are
endless which proves that no experience is the same. Yet there exist some defined
experiences which were primarily designed to be experiencaaertain way. In the
survival horror genre, the optimal experience is frighteaimg) unsettling. However, a
player experience on its own is difficult to measure. Immersion is a term heavily used
by players when describing thesxperience and how enjoyable it is. A game can be
immersive while a player can be immersed in it. Evendhatis widely used and well
known in the gaming community, it is not clear what is meant by immersion or what is
the cause of itThe most accepted definition of immersion according to McMahan
(2003) is fromMurray (1997) Her definition is as follows:

A stirring narrative in any medium can be experienced as a virtual reality
because our brains are programmed to tune into stories with an intensity
that can obliterate the world around us [...] The experience of being
transported to an elaborately simuldteplace is pleasurable in itself,
regardless of the fantasy content. We refer to this experience as immersion.
Immersion is a metaphorical term derived from the physical experience of
being submerged in water. We seek the same feeling from a psychafogicall
immersive experience that we do from a plunge in the ocean or swimming
pool: the sensation of being surrounded by a completely other reality, as
different as water is from air, that takes over all of our attention, our whole
perceptual apparatus [...] ira participatory medium, immersion implies
learning to swim, to do the things that the new environment makes possible
[...] the enjoyment of immersion as a participatory actiiurray, 1997)

According to Murras definition, immersion can be attributeeny type of
medium. The experience alone of submerging, hence imneise entirely different
reality from your own is pleasurable in itséthe definition by Murrayspeaks of
immersion ag whole and not towards how itapplied in digital gamesErmi &
MSyr$(2005)discusses how immersion can function as a component of the player
experience. They state titheimmersion of an experience is different froine

absorption ofin experience. Absorption means directing attention to an experience
14



that s brought to mind, whereas immersion means becoming physically or virtually a
part of the experience itselfnmersion is easier to access in digital games where
players take active part in the construction of the player experience where oneOs
actions caralter the experience entirely from session to sesEioni & MSyrSalso
mentionsseveral different types of immersion with one being challdraged
immersionwhich is a type of immersion achieved from experiencing the challenges of
a game

Brown & Cairns(2004) interviewed several gamers in hope to better clarify what
immersion is and what it stands for. Their results prove that immersion is indeed used
to describe the degree of involvement with a game. They found that immersion is
processed through diffent stages which starts at engagement, proceeds with
engrossment and finally reaches total immerdioorder to pass the level of
engagement, the player needs to be willing to play the game. This is only possible if
the player likes the game for its geror its controls which is presented as the first
barrier of engrossment. The second barrier is investment where the player needs to be
willing to spend time on the game in order to be immersed. The second state of
immersion which is engrossment is defined by its first and only barrier which is game
construction. Game construction is when the game elements and features combine in
such a way that the player’s emotions are directly affected by the game. The final
stage, total immersion involves complete focus with the game that cuts the player off
from reality to suh an extent where the game is all that matters, which can be
described as presence. Presence is defined as the “extent to which a person’s cognitive
and perceptual systems are tricked into believing they are somewhere other than their
physical locationPatricket al, 2000). With medium levels of immersion, players are
free to be immersed with the game as well focus on the importance of the restricted
user interface. Reaching total immersion or presence would result in players getting
too immersed with the game which is not the point of this study. Players should have a
ulterior motive for why they experience immersion and what causes it. This is more
interesting for our study if this outcome issbd on the restricted user interface or

because of a certain game mechanic or element in the game world.

15
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Survival horror games are meant to create an unsettling experience for the player
which is the trait of the genre. Yet plagdeep coming back to the genre as there still
exigs an enjoyable factor to it. An experience that is deemed enjoyable where people
can be absorbed in their activity can be called Flow. Flow is a concept coined by
Csikszentmihalyi (1990) which is the datfion of an experience that is engaging and
enjoyable. It does not function the same way as immersion whereas flow is an
experience whilst immersion is a measurement of an experience. What considers an
experience a flow experience is determined by a set of requirements. Some of these
requirements are applicable to presence which is established through total immersion
(Brown & Cairns, 2004)However, there are somequirementshat are unique to the
flow experience. The first one ig:challenging, often rule bound activity that
requires skillsThis experience presents a challenge to the individual that requires
them to test their skills which allows them to be more immersed. The second.#ne is:
perceived sense of control over actions, and a lack of a sense of worry about losing
control. This experience is based on individuals managing to grasp control of their
activity and not losing control of it which allows them to sustain their immersion and
not letting it go. Both these factors can be used to measure player experiences in a
way that is unique to the flow experience whereas presence is only measured by how

immersed you are with the game.

2.1.7 Player Experience: GameFlow

Sweetser & Wyeth (2005) proposes a model on how player’s experiences
enjoyment in digital gamescalledGameFlow The model is categorized intarée
aspects of a game which amgerface (controls and display), mechanics (interacting
with the game world) and gameplay (problems and challenges). The game in question
is our prototype where the aspect of interface is the point of focus. The model
established by Sweetser & Wyeth besimilaritieswith the flow experience which is
the definition of an enjoyable experience. The main aspect of our game is the
restricted user interface which acts as the interface aspect in our prototype. The other
aspects mentioned by Sweetser & Wyeth can therefore also be applied to the restricted
user interface. It meets the criteria for interface considering the user interface is
displayed between player and gawmrld where you control the diegetic interface,

our player controller. Apart from the first person controls, the Ul elements are the

16



main mechanics of the game which you use to interact with the game world. Finally,

the challenge and problems in the garesities the antagonist is based on the user
interface being restricted. We suggest that the restricted user interface will contribute
to an enjoyable experience according to the model of Sweetser & Wyeth. However,

this is ultimately based on how the UI elements are designed and how the overall

prototype is designed which will be mentioned in the following chapter.
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This following dapter will explain our prototypeheartefactin detail. The name
of the prototype ishe same as the studyonfined and Condemnefigure 1).

The prototype is a digital game wiglame elements from the survival and horror
genre.The prototype was made from scratch in Unity3D (Unity Technologies, 2016),
with models that were either taken from the Unity Asset Storeor created inMaya
(Autodesk, 2015)The game has fifteen minutes of gameplay and it can only be run on
a PC. The game ®reronce the player either survives the whole fifteen minot@ses

prematurely.

orfined and Condern

Figure 1: The title screen

"# 1 I"H#3%&'S "#$% !

In order to understand the impact that our restricted user interface has on the
player experience, it needs to be compared with the rest of the elements in our
prototype. This is important because in order to reach our desired level of immersion
in our prototype, the level of engrossment needs to be reached through game
construction as mentioned by Brown & Cairns (2004). An immersive player
experience is not solely defined by having a diegetic user interface. Whilst the
restricted user interface isnaain part of our prototype, all game elements need to
provide towards the survival horror experience. The elements need to combine in
order to affect the playerOs emotions where every element contributes equally to the
experience. The game elements anddséricted user interface will be placetb

different categoriethat contributes to an unsettling atmosphere as described by King
18



(2015) All of these categories can be applied to different game elements in our
prototype.The categories will be presentfollowed by what game elements it can be
applied to.Thecategories are as follows:

I'l Hinting towards threats: King suggested this element can be utilized through
the manipulation of audio. The monster in our prototype will call out a
diminished cry, remmbling the sounds of a broken radio when close to the
player. However once the monster spots the player and starts chasing them, an
eerie soundtrack will be played that starts off as a jump scare in terms of
audio.

I'1 Limiting or obscuring the playerOs visin: This is a common practice in
horror games where the game world is submerged in darkness with very few
light sources. Our game starts out during the day where the game world is
engulfed in daylight. When the game finally statt® game world becomes
darker. The shapef the monster exists in the darkness and can only be visible
through a light source. The only thing visible from the moristére darkis
its glowing red eyes.

'l Avoid showing monster/threat for a long periods of timeThe monster
consantly patrols the game world and can be spawned at different positions in
every game session. The player and mortsteinteract but noat every pace
of thegame. Regardless, the monster can still be heard throughout most of the
game. Arguments can be dethatin order to increase the impact this element
bears on the player experience, less audio cues should be played from the
monster This is mainlyto avoid evealing the monster@®sence durinthe

majority of the game.

I'l Minimalist or mysterious narr ative: The game has a simplistic narrative
which is mysterious in a sengeonsider thatearly no information is
provided to the player once the game starts besides a few tips flashing on the
screen. The game is set near a farmhouse in the middle of reowhieh

presents a sense of loneliness and helplessness.

I'l Stressful game mechanicsFhis category can be applied to our Ul elements
and the diegetic interface. The mechanic of having to switch between Ul
elements and only having one active at a twigle being immersed in a
survival horror experience can lead to sti@sgangst. The first person

controler can also lead to stress since the player has restricted movement and
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can only sprint for a certain amount of tinfdis is enhanced by having the

monster run faster than the player in some scenarios.

'l Surprising movements or jump scaresAnother common practice in horror
games but even in the horror genre as a whole is jump scares. In our game
there are no planned jump scares and they are only actihabedh the
behaviorof the monster. The eerie soundtrack played will being chased can
illustrate an audicvisual jump scare. The monster also has surprising
movement where it can navigate through short cuts which are not possible for
the player to perfon. In some cases, the monster can even pass surprise the

player from behind or pass through walls.
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The design of th@rototype draws inspirations frogames in thesurvival horror
genresuch asAmnesia: The Dark Desce(frictional Games2010) andSlender: The
Eight PageqParsec Productions, 2012). In both examples, the playable character is
portrayed abeingweak andlefenselessl'he player has few optionssuallyonly being
able to hiderun or solve puzzle§here exists an antagohia both examples which
acts a mysterious entity that cannot be killed. The protagonist rarented/antage
over the antagonisindcan easily be killedrhe characteristics of the playable character
is based on Korsnes (2018)scriptioron characteyinthehorrorgenre Korsnes states
that the freedom of being human has its limits. He contirmrethat when one
recognizes the certain destiny of being hurtizat, oneQgery own existace is followed
by an inevitableend This is primarily what invoke the feeling of angst or commonly
known, fear. This is regarded as a univetisaime in horror games where the playable
character is designed to be as human aslpeskorsnedurther mentionghat the art
of horror is to invoke fear by abusing the flaaf being humarWith all of this in mind,
we decidedo designour very own antagonigtvhich will from now onbe referred to
as Qhe monstdl). The goal is to try and avoid the monster and survive for fifteen
minutesas it will try to kill the player troughout the gam&he player has access to
five different Ul elements which serwas diegetic Ul elements, but how are they
designed in the game world for them to dcmnsidereddiegeti® As described by
Fagerholt & Lorentzoi2009) a diegetic interfacis based on one entityigkng in the

game world and & narrative. The playable character viewed from a first person
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perspective is the diegetic interface in our prototype. The Ul elements of the player
interface is portrayed through aspects of the playebjects the player holds or wears.
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In order to create an unsettling atmosphere in survival horror games, great detail is
required in the design of the environmafe noticed that in som&iccessful digital
horror games such &esidentvil (Capcom, 1996)AmnesigFrictional Games,
2010),Five Nightsat Freddy'sScott Cawthon, 2014) that most of the game takes
place in dark, @mped areaduring thenight This aspect of the prototype was crucial
to how we would desigthe game worldThe game world consists of a house and a
yard. The house is constructed into flaors: basement, first floor, second floor and
attic (figure 2). With fourfloors to choose from, the player hasianeuvethrough
walls andfurniturein the dark. The plger can movdreely throughthe different floors
by climbing stairs, ladde@nd occasionallfalling throughholes in the floor.

Setting up the atmosphere was one ofgthsierparts of thedevelopmentWe
decided that thdarkness and fog that existstive game world would cover more of
the playerQsoint ofview. The darkness covers more area and the fog becomes more
dim the furthelmway game elements drem the player. Weirgethatthis can grant a
claustrophobic feeling and a sense of disorientdhiat is common in survival horror
gamesThis design choice anchors towards the catefymiting and obscuring vision
provided by King in his work on how to create an unsettling atmosphere (2015).

1 2 3 4
Figure 3: The house floors: 1: Basement, 2: Firstdlor, 3: Second Floor, 4: Attic

In order for players to stand a chance agdiesthallenges of the gamee
decided that there should be a part of the game that allows the playeataltgst
familiar with the restrictetUl elementswhile also navigang through the game world
This is made possible in the first three minutes of the gelneee the game hastno
completelystartedyet. The game world is set during the daylight during the three first

minutes and the rest is set in the darkness. The geme is restricted through
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visible fencesvhich limitsthe player from exploring beyond the barriers ofghene
or too far away from the hougkgure 3).

We decided that the time era and setting of the game world as our narrative would
be near a farmhsse located somewhere around the Midwethetnited States of
America during 1950. The narrative has not only helped us to design the game world,
it has also helped us in the desigroof game elements which alseludesour Ul

elements.

Figure 3: The Game World
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The user interface in our prototype is restricted in many ways. The player is
restricted to only have one Ul element active at a time. The Ul elementdsare
restricted considering they are diegetic and even some Ul mierhave limited
resourcesThis decision was made when we considered other first person survival
horror game titles and saw how they handled their resources. In Amnesia (Frictional
Games, 2010), the player only has access to a lantern, which can rdrobut the
playerhas the element active for too lofighe player cannot restore their sanity or refill
their lantern at the same time due to how the game makes it only available through the
menu once at a tim®oom 3(id Software, 2004) had a similadture where you could
not hold a weapon and a flashlight at the same time.

Each Ul element will be described in detail with how they are designed and
perceivedin the prototypeEach element has traits to howistclassified as abl
element analsohow it acts as a diegetic element in the game world. The gameplay
aspects of the element will be presented followed by how they are perceived as
affordancesnd thé inspirationsfor design.
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There are two options of displaying healthtlis prototype. The first option is to
display it through the arms which in return makes the screen turfigece(4) if the
player has taken damage. The second option is measuring the pulse of the player which
in turn plays a audio cue of the play@& heart beating. The rate of the heartbeat
increases as the player takes more damage. The idea is very common in many first
person shooter games. For exampleCall of Duty: Modern Warfare Remastered
(Raven Software, 2016) where if you take critical dgengou get to hear your heartbeat
as a sign that you are almost dying. When you activate the Health Ul in our prototype
you will hear your heartbeat going at a rate of 60 bpm. The more damage you take the
faster your heart beats. The highest it can gista 110+ bpm. This idea was inspired
by the arcade ganirimal RaggAtari Games, 1994) where every character hasual
representationf a real beating heart next to their healtrsb@he heart beats faster the
more damage each character has redeikiewever it will only be displayed on the
health bar and not necessardydiovisually. We decided to implement thdea of
hearing your heart beat rather than seeing it beat.

Health is the only Ul element that exists as a part of the playerOs bddgrefatre
the mostdifficult to design The challenge came frodesigning theslement in a way
where it couldbe perceived as an affordarered also exisés a diegetic elemernthe
Ul element is portrayed through the player checking their pulse throegtrigt. This
design is ambitious and can lead to confusion since the affordance is not clear enough

to indicate how much health the player has left before dying

Figure 4: The result of using the Health Ul when low on health
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The revolver allows the player to fend off against the monster. It cannot kill the
monster but it can be stunned temporarily, restricting it from moving for a couple of
secondsThis element was inspired by howetammunitionwas displayed irHalo:
Combat Ewvlved(Bungie, 2001), where the remaining ammunition would be displayed
on the weapon. This not only works as a diegetic element, but it further helps the player
know the importance of reserving ammunition. However instead of displaying it on a
small monibr on the gun like in Halo: Combat Evolved, the weapon shows the
remaining bullets by spinning the drum of the revoldgyufe 5). This decisionvas
based orkeeping the element as diegetic as possible and to further put emphasis on the
narrative of the gme world.The ammunition system is based on hinghlight feature
described by Linderotf2012)on how affordances can help the playearn to play
games. It visually highlights how much ammunition the player has left in a diegetic
manner. According tche model provided by Sweetser & Wyg€g005) the revolver
Ul element is designed to be enjoyable to use considering it meets)theementsor

an enjoyable experience.

Figure 5: Revolver spinning with no ammunition left
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The flashlight Ul element provides the only lightisze available during the night
The flashlight illuminates the path in front of the player while active. Theddshent is
however alsancluded with batteries that will be drainedht element is acsté for too
long. This isdisplayed by having the light sourget weaker as a representation of the
diegetic batteries being drained.

This element was inspired frodoom 3(id Software, 2004), where the flashlight
could only be held separately. In manyrge you can have access to a weapon while
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togglingtheflashlighton and offeven withouequipping it. InHalf Life (Valve, 1998)

for example, you caaccess the flashlighty pressing the F key and eus Ex(lon

Storm, 2000) you press the F12 kesilstalreadyholding a weapanThe flashlight is
substantially useful when exploring a game world shrouded in darkness. In order to
follow the diegetic theme, we felt that in order to access the flashlight you have to pick
it up (figure 6). TheUI element hips the player view the game in a different perspective
apart from agame world shrouded in darkne3#e flashlight includeshe feature of
vision modes described by Linderd2012) The affordance has only onee but it is
simple to be perceived andlied by any player which helps the element to be useful

and enjoyable to use.

Figure 6: Using theFlashlight inside the house
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The Compass acts as ttmni-map of the game. Thaini-map does not cover the
entire level, instead follows the player through a camera with a certain rafpe.
player is represented as a green dot and has a white trail following the player to know
where the playehas last beerto avoid the potential of the player getting lost. If the
player is beig chased by the monster, a red dot will appear on the compass indicating
the monsters position. The inspiration for the compass originated theGyam Theft
Auto IV(Rockstar Games, 2008) where the player has access to a circularapithat
has a setange on the player position and its surrounding environmiggise 7). The
compass is one of the more complex Ul elements to use since the affordances are not
always visible. The elememicorporates the feature known @sint of interesiwhich
is alsodescribed by Linderotli2012) The point of interesin our prototypeis the

position of the monster. The element can be used effectively but we hypothesize that
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the element becomes more valuable with regular use which may not be pagsible

theminimal amount of @me time the player is provided.

Figure 7: Using the Compassinside the house
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The final Ul element is a representation of a waiehps traclof the ingame time
andwhen certain events occur. The events in our protoywvhen the game starts and
when the game endBhe purpose of the watch isecbeckhow much timdeft is needed
for the player to surviveThe idea originated from the game Dead Rising (Capcom,
2006), which have quests that are on a timé. The gane zooms in orthe players
watch and displays the currentgame time, which allows the player to get a good
marginal for how much time is needed to complete qués$ts.game timeof our
prototypeis fifteen minutes long, however the watch displays tina in hours in the
game world, where one hour in the game world egimatsne minute of gameplay
(figure 8). The game session starts off for the first three minutes to introduce the
different Ul eements and the goal of the garfike remaining twelve minas is where
the actual game starts and where the participant spesdof timetrying to survive.

The game world is set during the evening for the first three minutes while the main
game is set during the nighthe watch element has resemblances to thatures of
highlighting and vision modes presented by Linder(2812) but they are also
perceived through other elements. Once the game has passed a certain amount of time,
the game world will become less and less dark which can be perceived throutjteboth

game world and the watch element.
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Figure 8: The Watchafter one minute of gameplay
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To ensure that the prototype was ready for collecting data, multiple tests were
needed to reduce the chance of the participants experiencieglaking glitches
or other flaws irthe prototype. This served as the testing phase, where we would not
only test our prototype in the hands of others, but to ensure that our mtervie
guestions gave us the data we needed. With this phase, we wat¢sdjtothe
prototype to feel like a real game as much as possible and not make it solely an
artefact for our study. Some of the notes taken from the testing phase was the tactic of
hiding which served as an exploit, the monster sometimes killing the phayantly
and the player occasionally falling through the floor. Even with the time spent on
testing and further development, we received suggestions and remarks that would
improve and shape the prototype to thesim that would be used in our finished
method. One example of an improvement made tpithitype was adding a scene
before the game started theduld tell the player not to hide. This informs the player
that they are in a disadvantage if they choose to hide and the only opti@itleto
fight or run.
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In this chapter, we will introduce our methods of choice while also mentioning
alternative methods and how they would have otherwise been used in our study. This is
the main methodhich will be usedn cooperation with the prototyp€he methods for
data collection will be operated through individual sessions using-seuatured
interviews. Afterwards, the data will be transcribed and analysed through our analysis

method which igheoreticathematicanalysis.
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The method we will be using for our data collection method is a-seuatured
interview. A semustructuredinterview forms a middle ground, providing some
consistency while allowing for otopic exploration (Cote @ahRaz, 2015, pp. 10805).

A semistructured interview is the combination of a structured and unstructured
interview. The interview contairef a set of planned questions but during the interyiew
prompt questions are generated in order for the intetadhow more like a discussion.

The reason for using sessiructured iterview is mainly because it is qualitative
research method that allows for more open answers, allowing something small
(questions) to become something big (answdisg interviews Wl be recorded and
transcribed in order to be analysed.

Ourmethod is inspired by Llanos & J¢ rgensen (2011) study on how the game user
interface influences the playerOs involvement in digital g@uestudies are very alike
except for the research a®n and choice of gamélanos was contaed, and
provided us with adve on the structure of the questions they asked during the
interviews for their study.

Anotheroption for an alternative data collection method would have been to conduct
a survey wih open answeré&nother alternative for a qualitative data collection method
would include conducting group sessioBsth options would have helped save time
but at the cost of less date want to be ableotutilize each and evemyne of our
participans especially if the number of participants are IdBy. having individual
sessions with the volunteering participants, the lata each and every participazgn
be used to its full extent. This willlow for a broadercollection of different opinions

ard therefoe varied data.
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If having a sembtructured interview was not possible however, we would resort to
having agroup sessiowhere wewould observe their discussion. Having a survey with
would remove the possibilities of follewp questions which aressential to gather
interesting datalhe questions usaala group sessiomould not differ much from what
would be uedin a semistructured interviewhut the importance lies in the possibility
for discussion. Discussion leads to more data whichrigonary argument for using
interviewsas a data collection method

Our take on group sessiom®uld be to have up to three to five participants and
providing them with questions as topics for discussion. The group sessions would be
recorded, but also gbrved while taking notes. The reason for using observation is to
add an additional dimension for the data that would not be perceived from just listening
to the recorded sessions. The key is to distinguish each participant and understand them
based on theopinions during the dcussionThis would likely be the method used if
semistructured interviews were not availaliet considering our previous arguments
plus that the game is simgplayer, it would not be as effectiv@oup sessions is better
utilized where every aspect of the session is within the group. The game used for
example could be based on teamwork or interacting with each other in other ways.
Having a group session with a singlayergameis still possible but it isnuch more

effective using a multiplayer game.
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In order to utilize our data collection method, w@nductedseveral individual
sessions with our participants, estimated at aBbu60 minutesThe first step of the
session is an introduction interview, aimedyathering general data and experiences.
The reasoning for this is being able to distinguish each participants and give insight
based on their opinions later in the sestnuctured interview. It is also important to
understand ¢ow experienced each particigas with survival horror games.

After the introduction intervieywwhich should approximately only take up2¢3
minutes, the participant will sit down and play the prototype. The participant will play
the game on a laptop with a mouse and hea@leetestimated time of the plagrough
can take up t8-15minutes based on how well the participant performs. A minimum of
10 minutes should be directed towards the protatypeaning if a playerdies
prematurely in the gaméhey will be ganteda second playrough. The game keeps

track of timers of each Ul element at the end of the game based on the duration when
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the element was being active. The statistics will be written down and ceterire the
interview later or(See Appendix 2)

An observatn will bemade during the plalgroughby trackingthe player's position
in order tofind patterns and strategies. The observation will consist of knowing where
the player went and how the they move about through the game session. This will be
referred to in the seirstructured interviewherewe ask the participants regardingithe
choice of location and what locations they were in the most and least.

Semistructured interview is the final part of the session. The interview will be
recorded which the participant Wbe notified of before attending the session. The
guestions are mostly regarding the performance of the participatieinexperience
with the gameslements. Questions are planned beforeli&ed Appendix 1tha can
lead into followup questionsOur goal for the interview is establishing a flow that
transitions from an interview and into a discussion. In order for this to be possible,
guestions need to prompt answers which allows for open expression. We will also
prompt the duration of insightful awers as much as possible before advancing with
the newplannedquestion. There are also flex questionkich take into account the
participan@ use olUl elementgSee Appendix 2)their frequent positianduring the
game as well as recurringehavioursexpressed during thgame The interview is
completed once all the questions have been answered and once the participants feels

finished expressing themselves.
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For the analysis method, we will be usithgoreticalthematic analysis (Bta &
Clarke, 2006)Our reason for usintheoreticthematic analysis is becauseallows us
to plan themes based on theory beforehand instead of having to find new themes in the
transcribed dataEven though we addressed many different alternatives ftar da
collection methods, we feel thiteoreticathematic analysis is the sole alternative for
our study. A grounded theowould have been possible libere needs to be restrictions
for what you consider to be data. Theoretibalhatic analysis also futh@enswell with
our study since we aim to look at experiences that are common in the survival horror
genre which can be difficult to find through using regular thematic analysis.

During the interview participants are asked and in some cases prompteako sp
about their experiences with the game in correlations with different game elements.

These types of experiences are the themes from the theoretical thematic analysis and
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will be described upon further belouring the analysis method we decided to aolo
code statements where a certaxperience occurred in the transcribed data. The

statements will later be citied in the results for each experience.
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When it came to finding patterns in our transcribed data, we aimed to look at
different types of states or experiences which the participant experiences while playing
the prototype This will serve as our themes. The goal is to understand why these
experiences occur and how and whardalsoif they occur because of the restricted
user nterface.The themes will then be linked to the restricted user interface by
understanding what impact it serves towards the different experiences when playing the
game. Both the experiences and its contrast will be explored, for example the state of
safey can be anabal but also the contrast to it beitige state of panic and vice versa.

The themes and their definitions in context to the player experience are as follows:

Il Challenge:The state of being challengédthis theme is based on challenge

based imrardon as described by Ermi & MSy(3005) which is granted
from achieving a satisfying balance of challenges and abilittes.type of
experience canalso be attributed to the I&6w experience by
Csikszentmihalyi (1990)here players need to make useh&fir skills and
knowledge to face and overcome challenges in gafdesvever, the
challenge should lie in understanding the affordances and how to use them
in the words of Linderot2012. The affordances beirthe restricted user
interface elements anoking able to knowvhen to use them at the right

place and at the right time.

Il Analytical: The state of being analyticalhis theme is based on how
Sweetser & Wyeth (2005) view immersion in strategy garibsy argue
thatit is easy to get engrossed inesilgy games such as Warcratt Ill: Reign
of Chaos (Blizzard Entertainment, 2002) because there is so much to
concentrate on, so many to tasks to perform and things to monitor.
Analytical can also contribute to the flow experiebgeCsikszentmihalyi
(1990)in the sense that you are faced with a challengehawd tofind a
strategy to overcome it. The strategy derived from being analytical is not

relegated to only understanding the affordances in the user intérfideé¢so
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the provided affordances in forno$ different game elements in the game

world.

Il Safety: The state of being saf@here doesnOt exist as much research
towards the feeling of safety as a player experience compared to the other
themes. Kurczak (2011) managed to find a correlation in botyempla
immersion and player safety through utilizing ambient audios is
applicable to our prototype whetess information is provided by the
restricted user interface whillee primary information is found both visually
and audievisually in the game wdt. Safetycanalsobe invoked through
understanding affordancas defined by Norman (198®8) a way where the
player can be comfortable in their usage of said affordances.

Il Control: The state of being in contrdlhe state of control can be linked to
several theoriesSweetser & Wyeth (2005) mention that strategy games
allows for players to feel in control of every aspect of the game. At the same
time, they argue that once players have less information to handle and less
game elements to interact withely feel more in control with ther@ontrol
can be linked towards how control is perceived through cognitive absorption
as explained by Agarwal & Karahanna (2000) which is defined as
representing the userOs perception of being in charge of the interaction.
Being in control and staying in cwoaol is also a criteria of theléw

experiencdy Csikszentmihalyi (1990).

All these themes were factors when conducting the -samonctured interviews.
Participants were asked about drfnt scenarios from their pllough where they
entered a certain state through experiencing the game. The experiences were prompted
through interacting with several different game elements (monster, environment, etc.)
inside the prototype. Not only the restricted user interface, oigalme elements such

as the monster, environment, atmosphere and audio.
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The participants will be referred to as P (for participant) followed by their number

used in the senstructured interviews. For examplbaetfirst participant will be known

as P1 and the second as P2 etc. This study contains data from seven participants, all
which are male, plays digital games at least an hour day and all have previous
experiences with survival horror games. Only two pardiots played a maximum of

two hours per day while the rest played a maximum of four hours perAdiay.
information gathered from each participant can be found in the chart praq8ded

Figure 9). The following analysis is a first glance at a set of qati¢ data that was

collected during February 2017.
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Figure 9: Participant Chart
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When it comes to survival horror games, a challenge should always be expected
Not only from the skills required to complete the gaxdlthe gamebut also have the
mental fortitude in order to not succumb to angst as mentioned by Korsnes (2013).
Confined and Condemnesl not an exception to this considering it requires minimal
skills and instead is crammed with obstacles in many diftéoems. The main goal of
being able to survive for fifteen minutes was not an easy task as there was not a single
participant that managed to pass that mark. In order for participants to have enough
experience with the game before advancing with theviete, participants who died

early were allowed to play two sessions of the game. The plan was for participants to

33



play at least a minimum of ten minutes. Many participants felt that the game was
challenging in many different ways. The recurring challemge the obstacle of having
arestricted user interface which only allowed one element to be active at a time:
The other thing was that all the tools were not available simultaneously,
which made it more difficult to multitagie3, 2017)

It has been pran that gaming improves multitasking skills (Abbott, 2013). The
skill is very practical when in the analytical state by multitasking multiple solutions for
numerous problems. Because of this both the analytical state and the challenged state
can be appliedo this experience. When restricting the user interface into several
elements, it creates more problems for the player where multitasking becomes a bigger
challenge. Because of this, the game maintains its challenging factor even for skilled
players suclas P3.

| think it contributes a lot when you donOt have a HUD (hepdisplay)
because then you canOt keep track of all your elements. [...] Just that gives
ascarierexperience because you want to be able to keep track of everything
but you canOP5,2017)

P5 mentions how the challenges of having restricted user interface alters his
experiences with safety. It also has some correlations with wanting to have control over
the Ul elements. He explains that if he had access to all Ul elements througgy hav
them displayed on a HUD, it would make him feel safer through the gathaot be
as scary. However, since he cannot be safe nor have control over the Ul elements, he
feels more immersed with the challenges of the game.

| enjoyed that you needed tave the right element for the right time. It was
more exciting and you had more sense of control. You could use it (Ul
element) but you couldnOt use it at all tir(Rs, 2017)

P7 appreciated having restricted user interface as it provided a fair aodl logi
challenge while allowing players to be analytical by selecting each element to solve a
specific task or goal. The challenge and also a factor that provokes fear is being able to
track which key activates a certain element that is necessary to taeldigutition at
hand. For example, accidentally drawing the watch instead of the revolver while being
ambushed by the monster. According to P7, the restricted user interface provides a
challenge that is fair and fun to use.

| think (the game) was pretty ®8 the mechanics were simple. All you had

to do was to shoot the monster and then run away and stay(&#e2017)

34



In contrast, many patrticipants did not have much trouble with the restricted user
interface mainly because they only needed accessdcelement, the revolver. P4
managed to survive the longest out ofpatticipants at eleven minutes, out of fifteen
and his strategy was to always have the revolver available to stun the monster and then
run away. The reason he did not survive any furthas because he ran out of
ammunition. The reason for this is because the game is not restricted to having players
need to utilize every element in order to survive. Because you only need to have one
element actig at all times, the game beconfi@stoo easywhich in return can damage
the player experience. To combat this more emphasis needs to be put on the other

elements when it comes to overall usefulness and better interaction with the monster.
"#'$ "#S%&' (#SF)

Each player is different and their approaoha brand new game will always be
different from another. The first three minutes of the game is played out during the day
while players get familiar with the controls and the game world before the real game
begins at night. During this timplayers ardree to explore the different aspects of the
game in order to find strategies and form a plan on how they are going to survive. The
main strategy that most participants utilized was finding an area with an open space
where theyhadvision from all directims and enough room to move around. While in
this areathe participants would usually play cat and mouse with the monster while
having the revolver ready if the monstame too close.

The attic felt more open. There werenOt that many things in the/hiely,

could prevent me from getting aw&om the ghost (monste(R2, 2017)

Yeah exactly, you could look over the entire room and there wasnOt a place
where you couldnOt look behind you. If there was something behind you,
then you at least had a holegscape and rposition yourself(P1, 2017)

Most of the participants chose to go to the attic whiclm grea with an open space
that can be accessed through climbing a ladder and escaping through a hole in the floor.
The outside area al$msan open spee butparticipants felt it was too opelt is mainly
because the attic area is restricted by close wellite the walls of the outside area are
stretched out to a point where they are mp&r viewabldoy the player.

| want to be able to see but riotbe seen(P4, 2017)
Being able to see the monster before it sees you allows the player to have the upper

hand when it comes to strategy. During this period the player can at ease choose the
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right element to combat the situation that is approachingieider; if the player was in
the outside area, the possibility of an ambush would be at risk which would result in
disorientation. If this occurs the player would panic and more likely choose the wrong
Ul element which is a drawback from the restricted ugerface which also results in
an increas@n player experience.
| wanted to be ready when (the monster) shows up or when it clenches to be
able to stun it and turn around and get out of théirs, 2017)

Almost all participants wanted to be readyttwihe revolver when they felt the
monster was close. Howey@&5 had an interesting strategy when it camieteracting
with the monster that correlates to the experience of control. While being cR&sed
would turn around and try to shoot the monsteh the revolver until igot stunned
He would not turn his back until the monster was absent from the screen. Once he knew
he was safeP5 would turn around and go through with his escape routesvever,
instead of keeping the revolver acti®bswitched to the flashlight in order to se®re
clearly while trying to escap®uring theinterview, P5also discussed how twuld
have used the compaste learnedduringthe interviewthat the compass not only tracks
the playe®s positiothrough a white tiabut also the monster througtredtrail. This
is an interesting strategy that is impacted through the use of restricted user interface.

If I had a better strategy, | would use the compass even more, but right now
| had no elaborated plan and just rgi6, 2017)

In some cases, such as for P6, there were no major strategy which resulted in more
reactionary play. Dictating your gameplay on reactionary play in a survival horror game
means that your actions are prompted through a sense of fear. P6giad fiom the
start and his decisions in game were crafted through the feeling of angst. Down below
is the result of basing a decision on fear which brought P6 from a safe place to a
dangerous situation.

| thought that | would start at the top of the Beuattic). But | was so
impatient up there and thought Oif it (the monster) comes now, | wonOt
haveany wayto goO, so | jumped down and got myself at the bottom
(main floor) again and then the monster saw me so | started tgRan.
2017)

P6 did not utize the restricted user interface that much apart from the compass, in
fact he did not fire the revolver once. This is because P6, while in a state, ¢éltatr

was more optimal toun away from the monster. He also mentioned he wanted to find
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a plae to hide but because of his impatience he continued to run. Forsfaiscejt
seems that the restricted user interface had a great impact on the player of experience

when it comes to fear, even when tlser interfacevas hardly never used.
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Even if survival horror games are designed to keep the player at a great
disadvantage, they eventually always find themselves in a state of feeling safe. The
word safe was mentioned many times during the interviews and many par€dphnt
that findinga state of feeling safe was a sydml of the game. Unfortunately, some of
the participants were in continuous panic which brought some disadvantages to
themselves. P7 mentioned during the interview that he is the type of person to panic
while playing surwal horror gameswhich led to him surviving the least out of all
participants, followed by P6. The state of panic which P7 experienced resulted in him
getting lost in the darkness where he got stuckdpyats he could nateewhile trying
to escape antherefore died quickly after.

Well, | was caught off guard the first time you saw something (the monster).
So, | got a bit of panic and got stuck on a table or sometfiyy.2017)

This resulted in him using the flashlight the most as it allowed hisedéahe path
ahead of him and not run into objects and getting stuck. Both P6 and Ribfeltike
passive players that would not wait for the monster while being ready with the revolver,
but instead #r to runand gefas far awayrom the monster as psible. While running,

P6 and P7 woultold a differentelementother than the revolver suchthe flashlight
or compass. Even when having the revolver ready, P60s passiveness and state of fear
resulted in him notiring any bullets at all durinthewhole playthrough:

| thought that | would be the gun (revolver) guy, bGthickened oD (to

decide ndto do something because you are too frighten@&®, 2017)

The best element to invoke the feeling of safety was the revolver. As previously
mentioned many participants enjoyed having the revolver ready at times where they
felt the monster was close. The participarit@s played the most offensily would
repeatedly use the revolver in most scenaiibgse participants would ranvay flom
the monster bt also huntit in a sense because the monster is the wnhactable
objective in the game. According to thghfthey did not interact with the monster they

would get bored because there is not much else to do.
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Yeah the revolver was the element | ¢andy wanted to use against the
monster(P3, 2017)
| felt most safe with it (revolver) because if the monster pops up from out of
nowhere and | get panicked, | can just shoot it and run a{ay.2017)
An alternative way of feeling safe was demonstrémgdl in forms of a strategy.
P1 mentioned that he applies his strategy to all types aégétmat are new and early in
development. It is an easy method to testayuthe A.l (artificial intelligence) of an
enemy that is supposed to chase you.
| discovered that there was an exploit that made it possible to run around
in circles in order to survive. [...] It is usually the first exploit you try to test
in games and it usually works. [...] So it was natural for me to test that first.
(P1, 2017).
P1 wameither in a state déar nor safety as he wasutral while playing the game.
He spent less time trying to be immersed with the game and more time trying to test out
the game's capabilities through discovering exploits especially when it came to the
monster. It is possible that him finding exploits within the game made him feel more
safe in a way through disconnected him from the state of the game and the player
experience. He mostlysed two elements which were the revolver and the compass
considering B deemed them overpowered. On the other hand, he gave a lot of insight
on how to improve certain user interface elements to improve the overall player

experience.
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Apart from the few passive players in P6 and P7, there were offensive players that
wanted to have control. When presenting the theme, it was mentioned that having
control is not that common in survival horror ganeessidering you play a role that is
restricted from the typical playable character in for example an action game. When it
comes to survival horrpthe gamausuallycontrols you and the goal is to make the best
out of the situation at hand. P50s strategy of having the back turned to the monster while
being chased ieledmainly because he wants control over the monsterdsmes not
sneak up on him. Many participants felt a state of control from always having the
revolver active in order to keep track of the monster and shoot it when it appears. When
it came to offensive players they wanted control over the monster butitnd@ne to

the passive players they wanted control over their surroundings.
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You canOt see anything special when walking around wéeark@nd you
want to keep an eye onegything like furniture and ets, so the flashlight
gave more control over thgtuation.(P7, 2017)

If | havenClieen to a certain place in the house, then | would turn ithan (
flashlight) and look where the exit was. Which would be easier for me to
plan my escape for latefP2, 2017).

Because of this the different choice Of gave a different approach to having
control. The Ul elements exists mainly thatthe player has some form of control to
impact the pace of the game. Unfortunately, this led to many players resorting to only
haveone element in order ttavecontroloverthe one tmg that camltimately kill you
The goal is for every element to be unique and used in entirely different wayshatc
certain scenarios. The Ul elementasflawed not only because of their design but the
linearity of the game made it gnpossible foronly certain elements to be considered
viable options.

Yeah with the way things went it really felt great to feel that you had
control. (P5, 2017)

P5 was one of the many offensive players partaking in our study that felt immersed
once thg gained control of the game. Players would gradually grasp control of the game
either through overcoming a challenge, solving a problem or feeling safe. The way P5
felt in control was through interacting with the monster constantly and fighting back
which is not common in survival horror games. Potentially players like P5 can
experience enjoyment in survival horror games once they overcome the obstacle of

being scared.
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Besides finding results based on our four categories for analysisfound
additional results that targets more negative aspects of the player expekisvtber
experience that many participantOs felt during our prototype was the statéusion
which acts as an additional thefoeind in the dataThis is a comm outcome with a
restricted user interfacbecause even though the player is left with more immersion
when playing the game, the player will also receive less information on how to play the
game.This is critical considering players who experiences coofugets detached

from the player experience.
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It was difficult to know where yowere supposd to go, in other words
where you can hid€P6, 2017)

| didnOt use health that much, because | donOt understand how it works.
There was that one time when | dseand the entire screen turned red.

(P2, 2017)

| donOt understand what kind of purpose the pulse thing had, so | didnOt use
it. (P3, 2017)

[...] Then when you checked the HP (healih3eemed nice with the blood
arms and heart frequency. But th®plem was when you took damage, the
entire screen turned red and it took away from the entire experience. It
looked so weird(P1,2017)

Participants were told during the first three minutes of the game about the general
instructions of the game, how téap it and what the goal was. If players were left to
play the game blindly with no context of the game, the state of confusion would surely
be more substantiaEven though the participantOs had all the tools to play the game,
confusion arose with one spic Ul element.Nearly all participantOs had trouble
understanding or utilizing the health Ul elemdnt, P2 and P3 addressed the most
concerns to the element and werenOt as immersed in the game becaBs¢hoPlL.
and P3 furthementioned ways to iprove the design of the Ul elemeiibey both
suggested different choices for design of the element in order to improve its usefulness
and also how it should be perceived as diegetic.

It could do something like the guy gets more and more panic with higher
pulse. You could heal yourself with the arms, but you become slower while
doing so(P3. 2017)

But then you could as well have the heart beats as stamina, because then
you can feel the pulse beat like crazy and you canOt run as fast anymore.
But if the pise slows down, you have regained your stan{ida, 2017)

The suggestions state the health Ul element should serve multiple purposes or
ultimately a different purpose, discounting the health bar function as a diegetic element.
P3 suggests that the healtement serves different purposes, apart from the health
indicator it also shows an indicator for insanity, which is a featu/mnesia: The
Dark Descent(Frictional Games, 2010However, P1 suggests that tbé element

should function with stamina. Thability to sprint was shown to bereally strong
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functionin our prototypeThe design choice from P1 forces players to use a Ul element
to access the sprint function when running away from the monster.
Well something you could do is to remove it (heldlitelement) as a choice
of a Ul element and instead just have a tint when you get hurt [E] You have
the tint all the time while you hear your pulse increase, | think that could
give even more immersion because then you always feel your (Rise.
2017)

P5 describes how the health Ul element could be changed by having it active all
the time and not as its own separate Ul element. The red tint and the increase in pulse
when taking damage still exista the prototype. Howeverthe element becomes
diegetic khowing that you feel it all the time and not only when you check your pulse
through the wrist. This combined with P10s statement is a viable design choice that can
be implemented to the health Ul by changing it to the stamina Ul element for example.
P30suwgigestion is also interesting considering it makes the element more attractive to
use. The stamina Ul element would ultimately let you sprint while aativeell asheal
you over time which is veryseful when interacting and running away from the
monster
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Based on our analysiwe can confirm that we managed to answer our research
guestion. To recap, our research questiomisthat ways doea restricted user
interface impact the player experience in survival horror games?

Participants felt that the game became more difficult but in return more
challenging and enjoyable. The increase in challenge also contributed to the horror
experience with participants feeling lessfident in their gaming skill&Vhen
presented with sgricted informationparticipantsvould start thinking more
analytically on howo solve conflicts which stems from the increase in challenge. This
was displayed through their positioning in the game world, their strategies for survival
and their choicefdJl element. We found out that the participants that demonstrated a
passive playstyle had the goal to reach the state of shfetygh analytical skills
while the aggressive participants had to goal to reach the state of full ¢brdrajh
their gamingskills, which stemmed from theafficiencies in game mechaniaad
ability to multi-task.

However, soméJl elements left participastconfused in how they should be
perceived or utilized which in return made them feel less immersed with the game.
The corfusion led to poor performance in nearly all participants and in some instances,
the participants felt less immersed because 8bine participants helped give
suggestions on how to improve certain game elements in order to avoid confusion.
Nonethelesghe restricted user interface was heafalyouredby participants and was

the primary reason for the increase in immersion and enjoyment in our prototype.
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The biggest challenge that came with having a restricted user intesdace
through only having one Ul element active a time rather than having all five active at
the same time. Nearly all participants seemed to enjoy this feature as it allowed them
to be fully engrossed with the game considering that all Ul elements wegaetetn
be diegetic and to exist as a part of the game world. The restriction in the user
interface resulted in participants performing poorly because of the lack of context on
how to play the game plus the increased difficulty to rtakk. It appeardat

because of this, participants felt less confident in their ability to play the game which
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resulted in them to be more active and focused with the game to compensate. This can

be attributed to challengsased immersion as described by Ermi & MSyrS (2005
Challengebased immersion has an essential role in digital games since the
gameplay requires active participation: players are constantly faced with
both mental and physical challenges that keep them plaEngi &
MSyrS, 2005).

The challenges in ourg@totype stemmed from requiring active participation which
is common in survival horror gamesn&xample of this is based on the inconsistent
nature of horror games where events can occur without context which the player isnOt
prepared to grasp properlphis can be attributed by manipulating game objects to react
to the playerOs movement in a scripted manner, for example playing a subtle sound effect
at random intervals or triggering a jurepare. Naturally, the active participation led to
participants beg more engrossed with the game and therefore able to be more
immersed.

Another key finding in the results was how participants interacted and perceived the
different game elements in our prototype. Because all game elements are restricted in
their own ways on how they are perceived and utilized, participants put extra emphasis
on trying to understand said elements even with the lack of context provided. This can
be associated by the version of affordances defined by Norman (1988). It appeared that
partidpants felt more safe once they understood the affordances of certain game
elements. Arguably, this is not what you optimally want to achieve in a survival horror
experience as the increase in safety naturally makes the game less scary. Most
participants mnaged to understand the affordances of the Ul elements excluding the
health Ul element. Once yanteract with the monster it &asy to perceive its purpose
in the game which is trying to chase down and kill the player. Yet, participants could not
undersand the unpredictable behaviour of the monster because they couldnOt perceive
what boundaries the monster inherits in the ways it can track, find and huithysu.
can beattributed to participants declining ability to identify affordances becauserof fea
For example, ame participants thought the monster would be alerted from hearing
sounds triggered by the player, whether it be footsteps or firing of the revolver. This was
not a feature of the game but it isteresting nonethelessnd something that i
definitely be mentionediater on in this thesigSee 6.3 Future Work) This finding can
be attributed to the restriction of visual information and increased emphasis on audio

visual information. This appears similar to the method used by Kurczak (20&t¢
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he evaluated between portraying information through visual displays and ambient audio.
Participants would pay more attention to the awsoials in our prototype with the lack

of visual information. Both in our case and for Kurczak, putting heawyhasis on
audiovisual information led to poor performance but a increase in immersion. We didnOt
heavily explore or make use of audisuals as much as weQd like in our prototype since

it became clear that participants reacted fully to the minimal ausi@l information

they were presented.

It became apparent that participants felt less confident trying to control the monster
considering it interacts with the game world differently from the player. Once
participants found out that the monster couldsgasough some walls and through the
floor they became startled and less safe and confident because they could not perceive
this as an outcome ththe monster could performh& monsteturned out to be quite
interesting in this study because the iniatibrdance was made clear by the participants
that it tried to stalk and kill you. Howevehe monster can be perceived through several
affordances as it is not restricted to just one sole affordance. These affordances are how
it interacts with the playethe game elements and the game world itself.nitwester is
portrayed as a shadow with glowing red eyes and it would seem logical that it could pass
through solid objects since the monster is not a solid object itself. Yet, this was not
perceived by th@articipants as a possible outcome and therefore made them question
the affordances of the monster, which in return made them feel less safe and far more
scared.The monster also interacts with the game world where it normally spawns
randomly and patrolshtough the game world, both inside and outside the house.
However, the monster can also teleport which is determined if the participant stays
around in the same place for too long. Thisigood example of demonstrating the
version of affordances as dedohby Norman (1988) where he mentions an object as an
affordance carafford more than one thing which is related to the affordances of the
monsterlf it was not possible at all to perceive the affordances of the monster the game
would become unfair. Thisppears similar to the category by King (2015) titled
surprising movements or jump scam@kich King applies to threats that isnOt shown
directly but instead from an unsuspecting angle. The threats can also perform surprising
movements by quickly rushingwards the player. These prompts scare the player and
due totheirfleeting nature, they have no time to adjust.

Based on our results, the challenge in survival horror games should lie in

overcoming the restrictions in gameplay. The restriction in theinteeface contributed
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to the phyer experience both in how it perceived and utilized. The restricted user
interface led to increased difficulty which participants enjoyed. The restriction also
involved designing the Ul elements as diegetic elemeritsvialy players to be
immersed with the game world and act as a part of it. The Ul elements as affordances
were easy to perceive while the rest of the game especially the monster was more

difficult to apprehend.
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As we wished to have more tha@aven participants in this thesis, this could not
have been achieved with the time we had at hand. The development of the prototype
and the test phase was time consuming. The choice of participants was also a
limitation considering all the participants kganale, around the same age group, were
frequent gamers and had previous experiences with multiple games of the survival
horror genre. Considering this was a thesis of qualitative form, we argue that it was
more important to be able to analyse a few plagaperiences thoroughly than
prioritizing quantity over quality.

The health Ul element was heavily criticized by the participasithey werenOt
certain whapurpose it served. Even when the function of the health Ul element was
the established, it bame apparent that it did not serve any purpose whatsoever
considering its prominent for participants to instantly die once the monster came close
enough to the player. To further address as previously mentioned, participants felt that
they became less immsed while using the element considering it didnOt follow the
diegetic theme that the rest of the Ul elements followed. Many participants addressed
their opinions on how they would design a Ul element for portraying health while
some insisted on réesignng the element to allow players to walk or sprint faster.

They suggested that thepresentation of health should be visible at all times through
using the existing function of heartbeat beating faster based on the player's amount of
health.

We felt very Imited in how we could properly answer our research question with
how the prototype was designed and what data we could extract to attempt to answers
it. A suggestion that came late in the process of this thesis was the idea of having two
different versios; one with having the restricted user interface exist as diegetic
elements in the game world as normal and the other being having all Ul elements be

active on the screen at once on a HUD in adiegetic manner. However,
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considering we never decided to tprough with this design choice, there is not much
to discuss in terms of limitations. The idea is however described further down below

based on what impact it can serve in future implementations of this. thesis
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Hopefully this paper will se as an inspiration on how the restriction of visual
information can increase the player experience. We hope that digital games can evolve
to a point where every game element exists as a diegetic element in the game world.
The user interface acts as #wirce of information for the player and as a context on
how the player can interact with the game. Restricting this type of information is a
delicate process as it can make or break the player experience. We found in our results
that a restricted user grface did make a positive contribution to the player
experience. However, we did not have any participants that were female, from several
different age groups, had little to no experience with games of the survival horror
genre or games overall. It is aaty possible that a restricted user interface can be
seen as a negative aspect towards people that aren't familiar with gapsesally in
the survival horror genre. We believe this can be easily be established by providing the
method described previsly of having twoversionsof our gameone with restricted
diegetic user interface and one with faiagetic user interface on a HUD. A future
work that could be passed from this thesis would be designing a tutorial for a survival
horror game by having ¢huser interface be restricted and diegetic. The outcome
would be to understand how effective and enjoyable this approach would be for
learning how to play the game.

There were to interesting findings extracted from our results which is participantOs
inability to properly identify affordances while scared or under stress and also how a
game element, in our case the monster can possess several affordances with different
ways to perceive them. These findings have some correlation to eactviotimeused
in practice with survival horror games. The monster was difficult to perceive because
participants were afraid of it. This is possibly because players donOt have enough time
to process the affordances of the monster because they are under stress to try and run
and survive. In the meantime, the player the becomes more and more scared of the
monster because they are never really able to process what the monster is capable of

besides chasing the play&hese findings are very important in the scientific field of
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survival horror games in hothe affordances of game objects can be designed to

support the survival horror experience.
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A restricted user interface did impact the player experience in survival horror
games, both in a positive and a negativemea. The negative experiences were
attributed from participants not completely understanding how to perceive and utilize
certain mechanics and game elements. We argue that this normal once the user
interface becomes restricted as it is the main sourgaroé related information
provided to the player. We can disclose that a restricted user interface is deemed
enjoyable for experienced players that want a challenge. However, this might not be
applicable to everyone especially those who arenOt experi¢dieditn digital
games and for them this could be seen as an approach that could impact the player
experience negatively.

On the positive end,goticipants enjoyed the added challenges that a restricted
user interface provided while it also helped preertbe experience of horror. As a
result, all participants performed poorly even the ones that played several hours per
day and had previous experiences with the survival horror genre. The restriction
hindered the skilled players from utilizing their gamskills and ability to multitask.
This resulted in participants feeling less confident in their gaming abilities and
therefore less safe which they compensated by taking active participation in the game
with total focus. Participants had different waygkay the game when engaged with
the challenges of the game. The passive players vemgldge witlchallenges in order
to feel safe while aggressive playergyaged with challenges in order to feel in
control.Nonetheless, the restricted user interfacedwaall a positive impact on the
participantOs player experience and they addressed the restriction as an approach that

heavily influenced their immersion with the game.
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" #5068 () !

For the semstructured interview, we made use of this collection of questions.

We also included the introduction interview which purpose is to collect general

data from the participant. For the sestiuctured interview our gbss to collect data

about tle player experience and how itnspacted by our restricted Ul elements. The

guestions are followed up with follow up and prompt questions to treat the interview

as a discussion. Once the theme has been explored fully enomigtecathe

participants is done expressing themselves, the next question is introduced. Estimated

time for the interview is at about 15 to 25 minutes.

"4 1HSY&S" () %o+ I"#"$U6& (1) "$H("+1 |

Swedish English
Namn? Name?Y
K3n? (Gender?
lder? (Age?)

Hur mEnga timmar spelar du-$pel om dagen@ow many hours do you play
games per day?)
Har du nCEgra favoritspel inom survival horror ger(i2ayou have any favorite

horror/survival games?)

I"#$ 1"HS%E&S" () Vo+ I"HS |I"HSY"$HE' ()" &t+) &)

Hur upplevde d att spelsessionen gickFlow did you feel the game session
went?)

Kan du berStta lite om spelupplevelsen i st@@&n you tell us a bit about the
player experience in total?)

Hur tyckte du den begrSnsade Ul:n pEverkade speluppleelsendid you
feel the restricted Ul contributed to the player experience?)

Du anvSnde X (element) mest, varfsr (@62 used X (element) the most, why?)
Du anvSnde Y (element) minst, varfsr @& used Y (element) the least,
why?)

Du gick mest i Z (position) undeessionen, varfsr d@2u went mostly to Z
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(position) during the session, why?)
1 Har du nEgra $vriga kommentarer gSllande spelupplevelsen eller prototypen?
(Do you have any further comments regarding the player experience or the

prototype?)

" #5068 () !

This is the statistics that we gathered before proceeding with thessentured
interview.

During the course of the game, whenever a player has an Ul element active, a
timer will run based on the chosen eletnd here exist timers for all fivdifferent Ul
elements as well a timer for measuring how long the player survived. The purpose of
these statistics is to track patterns in each participant based on their choice of Ul

during the interview.

I Survival: The amount of time the player survived thioaug the game.

Il Health: The amount of time the player had the Health Ul active.

Il Revolver: The amount of time the player had the Revolver Ul active.
Il Flashlight: The amount of time the player had the Flashlight Ul active.
Il Compass: The amount of time thayer had the Compass Ul active.

Il Watch: The amount of time the player had the Watch Ul active.
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