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Concept phase 

The challenge for this prototype was to prototype the core loop(s) of our 

game concept. In our group, we started out by exploring the group’s 

concept: Alternative controller. We wanted to make a game using an 

alternative control scheme to mediate a narrative element between a 

parent and child. Initially, we separately researched other games being 

controlled in an alternative way. 

Hereafter we talked about everything from mechanics to art style. Both 

conceptual and concrete examples were brought to the whiteboard. 

Throughout the process, I was in charge of managing the team 

discussions. This was challenging due to the size of the team and the 

format of the discussions. After the initial brainstorm, we worked 

individually on ideas for the project for the next team meeting. On the 

next team meeting everyone presented their idea (if they had any). 

After several brainstorms and group discussions, we settled on a simple 

profound idea. We wanted to make a game where a parent together 

with a child could asynchronously control one avatar. The parent would 

control the movement of the avatar in a simple 2D sidescroller while the 

child controlled a projected emotional feedback to the avatar though 

a plush toy – our intended player experience was to empower children 

through a physical interaction with a digital game while strengthening 
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parent-child communication and blurring the boundaries between 

gameplay and toy play.  

The toy & core loop 

Since the concept utilised a physical toy to facilitate play. The 

contextual element and the kinaesthetic/feel of the interaction 

between game and toy was an important factor to take into 

consideration when designing the core loop of the digital game. 

Therefore the next step in the design process was to identify possible 

interactions with a plush toy and how they would influence the intended 

player experience.  

Our initial goal was to make a game that could help children overcome 

their fears. After exploring different themes that achieve this, we 

decided to centre our game around the fear of darkness, since most 

children have experienced this at some point in their life.  

Toy interaction 

Since hugging is a natural affordance for a plush toy, we wanted the 

child to hug the plush toy to repel darkness, allowing the child to realise 

that darkness can be overcome. We also explored several alternative 

ways to enforce the child, and ended by adding a shake mechanic to 

release the energy that had been build up from the hug. This interaction 

also felt natural with the toy and fitted the in-game event of bursting out 

energy. The hugging interaction made a circular field of light around the 

player and enabled unhindered movement while the shake removed 

the fear obstacles. 

 

Throughout the concept phase, we iterated on several ways that these 

physical interactions could work with in-game mechanics. 

A noteworthy early adaptation was a version of the game 

where the players’ avatar was a ghost. The ghost avatar 

had different abilities whether it was in the dark or in light. 

The players needed to pick-up and bring light or dark 

companions that would allow them to burst out energy 

Ghost concept - pickups 



 3 

removing dark or light areas. The basic idea worked but 

had some design issues. The fact that some parts of the 

puzzles were played in the darkness where the avatar was 

reinforced with unique abilities, added unneeded 

complexity to the core mechanic of repelling darkness 

since it demanded the children to comprehend that 

darkness is not evil but simply different. Our target 

audience was parents with children between 4-6 years 

and we realised that this leap of comprehension would be too hard to 

explain and understand for the age group and we decided to revert to 

a simpler core loop. (See early concept gif, for showcase of the 

mechanic).   

The core loop(s) 

Core loop:  

Move → obstacles → move → obstacles → find exit 

Obstacle loop: 

Obstacle → fear → hug → shake (overcome fear) → move 

 

For the initial core loop we had two mechanics with two 

types of obstacles: 

1. The pit: by creating a burst of light – a platform 

appears 

2. A dark shape: Is dispelled by creating a burst of light – allowing the 

avatar to progress.  

 

The main rule of the game was that the avatar can only move in the light as 

darkness reduces movement speed. The obstacles should emit a haptic 

feedback to the child, so the challenge of the game being the parent-child 

communication as to then there is an obstacle to overcome.  

 

A digital prototype for the core loop was build and was used as the baseline 

for further development of the final project VÆK – with the core challenge for 

being to ensure that there is reason to play and meaningful-play for both the 

parent and child. 

Ghost concept – hug/shake mechanic 
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Concluding thoughts 

Through the initial conceptual phase of the game, the 

whole team (seven people) were contributing and 

discussing everything from the core mechanics and their 

execution in the game, to the minor details of the story. 

In hindsight, this process could have been agiler if we 

had split into smaller groups to take decisions about 

elements of the design. On the flipside, this would most 

likely have resulted in a less fleshed out idea, where the 

individual group members would have lost agency to 

parts of the concept.  

 


