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With the development of networking and entertainment technology, the channel 

which people acquire knowledge is no longer merely books, engaging such as 

animations, games and social media. Based on this phenomenon, this thesis will 

explore which is more effective for retaining information, gaming or reading. Also due to 

the development of these technologies, communication and exchange between people 

are becoming increasingly easy. This increase communication is not only between face 

to face interactions, but also in other areas, such as in-game communication. Many 

people become friends via onling gaming. Take into account these reflections and 

explorations, I raised three arguments in my thesis, and designed three challenge 

games to support my arguments. In the meantime, my article also contains the feelings 

of players after playing them, the feedbacks from the players and as well as what 

analysis and judgment I made, which are based on information they gave out.  
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CHAPTER 1 

 
Introduction  

Considerable attention has been spent on the use of video games for education 

in recent years. The reasons could be classified in two ways. Firstly, the entertainment 

industry is under rapid development with the rise of cinematic technique and hardware 

exploration. Secondly, video games could easily catch children’s attention and hold it for 

lengthy periods of time as players master the games complexities and complete 

objectives. Educators want to provide better education for children, but they first need to 

get their attention and introduce the study materials. If games could attract children, 

educators could employ video games to encourage students to accomplish their study 

goals.  

There are two sides of every coin. Although educational video games could be 

great vehicle for conveying knowledge, there are many concerns for video games - the 

biggest being the time that is devoted to them. Children spend so much time on the 

video games that is begins to limit time spent on other social activities. When we 

examine the statistics related to this concern, we are able to recognize its importance. 

Some examples of relevant statistics on the topic include the following.  

- More than half of Americans over the age of six play video games and 40 

percent of them are women (Pink 2006). 

- Americans spend on average 75 hours each year playing video games(Pink 

2006). 
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- The average teenage boy plays more than 13 hours of video games each week. 

The average teenage girl devotes more than 5 hours each week to play video games 

(Sax, 2007). 

- By the age of 21, most young adults will have put in 10,000 hours to video 

games (Etuk, 2008). 

- Approximately 70 percent of college students consider themselves avid gamers 

(Barlett, 2009). 

The above-mentioned research statistics were conducted several years ago, and 

since that time, the averages have only gone up with the progress and prevalence of 

smart phones and smart pads. Nearly every student owns a smart phone now and there 

are many applications that exist on these morden devices, and a majority of these 

applications are games, such as Angry Bird and Floppy Bird. We cannot remove all the 

video games children participate in and enjoy, but we can examine the issue and 

improve the games to increase their utility and benefit education. 

Educational video games could provide a huge industry, because lots of parents 

always want to teach their children in childhood. One example of an application is an 

app that teaches identify different animals and pronounce them. Another one displays 

an animal with its body parts seperated and distributed randomly, the objective being to 

combine these separated parts to one whole animal. These kinds of video games teach 

children basic knowledge and common phenomenon. Because of the colorful graphic 

elements, the children are easily attracted and focus on these games for long periods of 

time.  
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Lot of research has been conducted to study the function or advantage of 

educational video games. Before we introduce these video games to children, we have 

a responsibility to ensure which video game is the best one, and which video game fits 

our children well. After we are transparent to these advantages or inside of a video 

game, we are able to choose the right one for a specific child. Based on our survey, we 

classify the benefits of video games into the following types.  

Educational Video Games Are Interactive, which is the pricipal characteristic 

distinct from traditional edutainment. For the usual edutainment, it needs the reader to 

read them for a long time and to remember something. The reader may be lost, 

because it requires the imagination of the reader, which really depends on the life 

experience of readers. For example, if the reader never sees an animal, such as the 

dragon, it can be really difficult to imagine the outline of a dragon and how it flies. 

Another example is the case that when you crash two woods, is impossible to get fire. 

As to how to get fires and what is the process, it is hard to depict all the details using 

words. However, it is not hard to post in educational video games. It is a known fact that 

video and image contain more information than words. Besides these, the reader can 

interactively learn some knowledge, when they play educational games. Take the wood 

fire as an example, when user tries to crash two woods in the game system, the user 

can see and understand how the energy is saved to make fire. In one word, 

edutainment often fails in teaching readers non-trivial knowledge. Educational video 

games require strategist, hypothesis testing, or problem-solving, usually with higher 

order thinking rather than rote memorization or simple comprehension.  
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Educational Video Games Could Be A Superior Intrinsic Motivation. 

Considerable research has been done to study how the intrinsic motivation and extrinsic 

motivation affects the study. And the experimental result has proved that intrinsic 

motivation is much better to guide the study. Intrinsic motivation pushes us to act freely, 

on our own. Extrinsic motivation pulls us to act due to factors that are way to the activity 

itself. Because children want to play video games, if we design the informative video 

games well, it could be a mild intrinsic motivation. For instance, when we put a child to 

read one book and learn some skills, it could be boring. If the child doesn’t like that book 

or these skills. Even if he has an interest in something, and the book is hard to read or 

not well written, the child could also feel bored. These extrinsic motivations cause 

children to be frustrated. However, these details of skills or books could be designed 

well in video games, so the children will like these games and have a look when they 

are playing video games. Another example is when we ask children to do some practice 

on math, they may be bored by the practice and this is an extrinsic motivation. If we 

divide the math practice into distinct levels in one interesting video game in which 

cannot achieve the higher level. Unless you finish all the math practice on the preceding 

level, the children will be motivated to practice math to reach the higher levels.  

Educational Video Games Can Be Helpful To Students Who Have Trouble 

Focusing On Study Materials. Many students feel that reading or listening to lecture is 

boring. If they are reading a book, they may re-read the same statement many times 

and still not really know what is going on. For many students with a short attention span, 

educational video games may be very constructive. They have fun so they are more 
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likely to concentrate their attention there. An excellent educational game will instruct at 

the same time that it entertains.  

Educational Video Games Could Contribute To The Improvement Of 

Reading Skills. Reading skills are very important to children. When children read books 

or lectures, they may skip boring parts, and just focusing and remembering the 

appealing elements. Usually, the boring part is the intended educational content. If the 

children have this kind of reading habit, they miss the most important information. The 

formidable approach of educational video games is to place the educational content at 

the heart of engaging game play, so that children employ the targeted academic skills 

and knowledge as an integral part of playing games. The educational video games 

could transform the boring content from the book into an interesting element to the 

game. The user will then pay great attention to the motivating elements and analyze 

them carefully. Exceptional reading skills, such as concentrating on details, could be 

aquired through educational video games.  

Educational Video Games Could Cultivate Children’s Concept Of Time. 

When children read books or lectures, there is no urgancy pushing them for finishing the 

process in a certain time, which is not apt to foster the concept of time. However, there 

are definite rules in the video games, which are needed for the user to process 

something efficiently. So the users have to arrange their time and schedule their tasks 

to obtain the optimal solution.  

Educational Video Games Could Make The Users Adjust To Different Kinds 

Of Rules Quickly. There are numerous rules and goals in video games, which are 

indispensable in order to master and enjoy the game. There are so many rules in part 
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companies, colleges, social networks, and you have to obey these rules to get yourself 

comfortable there. Sometimes, you just have to adjust yourself to certain rules quickly, 

when you change your environment. Educational video games could provide these 

opportunities in order to practice these skills.  

Educational Video Games Could Improve The Ability Of Visual And Spatial 

Processing. Because most complex video games are located in 2D or 3D 

environments, when users play more games, they have better spatial progress. Take 

the famous “Counter-Strike” as an example, there are very different kinds of maps and 

each map has lots of paths, objects, and obstacles. There are two groups fighting with 

each other. For making game, all members of each group are not supported by enemies,  

and protect themselves. Therefore, all players have to be familiar with the maps, objects, 

and obstacles. These game environments are supportive to players cultivating their 3D 

shape imagination.  

Educational Video Games Could Improve The Ability Of Deduction And 

Hypothesis Testing. A variety of studies conducted by researchers have proved that 

video games and game-like environments are conducive to deductive reasoning and 

hypothesis testing. This capability of video games is understandable, because there are 

plenty of video games that need players to predict the resulting status based on current 

situations. Most of these games simulate some aspect of a real social network or 

scenario, so the deduction generated in the video games could occur in our actual life. 

The practice conducted in the games will build the players’ ability to make decision in 

the future for the analogous situation.  
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Educational Video Games Could Cultivate Players’ 21st Century Skills. 

There are lots of studies that have been done in favor of the argument that many video 

games are conductive to the development of specific skills; such as attention, spatial 

concentration, problem-solving, decision-making, collaborative work, creativity, and, of 

course, ICT skills. Many of these skills are earmarked as necessary to successfully take 

part in the global knowledge based economy of the 21st century. In video games, 

players need to take into account all kinds of situations to avoid the damage and 

achieve the largest benefit. The skill of choosing the optimal solution under dense 

conditions could be well taught in some video games.  

As stated, every coin has two sides. Despite the fact that video games seem to 

have a lot of potential benefits for education, they also come with lots of disadvantages. 

We have introduced its most significant one that video games potentially waste users’ 

time. Besides that, the protracted period of time playing can be harmful to users’ eyes 

and the physical body. Another concern is that users have less time for definite social 

activities.  

The benefits of video games are so attractive for schooling that if we want to 

employ them, we have to find solutions to avoid their weaknesses. The best way to 

prevent the drawback of video games is tantamount to decrease the playing time and 

convey more informative content in the video games. In other words, we have to 

increase the teaching efficiency of video games and explore the best game interactive 

method and playing mode. To understand video games better, we need to find the 

reasons why users like video games more than customary didactic method for learning 

something. After we understand the difference between video games and traditional 
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educational methods, we can explore the best ways to design video games for 

education.  

To find the difference between informative video games and traditional 

educational methods, we design a contrast experiment in our work. In our experiment, 

we choose reading a book presenting the traditional scholastic method, and ask the 

reader to read the process of starting a fire using just two stones, and a piece of wood. 

We also do a survey to analyze the advantages and disadvantages for reading a book 

and educational video games respectively. 

For the informative video game part, we design a video game, which has the 

parallel content related to the book. We organize students into two groups, one to view 

the book, and one to play the video games. We then ask the two groups of students a 

series of questions that are linked to our research goal.  

Based on the result of our first experiment, we conclude that educational video 

games are a much better method to educate users as long as the audiovisual games 

are designed well. There are many different kinds of interactive approaches for video 

games, such as a keyboard, a mouse or a handle. With the development of wireless 

and sensor technology, there are lots of new interactive ways springing out for video 

games, such as imitated objects in Xbox. On average most people find modern 

generation interactive methods to be more fun. However, we still don’t know whether 

they are suitable for educational video games.  

Given this consideration, we design a contrast experiment between the habitual 

interactive method and a new generation interactive method. The goal of this contrast 

experiment is to determine which one is better for educational games. In this experiment, 



 

 18 

we still employ the idea of human evolutionary history. For the habitual interactive 

method, we use the space key of the keyboard to simulate the crash of two stones. 

Whenever the space key is pressed, the “crash flash” motion of two stones will be 

simulated on the computer. For the contemporary generation interactive method, we 

create two imitated stones outside of the computer and build a wireless communication 

system. Whenever the two stones touch each other, the signal of touch will be 

generated and sent to the computer using a wireless transmission system. When the 

computer receives the touch signal, the crash flash motion of two stones will be 

simulated in the computer. We will ask the two groups of students to play these two 

contrast video games with the same game contents but different interactive methods.  

After the method is discussed for educational video games, we explore what the 

best game mode is. Based on our survey, we classify the existing game mode into two 

categories: single-player mode and multiplayers mode. The single player mode means 

there is only one player, such as Angry Bird or Floppy Bird. In multiplay mode, there 

could be countless players cooperating with others for one goal. Examples include 

Dota2 and LOL. In this mode, the collective ability of users is very important. It provides 

a sound platform to practice their collective ability, because users need to communicate; 

cooperate with teammates; and make final decisions.  

To determine better mode for educational video games, we design a contrast 

experiment again. In this experiment, we use the game from the original experiment as 

the single player mode. For the multiplayer mode, we design a unique video game, 

which still employs the idea of human evolutionary history, players are required to 

collaborate with each other to construct a group and each members assignment is to 
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keep the group going. In our game, we divide the group into two parts; one part strives 

to protect their home from attack of animals; another part tries to find food for the group 

in order to to keep the group going, members have to protect their home well and have 

enough food to sustain their lives. If either part of these two fails, the game is over.  

This designed video game needs two players, one for protection, one for hunting. 

The screen is divided into two parts for two players, one for each plater. Player one 

controls the game by using keyboard, and player two controls the game by using mouse. 

After the experiment is conducted, we will ask various questions related to the game-

playing mode. 

In this work, three questions are discussed: 1) Could the game be a better 

schooling method compared to the traditional scholastic method? 2) What is the best 

interactive method for educational video games? 3) What is the best game-playing 

mode for educational video games? For each question, we build a contrast experiment 

and design a related video game. Through our contrast experiments and the analysis of 

our results, we reach our conclusion.  

The final conclusion is based on three main studies. First, we do a survey on the 

strength of educational video games. Second, we examine the pros and cons of reading 

books versus those of educational video games. Finally, we designed three video 

games related to interactive method and game mode.  
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CHAPTER 2 

 
Game System Design  

Challenge One 

In challenge one, I will make comparative tests between reading books and 

playing games. when a user learns in a uniformed structure, they will get more in depth 

memories after reading books, or playing games?  

       

The Advantages And Disadvantages Of Reading Books  

Advantages 

The first advantages of reading is a fundamental skill builder – people gain a 

deeper understanding and discuss of every good course after classroom discussions. 

Every valuable material on the planet has a book associated with it. Why? Books help 

clarify complicated subjects. We can also learn from the whole description, get a 

comprehensive understanding and grasp more details of intricate items, which may not 

be not available in the classroom discussion.  

Another advantage is reading books gives you something to speak about if you 

do not have much to talk about with your best friend, your wife or your husband. If you 

are just uncomfrotable talking to people, reading will help you have a lot of relevant 

information to contribute to conversations. When having discussions, you can have 

endless topics to and share your with companions, if you read.  

Third, reading is a very effective way to retain knowledge learned - lots of studies 

or researches show that if you don’t use your memory, you will lose it. However, after 
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considerable reading, you can get a full grasp of specific topics including more detail, 

such as the facts, figures and literature, plot lines, themes and characters. 

Forth, reading the book expands your horizons - If you want to travel or reside in 

an unfamiliar location, reading books, like the introductions of environment, culture and 

some other materials, can help you a lot.  

Finally, reading the book could make peaceful thinking. After you got a pleasant 

reading, you would have an interest in the several contents of the book and make a 

thinking on the next step, which makes you get knowledge and transfer into their own 

stuff to store in your mind.  

 

Disadvantages  

First of all, in many cases, the form of the text is too monotonous and there is no 

further interaction with the readers, which can easily lead readers to feel tired after 

reading a lot and generating disgust. Specifically, thanks to the form of text is a simplex 

type, readers can only understand and determine the meaning through their own 

interaction, which may differ from the authors. For instance, if the object of study is 

children, they have to obtain some information through their own imagination, even if 

the content of the book is interesting and vivid. Obviously, reading this book is a lack of 

an intuitive interactive concept on the aspect of acquiring knowledge about children. In 

comparsion when playing games, it is believed that children will be able to get 

information and knowledge of deeper meaning through aquiring the experience through 

playing, rather than reading.  
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Secondly, the capacity of a text description is limited which means there are 

some sensory descriptions that are different to describe simply in words. For instance, 

what the beauty of a flower is, should depend on the authors' imagination instead of 

interaction of words from readers. On the other hand, playing games is very different 

because players can see the actual objects that are based on the exact photographic 

material.  

Thirdly, reading is a form of passive acceptance where as gaming is a type of 

action strategy. Students usually read the materials line by line, then reflect something 

based on the contents of the read. People rarely go beyond the issue that are directly 

addressed in the book when reflecting. It is more likely that they will think about 

something extra after completing the book. Nonetheless, in the course of playing 

games, players must overcome mind barriers to develop thinking strategies as they 

solve the problems from each level. For example, flowers are the easiest and quickest 

to mature plants in the game “Plants Vs. Zombies”. Players are placed in a position to 

resist waves of zombie attacks as a result of putting hitting if the players always put the 

flowers’ seeds into soil. Players need strategic and tactical thinking in order to defend 

the obstacles appearing in the game. In this case, passive acceptance is not desirable.  

Finally, readers’ ideas may be very susceptible to influence from authors’ , which 

could create an absence of readers own creativity and imagination. Specifically, the 

contents of the book tell the author's understanding of the situation rather than from the 
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readers perspective. This can cause the reader’s perspective to be the same as the 

authors. On the contrary, playing games is different, players often accept the obstacles 

the game presents with a feeling of adventure. Therefore, there are few players who 

think about the game as replicable.  

 

The Advantages And Disadvantages Of Playing Educational Video Games  

Advantages  

Primarily, games are an interactive learning method, which is the principal 

distinct characteristic from traditional edutainment. For usual edutainment, readers need 

to study for an extended period of time and recall details. This could cause confusion 

because reading requires imagination, which depends on his or her experiences. For 

instance, when describing the process of creating fire, it may be hard to depict all the 

details using words. However, it is less difficult to convey in educational video games. It 

is a know fact that videos and images can contain more information than words alone. 

In this case, for example, when users try to crash two woods in the game system, they 

can see and understand how the energy is stored in the fire-making process through the 

interactive process of the game. Furthermore, educational video games require 

strategizing, hypothesis testing, and problem-solving, skills, usually with higher order 

thinking rather than rote memorization or simple comprehension.  

Second, video games exhibit visual stimulation; such as lighting, colors, and 

images. All of which can make learning easier. No words can describe a flower better 

than the flower itself. Similarly, if children have not yet seen a panda, it can be 
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complicated to outline the shape, or descrive their motions words alone. However, the 

panda could be easily displayed using 2D or 3D figures. Besides that, the imagination of 

the reader is restricted, and influenced by the life experience. Under some scenarios, 

the words could be dependent on the writer’s subjective opinion, which is not always 

pleasing to readers.  

Third, video games are a form of entertainment. They are often easily enjoyed 

and rarely make most users bored. There are lots of information presenting methods, 

such as background music, figures, models, environments, stories and so on. This type 

of stereo and various displaying methods will attract the users’ attentions. On the 

contrary, books that consist mostly of words present information in a method 

categorized as simple. 

Forth, some social skills could be learned in interactive games such as problem-

solving, decision-making, collaboration work, creativity, etc. There can be plenty of rules 

and limitations existing in game systems, the users are expected to overcome obstacles 

in order to achieve goals. While there are also similar rules and limitations existing in 

real life experiences, the users can benefit from practice and obtain skills necesssary to 

address their real life obstacles. Game systems alow for lots of separate rule options for 

users. Furthermore, users are able to adjust themselves to one specific set of rules 

quickly when the game system is changed. This kind of capability is useful for users to 

adapt themselves into the society. 
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Finally, some games consist of several users and help users build relationships 

and communicate with others. If someone choose to read books alone instead, he or 

she doesn’t have access to practice his or her communication skills, which are key for 

social animals. In some video game alternatives to read there are multiplayer modes, 

which require players to interact with each other. One such game being DOTA 2. In this 

game, players are distributed into two groups of five, ecah member with his own role, a 

supporter, a banker, a carrier. Every member in each group has an obligation to 

cooperate with others to win the game. This means that there should be 

communication, cooperation and collective decision-making existing in every DOTA 2 

game.  

 

Disadvantages 

First of all, if the game is not created well, the user may miss something vital. 

Take my personal playing experience as an example, if a game has unrewarding or 

unclear goals, supplenmenting the levels can be confusing. Mentioning the example of 

Plants Vs. Zombies again, the goal is relatively clear. Defending against waves of 

zombies and surviving. In order to survive and defend, I engage in a fundamentally 

goal-driven activity meanwhile learning how to organize, sustain life and find use for the 

plants in order to reset the obstacles. Furthermore, productive game goals are clearly 

isolated wholes that may be rewarding to work towards. This method has not always 
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been available. We now have another means of learning skills that may be applied to 

the phenomenon of life in the future. 

Secondly, repetitive activities have potential to lead users to addict on the game. 

the end result being overconsuption, and too much time spent on the game Angry Bird 

is a prime example of a game in which repetitive action, dragging the birds, is continued 

throughout each level. This basic operation immitates advancement when in reality 

muscle memory is the real progress. Many players appreciate this process, as it feels 

rewarding happiness, but in fact the players have simply been repeating one action.   

Thirdly, longtime screen exposure will increase the risk of vision problems for 

players. One of the most common conclusion drawn about video games is that they 

waste too much time. A typical video game session lasts about half hour from the 

beginning to the end, depending on the game. player maintains focus on he screen for 

the duration of the session. This can be harmful for players’ eyes. In some cases, 

games are so aesthetically pleasing that the player may play more than one round, or 

even keep focus on playing for entire day. In extreme cases, gaming can not only harm 

eyes, but also the physical body.  

Finally, players may develop unhealth decision making habits. Reason being; in 

some video games, players are required to make decisions under specified time limits. 

In a situation where players co-operate with others, a quick response is desirable to 

avoid keeping others waiting. These responses lack consideration, and are not optimal. 
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If players reply too much on this decision making process, players might cultivate this 

habit of giving quick responses without consideration. Although this process can be 

benificial in games in a real life optimal decision making sometimes requires more 

thought.  

Despite the fact that reading books and playing educational video games have 

their obvious advantages and disadvantages, in order to explore and determine distinct 

details of their differences a contrast experiment must be conducted. The experiment 

utilizes human evolution as destinguishable content. The details of the experiment are 

as follows.  

 

Specif ic Content Of Challenge One 

The Theme Is Simple- Analyse Which Method- Reading Versus Playing 
Games Has Higher Probabil i ty Of Providing Retainable Knowledge  

A perfect game idea is actually an exotic accepted one, my argument is based on 

analysis expounding upon the issue of access to knowledge, in regards to which 

method will leave a more lasting impression in one’s mind – reading books or playing 

interactive games. Armed with this argument, I have conducted ecperiments and 

gathered information by researching the topic to provide several points of view that 

support my final conclusion. A key exponent of my end result was the mini game I 

created in order to analyze learning patterns. The game focuses on an easy to accept 

concept of humans evolving in an ancient environment.  
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The setting of the mini game is prehistoric times, the preceding years consisting 

of rigid conditions and short lifepans. It's the turn of a new age in which humans have 

evolved and discovered new means of survival. Specifically, the characters in this game 

have just discovered the benefits of cooking food. The characters objectives: how to 

start a fire.  

In challenge one, players take on the role of an early human. Fire is created by 

rubbing stones together. The player will immitate the process by hitting the space bar on 

their keyboard. Each time the player hits the space bar there is a spark. As the player 

continues hitting the space bar, the sparks accumulate into a fire, increasing in size as 

the player increases the speed of their clicks. If the player hits the space bar slowly or 

unconstantly, there will be no substantial fire. Through this process, players learn that 

rubbing stones together constantly is the method in which our ancestors discovered fire. 

The challenge in this exercise is in doing the same thing conceptually that is required in 

reality.  

In addition to creating the game one, I will do research and analysis to provide 

support for my argument. This includes collecting feedback from the voulenteer test 

players and organizing the results into an analytical form. I will also conduct a Q and A 

session to learn about the players opinion and understading of the game.  

 



 

 29 

Education Is The Main Task  

All of the arguments mentioned in this project are based around the educational 

games, the ultimate goal of proposing arguments and conducting this argument is 

understading how to achieve educate through a more effective method. I intend to 

demonstrate that an educational video game are one of the most powerful and intuitive 

ways to obtain lesitimate knowledge by presenting the result of my research and 

analysis.  

In challenge one, I present information from a text book using a different kind of 

figures. The textbook information was learned when test subjects played the game. The 

information learned includes the history of human evolution.  

 

Interface And Background Music Design 

Interface Design 

Concept of interface design is one of the principal presequsites of building. In 

order to be a 2D artist, my goal is to compile all of the interface design as a unified type 

of GUI element including the composite part of every challenge. Game interface design 

can bring a kind of beauty to the topic by means of the interface design being consistent 

throughout.  

I create a main character based on an ancient human and place it into interface 

displayed in Figure 2-1, which the beginning page of the game. Then I add the deserted 
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environment as the background. The combination of these two designs creates a 

primeval theme.  

 
Figure 2-1 

 
Above: interface one. “All of the interface design should be of a similar theme, 

which includes the similar backgrounds, characters, environments such as trees, 

stones, lands, etc.” The reference images are showed in Figure 2-2 and Figure 2-3. “A 

lines of story are told about human evolution in relation to the game. “ 

   
                               Figure 2-2                                         Figure 2-3 



 

 31 

 

In order to tell the story better, I added some special effects to the interface 

design in an effort to make the story more clear and believable. For instance, to express 

the environments, conditions of the primordial human beings more clears, I add snow 

effects into the interface, which can be treated as the bedding for the dedicated game 

later. The reference images are displayed in Figure 2-4 and Figure 2-5.  

      
                            Figure 2-4                                              Figure 2-5 

 

Humanity has nothing to eat and no clothes to wear, which is a pretty tough 

situation for making some changings that leads to the subsequent game directly.  

I designed all the interfaces through Photoshop and drawing all the elements in 

illustrator. And then I cut all the components on the interface into separate patterns, 

which are right for putting into the program and add actions and movements for them.  

 

Background Music 

To be honest, I don’t have the idea of putting more music into the game because 

that I want to add more sound effects like the sound of rubbing the stone, snow day, 
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typing words for making the experience more truly. And I also want players to 

concentrate on feeling the story and experience the highest game instead of the 

background music. After all, I didn’t set the background mucis as a very significant 

section of the core game.  

For making sounds, I use Adobe Audition. Regardless of the fact that I just want 

to add sound effects to the game, I still need the sound combines a certain rhythm and 

change in hearing, which is what I need to accomplish in the audition. I won’t talk much 

more about it here.  

 

Experience Of Playing Is A Crucial Part Of Game Play 

 For each interface, player needs to click the sign of the next step to see what 

happen next, which should be until the main part of the game. You can see the every 

sign on the right corner of the screen. The reference image is showed in Figure 2-6. 

 
Figure 2-6 

 

In this section, I will mainly talk about the integral part of the challenge one that is 

teaching a player how to obtain fire through virtual system of rubbing stone. I created 

two separate stones that lead players to rub, which let them to experience the action of 

these stones to shocks. The stone on the right side wall close to the left stone on the left 

side and eventually knock on it whenever the players click the space bar. The reference 
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image is as displayed in Figure 2-7. Each time, there should be a slight impact in spark 

until they accumulate into big fire, which is showed in Figure 2-8.  

       
                                 Figure 2-7                                           Figure 2-8 

 

In this process, how the higher and bigger of fire getting there would depend on 

the way in which the speed and frequency of the space bar clicking. Sparks would be 

generated into a giant fire when they are accumulated more. The reference image is 

showed in Figure 2-9.  

 
Figure 2-9 
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Among this, a progress bar already be created to detect and account the state of 

how many sparks happened after stone hitting, which the means that if players stop to 

hit, make the speed slow down or accelerate, these phenomena will be reflected in the 

progress bar.  

At the final, the immense job page is regarded as the reward page that presented 

on the screen. The reference image is displayed in Figure 2-10.  

 
Figure 2-10 

 

Technique 

I have been using Game Maker to achieve the entire game, which includes three 

challenges. Every principal problem is accomplished by its own programming and script. 

For instance, the movements of objects, the reactions of the progress bar and the 
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calculation of frequency and impact on fire that all the questions are generated by the 

program and code to achieve. The programming screen shots are shown in Figure 2-11 

and Figure 2-12. 

     
                                Figure 2-11                                        Figure 2-12 

 

The Result 

All of the contents discussed above are all related challenge one of the first game, 

this challenge should be considered as a crucial point to support my first argument. The 

seriousness of the experiment shows that this challenge not only makes players get lots 

of entertainment, but also achieves the purpose of dissemination of knowledge through 

one game. All of the feedback from players show that they gain a more profound and 

accurate understanding of the principles about how to obtain fire by rubbing the stone 

through this first challenge. I have already reached the ultimate goal of the design, 

which is that players get a more authentic experience through my game challenge 

despite the fact it is common knowledge that rubbing stones creates fire.   
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The Conclusion That Why Playing Games Are Better Than Reading Books On 
The Aspect Of Obtaining Deep Memory Of Knowledge 

I make the challenge one, which the aim is to assist my point of view as one of 

the arguments. That can be seen as the aspect of bringing memory and impression 

whatever new or old knowledge, playing games would be a better way than reading the 

book according to the feedback of after playing. To sum up, the most important reasons 

are the case that the following three points. 

This game challenge is an interactive learning method that player can obtain an 

intuitive experience. There is a pretty decent, lighting and images existing game, which 

is easier and visualized method to learn and memory by the users. Gaming is a type of 

entertainment, which includes lots of fun instead of being some boring to players. 

In part of analysis, we will discuss and present the data gathered from the forms, 

diagrams and feedback data collected.  

 

Challenge Two 

In level two, I will make comparative tests between keyboard of traditional 

interaction and wireless controller of new generational interaction in games. There are 

numerous kinds of interactive methods in games. Game developers wish to create lots 

of characteristic and diversity for game play, such as dragging and clicking the object on 

screen directly, sliding the objects on the screen, shaking the screen,virtual systems, 

virtual reality, etc. These are the new interactive ways that can be widely accepted by 

majority of the game players with the continuous advances in electronic technology. 

However, in this thesis, I will conduct a comparative test between the two game 
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interactions that are keyboards and wireless controllers, which are the analysis built on 

the same challenge two. The question is, which kind of interactive method you prefer, 

the keyboard or wireless controller? 

       

The Advantages And Disadvantages Of Interactive Method Of Keyboard In Games 

Advantages 

Firstly, players can feel the motions of objects, such as walking forward and 

backward of characters and actions of running and jumping through the operations of 

the keyboard. Keyboard is used for object tracking, lens pushing and pulling, which will 

be very intuitive and straightforward experience for players. For example, plenty of 

types of racing games require players to use the keyboard to operate and complete. 

The purpose of this kind of design is for players to control the forwarding, backsliding, 

turning left and turning right of cars through an intuitive switching on keyboard, which 

are the most basic actions in driving the cars. It is another interactive way for players to 

obtain a real-life experience. The maximum obtainment in the game is nothing more 

than to getting a simulate real situation and experiencing the excitement and stimulation 

that is not often happened in real life.  

Secondly, players will toggle buttons constantly to finish different operations to 

obtain entertainment and pleasure if there are numerous operational keys in a game. 

Presumably, if a game is right on the rate of a lot of buttons to control various objects, 

each button should bind to have its own characteristic from others. For those players 

who want to explore new things, this kind of operation setting will become a favorable 

space for them. Multiple keys setting is also a useful tool for rich game content. 
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Thirdly, the continual conversing and switching between different keys can help 

players to exercise their flexible thinking. Like playing some social game: an order to 

allow more players to participate in one game, many of the features of the game may 

have to be finished by setting different buttons. If players want to get a better 

participation experience, they need to master these fundamental operations. It is a 

process that exercises their unique and flexible thinking by constantly switching these 

keys.  

Finally, the keys on the keyboard can be simulated into musical keys for making 

music games. In the past few years, I have already played several kinds of music 

games, which are manufactured by simulating the keys on a computer into musical keys 

as the uncomplicated operation. For instance, game developers for a type of classic 

piano game can imitate the keys on computer into musical pronunciation keys according 

to the temperament and basic principles, even though developers cannot control all the 

keys to become mutual keys. The reason is that a piano has eighty-eight keys, which 

will let players to play beautiful music when they press the keys on keyboards. For 

some people who do not have any expertise in instrument training, this kind of music 

games can truly bring plenty of pleasure and judgment of exploring for players.  

 

Disadvantages  

Firstly, for the situation of using keyboard games, it is easy to understand this 

kind of phenomenon that the player cannot control the movements and actions on roles 

or objects through a compliant switching on a computer keyboard. Thus, the operating 

speed of a player should slow down so that it could become the accelerator of game. 

The racing game is another example. If players cannot master the skills to switch up, 
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down, left and right keys on keyboard to control the car’s movement and speed, it is not 

beneficial for players to win the game. Players cannot control the keys on a keyboard 

that is on behalf of cars will be off tracking, deviating, crash occurring and so on.  

Secondly, plenty of keyboard operations means that many of designs should be 

simulated into display on screen, which increases the difficulty for game design and 

game developers. Specifically, every object in games needs to invoke by clicking 

keyboard, so that game developers need to see a lot of keys to be allocated to each 

object in the game that will make an increasing of development testing for game 

designers.  

Finally, the active area on the keyboard is very small. If the actions of the human 

body are concentrated on the computer keyboard over time, its body will not be involved 

in activities but be all on arthritis and some other illnesses. According to the scientific 

basis for analysis, sedentary workers who always sat in front of the computer would be 

easy to get arthritis, spinal disease and some other illness. It is more detrimental to 

body health that turns on your fingers to focus on the tiny keyboard and set such a long 

time to play games. 

 

The Advantages And Disadvantages Of Interactive Method Of Wireless Controller 
In Games 

Advantages  

A wireless mouse, which is the representative of wireless controllers, works very 

well for moving and finding the target object or the substance people want to change 

something on it pretty quick. It includes opening, closing, grouping, moving, etc. In 

comparison, the use of keyboard operation will not be too easy to quickly determine the 
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target people want. Based on my experience, a wireless controller is the best for the 

subtle movements and adjustments among most of the alternatives.   

Secondly, as I already mentioned that using a wireless mouse is not difficult to let 

the player to determine the target quickly and can be made with another example to 

speak. Although shooting game is an old – fashioned type of game, it still has a great 

group of players. Players in shooting game aim that hitting the objects as soon as 

possible. This process requires a very fast and accurate judgement, which means 

players have an obligation to navigate to the target object in the shortest time. In this 

case, the speed should be decreased if players use the keyboard to make a few 

movements. Therefore, there is little shooter game intended to use the keyboard to 

preform the operation.  

Thirdly, compared with keyboards, wireless controllers operations are more 

concise and quick. Players only need to keep left fingers on the mouse and they can still 

move the mouse forward and backward. Players use mouses to work in games, which 

will reduce the difficulty of game design and operation.  

 

Disadvantages  

Firstly, players need to establish a flat surface to use wireless controller, or it will 

not function. The placement of wireless controller is directly related to availability of 

controllers. The sensitivity of the controller depends largely on where the controller will 
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be made by the players. Many peopleoften use mouse pads to accommodate it, which 

is the function of the wireless controller to play safely.  

Secondly, a wireless mouse can not be used in the game in many cases. You 

need to meet some of the keys on the keyboard to complete the game operation. For 

instance, in the World of Warcraft game, the role is to move the mouse to control the 

game characters, such as forward and backward. When the role and needs of the 

attack near the monster, players have to go to the keys on the keyboard to give the 

roles skills. It will appear that if the game uses only wireless mouse, the roles will only 

do the same thing at the same time. This design is obviously unscientific. 

Thirdly, compared to the keyboard, the wireless controllers buttons on the back 

of analog music function. Another example is music game. If players use mouse to play 

music, all music keys must appear on the game screen. Playing music with your fingers 

touches the keyboard and sound. If the game players have done with the mouse, then 

the game is the absence of a function to simulate actual music. Maybe the players are 

not included in this one truly appreciate the joy of music to play music, which is why a 

lot of the music game is not configured to use the mouse to play.  
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Specif ic Content Of Challenge Two 

The Theme Is Easy To Accept – Analyse Which Interactive Method Make 
Users To Obtain Knowledge And Entertainment More Direct  

To level two, I hope to accomplish a set of comparative experiments by players 

to experience two distinct interactive modes. That is how the players can obtain more 

realistic and vivid learning experience through keyboard or wireless controller, which 

composed of a wired mouse.  

In this challenge, I use the same idea with the level one of the points to 

substantiate this argument. In this progress, I only change the playing method into the 

extra virtual device, which comprised of a mouse.  

In this comparative test, I will make a comparison diagram. It is about which kind 

of interactive approach is better for getting knowledge, through keyboard or wireless 

controller device by feedback of players. Specifically, good and bad experiences on the 

decision of more or less on users’ learning.  

Let us take Counter-Strike game as an example. There are two kinds of CS 

games that are the version of computer and the version of immortal. I have played both 

of them. The electronic version of the CS game is that a first-person shooter video 

game. Players pick up the roles of members of combating teams. Among the game, 

players often need to choose a team with other members, cover each other and help 

one member to defeat the opponents. Because the games on the computer are all 

automated versions, players will get field experience and pleasure through virtual 
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space. In this game, players will learn how to use guns, how to buy high-level weapons, 

how to form a team, how to work together with each other and so on. Players will also 

obtain  irritative experience that will not happened in ture life, such as facing violent and 

bloody fight scenes in the movies. In this process, players need to go to their wisdom to 

achieve victory in battle. This game also develops and exercise strategies and response 

capabilities of players. The reference images are showed in Figure 2-13 and 2-14.  

     
Figure 2-13                                          Figure 2-14 

 

After that, I would like to speak about the paintball that equals to the live CS 

game. Paintball is further referenced as survival and field game, which is an activity that 

collects a variety of people who like military and outdoors sports. Players in this game 

need to equip BB shells, eggs, or other types of laser guns to fight against the other 

part. Players also need to dress in various styles of uniforms, protective gear to protect 

themselves. Because the game will bring the experience of intimate entertaining and 

irritating, it is very popular. The principle of the game is that the heating of neutron bomb 

equals to launch of the laser, and the number of laser transmitter and receiver can be 
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stored in the module and LED display equipment. Digital of receiving presents to the 

number of being hit and the times of giving out displays the number of hitting someone 

else. Countless parents lead their children to take part in this kind of game. The reason 

is the paintball is widespreaded among all ages. Children can learn how to use firearms, 

how to cover themselves, how to protect others and how to use their wisdom to get the 

victory while immersing in entertainment. Young people can learn about the ability of 

team cooperation at very early ages by being involved in this game. The reference 

images are displayed in the Figure 2-15 and 2-16. 

  
Figure 2-15                                        Figure 2-16 

 

The game play and operation are quite different from each other because they 

are based on different versions. The former is a computer game, but the later one is the 

field experience game. True experience means learning, which means that authentic 

experience will bring more memory. Players learn how to use weapons and methods of 

combating, and they will obtain the entertainment in a real environment that cause the 

best means of learning. Presumably, if parents want to exercise their children’s ability to 
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respond, protect and cooperate, they have obligation to bring the child to experience the 

paintball. Moreover, computer games are also injurious to eye protection of young 

people.  

 

Experience Of Playing Between Two Interactive Methods Is The Main 
Task  

In this part, the main task is tantamount to compare two interactive methods in 

playing game, which will make a comparative diagram to show which one most players 

prefer: the keyboards or the wireless controllers. In other words, is simulated experience 

more admired or is more actual experience more respected. Built on the same game 

design, it should be called totally virtual experience by using the keyboard, and using 

the spare device should be named in genuine experience. The reason is that players 

need to rub two stones in reality. I will draw the analysis and conclusion between these 

two methods through the feedback from the experience of players.  

 

Interface And Background Music Design 

Interface Design 

Actually, there is no any difference in the aspect of interface design between 

these two challenges of the game. Therefore, I will not give more explanation about that 

in this part.  
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Background Music 

For challenge two, I still make the sound effects as the principal sound design 

that means I hope to simulate the sound produced to be more realistic when these two 

stones hitting, which to be able to bring more entertainment for players.  

I still use Adobe Audition to make sounds. The matching method with challenging 

one, I just want to add sound effects to the game and make some combination with a 

definite rhythm and changes in hearing.  

 

Experience Of Which One Is Better Between Two Interactive Methods Is A 
Crucial Part Of Game Play 

In this second pass, I will try to guide the players to understand which one is the 

better way to interact for them. It is the focus of the game challenge two. I might just 

have to look for critical feedback information as a basis to support my argument as long 

as players could participate in the game towards the way my guide to, which is also 

significant.  

 

Technique 

Technique achieving is the same with level one, which means I will still use 

Game Maker to accomplish it. However, the difference is that I changed the program of 

interactive method into the approach of using the spare device. To be frank, it is not 

hard to do so because I just need to change one line to activate this function.  
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The Result 

All the contents I discussed above are all related with level two, and I think this 

level should be seen as one of the most crucial points to support my second argument. 

The seriousness of experiments shows that this level not only makes players get lots of 

entertainments but also achieves the purpose of experience interactive methods 

through one game. All the feedbacks from players show that they gain more profound 

and accurate understanding of the principles. 

I already reached the ultimate goal of the design to make a comparison between 

keyboards and wireless controller and which one is more popular.  

 

The Conclusion That Why Relatively More Real Experience Is Better Than 
Experience In A Total Virtual Environment  

 I make the challenge two, which aims to assist my point of view as one of the 

arguments. That can be viewed as the aspect of a more bitter experience means more 

learning. Actual experience would get a better way than the total virtual experience. 

All the analysis, such as forms, diagrams and data from the feedbacks of pages, 

which will be concentrated on will be discussed and analyzed in the part of analysis and 

Q and A.  

 

Challenge three 

There are two besic types of games – single-player and mulitiplayer. In this 

challenge, I created one level that is multiplayer with two challenges. This challenge 
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game significantly supports my third argument. Each kind of game has its peculiar 

features, characteristics and player groups, which allows everyone to derive their own 

personal pleasure and entertainment.  

For this portion of my thesis, I look to understand which type of game most 

players prefer, single-player mode or multiplayer mode. In another words, which method 

would allow the player obtain more knowledge, entertainment and pleasure?  

In recent years, games are an important parts of most young people’s daily life. 

This is due to the fact that they find them not only entertaining, but also offer learning 

experiences, including how to socialize with others, how to cooperate with a team, how 

to share with friends, how to complete objects while working together, and more. Which 

games allow for proper acquisition of these abilities will be explored thoroghly in the 

next section.  

       

The Advantages And Disadvantages Of Single-player Games 

Advantages 

A single-player game is typically solitary. Players start and finish the game at any 

time dependent purely on their own discretion. If players select to stop playing, they 

simply save the game and quit. When playing on hand-held systems like a phone or 

ipad, single-player is often the best choice. These games can be played by individuals 

while on the road or any time they have a break as the player can start and stop again 

at their leisure. For example, with the game Angry Bird, the user has the ability to 

complete a quick level or two at any ime, espicially since the game is set up so that 

each level can be completed relatively quickly.  
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Furthermore, the win or loss in single-player games depends solely on players’ 

own abilities or performance. Players in this kind of game can make whatever decisions 

they desire; they don’t need to take notice of the opinions of other players. Therefore, 

each player has the opportunity to demonstrate their own great potential.  

In addition, these game are generally very small and simple. They are usually 

stalled in personal phones, ipads, computers and some handheld gaming systems 

easily and do not occupy much space. Players can go through simple set-up and install, 

which is a very useful aspect for some busy indivisuals who lack time necessary to 

invest in massive multiplayer game.  

 

Disadvantages  

The main disadvantage single-player games is they tend lack of team thinking. 

Team thinking is a critical ability for most people in their daily working lives. Countless 

times, it has been found that more than one mind working on something provides better 

results and the power of a group is more significant than a single indivisual. This 

highlights a large drawback of solo play, being that playing in a group can allow one 

memer’s mistakes to be overcome by follow teammates. There is support and 

comraderie that prevents silly mis-steps and allows for a greater chance of success 

than a solo-player has.  

The second shortcoming of single-player gamer is they have a smaller audience. 

The atmospheres of solo-game is for only one player so it is not a social environment 

that forces players to be interactive. There is no one there to help your challenges as 

there is only one active individual at all times. For instance, if you die in a compromising 

position, there will be no team membeers around to help and you will not survive.  
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The final weakness of single-player games is that the antagonist is always a 

computer. This demonsterate a lack of real feeling between actual people and 

environment. The rhythm is reality show with the comparison of multiplayer game. An 

acute resists being part of the very crucial points in any games for player to be 

interested, entertained, feel satisfied and feel stimulated. However, most solo games 

cannot provide these benefits.  

 

The Advantages And Disadvantages Of Multiplayer Games 

Advantages  

Multiplayer games usually allow players to compose their own team. This 

promotes cooperations and associations between team members. Each member has 

interative with other members since team support is integral to winning the game. These 

games will promote teamwork in order to achieve ultimate victory.  

Muliplayer games also help players enhance their capacity for social interaction. 

For example, World of Warcraft is a very popular massive multiplayer online game. 

there are many assignments and jobs to be found within the game, and offentimes, 

players have to communicate with one another in order to achieve a common goal or 

compete in a fair tight. The majority of assignments and objectives can not be 

accomplished by one individuals not unlike every day life.  

On top of all of this, multiplayer games offer the most exciting game experience 

for players. Players in this type of game will not fight with the computer but face live 

competitor, enhancing the challenges and making victory more exhilerating.  
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Disadvantages  

The large amount of time needed to play, multiplay game is a large disadvantage. 

Because there are more teammates, players cannot easily start and stop playing at any 

time as the team relies on each individual. Every member is crucial and if you quit the 

game in the middle of a quest, you will leave your teammates in a compromising 

situation, limiting their chances of success. This kind of game requires a player to put in 

extended hours depending on the times that their partners are aviailable for the game.  

On a related note this extended time needed for game play can negatively impact 

one’s everyday life, work and health. Image you indulged and spent most of your time 

on a game, you would lose focus needed for work and study. The temptation to 

abandon responsibility for play is at times a terrible influence for some. Not to mention 

prolonged hours of playing, can lead to various health problems such as eye pain, 

migraines, severe stress on joints, etc.  

 

Specif ic Content Of Challenge Three 

The Topic Examined Is Determing Which Type Of Game Would Result 
Player’s Obtaining More Knowledge, Entertainment And Pleasure – 

Single-player Or Multiplayer? 

Regarding this argument, I made a simple multiplayer game, which should be 

considered as one of the significant arguments in support of multiplayer over single-

player games – Human Evolution. In this challenge, I designed two characters who 

need to cooperate in order to complete the quest of defeatins monsters and hunting for 
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food to survive. One role is a girl whose responsibility is to defeat the bulky monsters, 

who appear from every direction. The other role is a boy whose responsibility is to hunt 

foods, which spawn randomly near the river. Two player must in the game together to 

survive. During game-play, the progress in hunting and picking up foods that have 

stores of energy needed to defeat monsters, which aids the girl character in 

completeing her task. In this game, the boy’s role is more crucial, as the girls’s is 

dependent on his execution. If the boy fails to hunt and gather the foods, there is less 

enegy for the girl to use. The game will be over when the health bar drops to zero.  

In this scenario, the two players have an obligation to collaborate intimately in 

order to deplete the blood bank to increase chance of winning the game. If the boy 

doesn’t get sufficient food for the girl, her character will need to be faster to avoid defeat.  

There are two interactive activities in this challenge. The boy has to use 

directional keys on the keyboard to hunt and gather, while the girls users the mouse to 

click the monsters and damage them. After several rounds, the players can change their 

role to experience the different, unique interactive approaches.  

 

Educating On How To Team-think Is The Main Task  

Players will learn to work together to collect necessary food supplies obtain 

enough energy to defeat the monsters. The most important thing is that players learn 

the concept of team thinking.  
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I believe we can all agree that in order to have a successful team. Everyone must 

think like a team, everyone in the group must think like a team. Even an average group 

of players can conquer an all-star team, if they help each other and communicate 

effectively. A professional game production team, Blizzard, demonstrates real world 

siginificant of teamwork skills. Each member is responsible for the duties associated 

with their position to ensure integrity and certaining of projects being produce on time. If 

one of the members doesn’t work well, other members will end up with the extra 

workload. The aim of my design in this challenge is it lets players understand the 

importance of teamwork. It is essential to make every team a successful combination if 

one wants to achieve victory.  

 

Interface And Background Music Design 

Interface Design 

GUI elements are meaningful for composing the entire game in a design style. 

The interface design style in the initial challenge, which continues throughout.  

In this challenge, I made two characters, an ancient boy and an ancient girl. The 

boy is charged with hunting and picking up food to store energy and the girl is 

responsible for defeating the monsters to save their tribe. These two characters are 

prehistoric people so they have some features of ancient people, such as very simple 

clothes, no shoes and holding rough tools, etc. The reference images are displayed 

below Figure 2-17 and 2-18. 
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Figure 2-17            Figure 2-18 

 

The river in this interface can be treated as the dividing line between the two 

elements of the game. On the left side of the river, the boy is responsible for collecting 

energy for their tribe by hunting foods. On the right side of the river, the girl is 

responsible for defeating the monsters and protecting their home. The reference image 

is showed below Figure 2-19.  

    
Figure 2-19 

 

On the right side of the river, I designed a tribe with multiple singular features of 

houses. When the game starts, monsters will gather on all sides and converge toward 

the middle of the game to attack the tribe. There is only one kind of monster, a giant 
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blue-green monster. With lots of food – tomatoes mushrooms, and vegetables – for the 

boy to collect. These items will spawn randomly and disappear after three seconds. The 

reference images are displayed in Figure 2-20 and 2-21.  

                        
     Figure 2-20        Figure 2-21 

 

I designed two health bars on the top of this interface, which were utilized to 

display the game development and helpful hints for the two players to understand how 

to control the game. The reference image is shown in Figure 22-2.  

 
Figure 2-22 

 

Background Music  

I added an integral background music and approproate sound effect for this 

challenge. I put in sounds effect for the sound of movements from monsters and sounds 

of picking up plants. I do not like to add more sound effects that confuse the normal 

state of game play.  
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For making sounds, I used Adobe Audition. For the sounds effects, I found free 

sound materials on websites, then edited by Audition.  

 

Experience Of Feeling Of Two Players Sit Together To Play One Game 
Challenge Is A Crucial Part Of Game Play 

I did not want to continually tell the story of human’s life in ancient times at the 

start of the game, so I just created the main interface as the game page to allow the 

players to begin play directly.  

To offer equal access for each other, the interactive method I designed in this 

challenge is based on the use of the mouse or keyboard for each member. Specifically, 

players who play as the boy need to use the directional keys on keyboard to control 

their character to collect foods. The other player who plays as the girl needs to move 

the mouse up and down to click on the monsters to attack and protect the tribe. The 

girl’s portrait appears on the mouse pointer when the mouse hits any monster and is 

ready for attack.  

For each round of the game, players can decide to change their roles to play 

again for experience different interactive methods and diverse entertainments. When 

the health bar on the above of the tribe becomes zero, it represents the tribe has been 

captured and the game is over. The reference image is showed in Figure 2-23.  
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Figure 2-23 

 

Technique 

I have been using Game Maker to create this challenge. It is somewhat 

complicated to record the programming for it because I had to allocate different 

functions to the two parts. When I edit the codes, I used two totally different thinking 

methods to achieve separate interactive experience. The movement of objects, the 

random numbers spawning of plants, the directions of the monsters’ movements, the 

reactions of the progress bar and the calculations of frequency and impacts on the 

game progress are all necessary elements accomplished with code. The screen shots 

are showed in Figure 2-24 and 2-25.  
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Figure 2-24                           Figure 2-25 

 

The Result 

The contents discussed above are all related to challenge three in order to 

support my argument. According to player feedback collected, the design of this 

challenge allows players to be entertained by the same game, ans also to obtain 

different interactive experiences. This is relevant in determing whether single-player or 

multilayer games are more effective. All of the data collected from players shows that 

they gained a more profound and accurate understanding of the principles of being on a 

team.  

 

The Conclusion For Why Multiplayer Games Bring More Benefits Than 
Single-player Games  

I created the challenge three to assist my point of view that multiplayer games 

are more benefiical than solo player.  

Pleasures and excitements of multiplayer games could be achieved more than in 

single-player games. At the same time, players experience more benefits from 
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multiplayer games, which should be considered a noteworthy point if you live in modern-

day society.  

All the analysis, such as forms, diagrams and data from the feedbacks of pages, 

which will be concentrated to discuss and analyze in the part of analysis and Q and A.  
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CHAPTER 3 

 

Analysis 

In my lieu of thesis, I want to do the research and explore three arguments that 

are which one makes users to obtain more memories of knowledge between reading 

books and playing games, which interactive method is players’ favorite between 

keyboard of traditional interaction and wireless controller of new generational 

interaction, and which kind of game makes players to get more entertainments and 

improve their capabilities between single-player game and multiplayer game.  

For each argument, I designed a contrast video game experiment to verify each 

argument and processed the game as one of the important supporting points. Besides 

that, the contrast experiment, detail, experimental result and related analysis will be 

addressed within this section as well.  

 
1． To verify the argument one, I ask 12 friends to adopt the experiment and the 

detailed experimental process is displayed and analysis as follows. I propose separating 

the 12 friends into two groups randomly and each group has 6 friends.  

A. I ask the group 1 to read the book and group 2 to play the game, which is built 

on obtaining the same knowledge, then, respond to the question I proposed. The 

questions and the consequence are showed as follows. 

 
Table 3-1 

Question Group1 Group2 
1. Why ancient people live in a tough 

life? 
3 5 

2. Why is human need fire? 3 4 
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3. What is a work to get fire from a 
stone? 

4 6 

4. Why we need wood to get a fire? 5 0 
5. What’s the phenomenon would be 

happened at the beginning of rubbing 
the stone? 

4 6 

6. What’s the color of spark? 3 6 
7. When can we turn the spark into a 

fire? 
3 6 

8. What is the shape and color of fire 
after we get fire? 

2 6 

 

As noted in Table 3-1, players could get more information from an educational 

video game, because the results from group 2 are larger than it's from group 1 for most 

situations and the value is how many testers could answer the question correctly. The 

reason why the result of question 4 is different from others is that this question is not 

considered as in the video game. 

 

B. I ask them to switch their roles to do something unusual that is making group 2 

to read the book and group 1 to play the game.                  
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                                                               Figure 3-1 

 

Table 3-2 
Preference Count 

0.2-0.3 2 

0.4-0.5 2 
0.6-0.8 6 
0.9-1.0 3 

 
 

After this process, we do a survey to ask them which method they prefer to get 

information between reading books and play, if the information from the book is 

designed well in video games. And the result is posted on Figure 3-1, where the y axis 

is the preference for video game, and the range of it is from 0 to 1. The preference for 

reading books is one minus the preference for video game. As observed from the above 

figure, most testers like video game more.  

Also, we can count the median value, which the result is showed in the Table 3-2 

above. We have 9 testers who stay at the value from 0.6 to 1.0 that are the very high 
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positions on the diagram. It is very clear to show that most of testers like obtaining 

knowledge through playing video games.  

Through calculating the standard deviation, we get the number of it is 0.2316, 

which is showed that the data of preference is spread out so much because the aim of 

calculating the deviaion means to see how the data far from the normal.  

 
C. In this part, I will do some analysis of properties of the game. 

 

Figure 3-2 

 
We record how much time users need to get fire, as displayed in Figure 3-2. As 

indicated in the above figure, the average time to get the fire is 17 seconds. 

 
 
2. To prove the argument two, I still ask 11 friends to take the experiment and the 

thorough experimental process is displayed and analysis as follows. I want all the 

friends as one group to participate into the game.  
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Figure 3-3 

 
Table 3-3 

Preference Count 

0.2-0.3 0 
0.4-0.5 2 
0.6-0.8 2 
0.9-1.0 7 

 
 

A. Preference for interactive methods. In this experiment, I do a survey on all 

testers about which interactive methods they prefer to play between a keyboard and a 

wireless controller. The experimental result shows that most testers prefer the new 

interactive method, wireless controller, as showed in Figure 3-3.  

As the same situation above, we can count the median value, which the result is 

showed in the Table 3-3 above. We have 7 testers who stay at the value from 0.9 to 1.0 

on the diagram. We can clearly see that more than half of the testers who prefer to 
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choose new interactive system to play video game. People like to rub the wireless 

controller more.  

Through calculating the standard deviation, we get the number of it is 0.22074, 

which is showed that the data of preference is very spread out.  

 
B. Analysis on video game using the wireless controller. 

1) The first property of video game to be analyzed is still how much time the 

testers need to go on fire. As displayed in Figure 3-4, the average time for this game is 

24.5 seconds to get fire. The average time is much longer than it in the original video 

game, because I employed wireless controller here, which is not so stable as the 

keyboard. 

 
 

Figure 3-4 

We also can see that here are two images at following that talks about the 

comparison of time to get fire of using keyboard and wireless controller. It is very clear 

show the result that is mentioned above.  
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2) After the time is analyzed, I tested the probability of success of a wireless 

controller, because the wire is not so durable, so I have to test the system stability, 

which is very important for video game system. As observed in Figure 3-5, the 

probability of success of the wireless controller is 0.79. Although the system does not be 

too durable as 100%, it brings more interest into this game, because we cannot get 

success every time in real life. 
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Figure 3-5 

 
3. To demonstrate the argument three, there still need 12 friends to play the 

game and give out all the feedback, which should be seen as points to reach the result. 

I need every friend to experience the challenge three based on playing the first two 

games. Similarly, the thorough experimental process is showed and analysis as follows.  

 

A. Preference for multiplayer video game.  

In this part, we always want to explore which video game mode is more popular 

for users between single player mode and multiplayer mode. I asked 12 testers which 

one they want to play between my first game and my third video game, belonging to 

single player mode and multiplayer mode, respectively. The experimental result is 

posted on Figure 3-6, that most testers prefer to play my third video game, which is the 

multiplayer mode. Despite the fact that the two games are different video background, 

they could give some inside hints on which mode is more popular. 
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Figure 3-6 

 
Table 3-4 

Preference Count 
0.2-0.3 3 

0.4-0.5 1 
0.6-0.8 6 
0.9-1.0 2 

 

Through calculating the valus of the preference, it shows that we have 8 testers 

who stay at the position of 0.6-10. The preference result is displayed on the Table 3-4 

very clear that is players prefer to choose multiplayer game to play.  

Through calculating the standard deviation, we get the number of it is 0.27579, 

which is showed that the data of preference is very spread out.  

 
 

B. I analyzed my third video game here and the meticulous analysis is outlined 

below.  

1). The probability of success.  
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In this game, we divide my 12 friends into 6 groups and each group consists of 

two testers. Each group played my third video game once and the result was accounted 

for. There are just two groups who succeeded in the test, and the probability of success 

is 33%. As showed in Figure 3-7.  

 
                                                             Figure 3-7 

 
 

2). The cause of failure. 

After the probability of success is calculated, I want to find the reason why four 

groups failed in this video game. Because this game needs two players, one for hunting 

food, one for tribe protection, if one group failed in this game, there should be one 

player failed first. As obtained in Figure 3-8, the main cause failure is from tribe 

protection. Maybe we need in order to adjust the gain parameters of tribe protection to 

make it a balanced video game.  
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                                                              Figure 3-8 
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CHAPTER 4 

 
Conclusion  

With the development of video games, educational video games become one 

very important member of the video games family. The distinctive characteristics of 

educational video games catch the attention of educators, such as visual skills, 

language skills, mathematics skills, social skills. In this paper, we did a survey on the 

existing works on the difference between educational video games and traditional 

educational methods. Take into account this survey, we proposed three questions 

related to educational video games.  

The questions are discussed here, which one could make users remember more 

information between traditional educational methods and educational video games, 

which one is more popular between traditional interaction and new generational 

interaction, which game mode is much better for educational video games between 

single player mode and multiplayer mode.  For each question, we designed a contrast 

experiment, for which we designed a video game related. Then we ask 12 friends to do 

the experiment, and the experimental result is collected and analyzed. Besides the 

experimental result, we also gave detailed video game properties for each educational 

video game designed by myself.  

Based on our three contrast experiments, we get the conclusion that if the 

educational video games are designed well, it could convey more information to users 

than traditional educational methods, and users like new generational interaction 

methods and multiplayer mode than traditional interaction methods and single player 

mode, respectively.  
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Appendix A 

 
This was the text that the subjects of the experiment for argument one read. It 

was compared to the game as a learning tool. See page 72 for details. This was taken 

from the website “Two Stones Fire Starting”, URL: 

http://wildwoodsurvival.com/survival/fire/twostones/abbww/index.html 

 

Two Stone Fire Starting 

By Allan "Bow" Beauchamp 

This article has been written with the intent of allowing the reader to have the 

best information to successfully develop the art of starting a fire in the wilderness. This 

is a skill which can be learned once the individual understands what is needed to 

accomplish this task. 

I have currently used twelve combinations of starting fires. I will explain three of 

the combinations in this article. 

I remembered a time when I felt that starting a fire by friction was the greatest gift 

to man from the creator. I had done many fires with friction, and did not wish to get too 

complacent, as many do, once they have a primitive skill that seems to make many sit 

up and notice. 

My preference is to learn the first exercise; then move on. I have found by doing 

this, each lesson learned has something to offer to the next. 

This was the case with this fire starting lesson. The answer I sought did not come 

from the stones for fire starting, but rather, another idea I was working on at the time. At 
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that time, it seemed a very unimportant skill. Now I know without it, I would not have 

found the answer about what I had been seeking for from the stone fire starting method. 

I had tried for many years to make the "two stone" fire method work, but it had 

always failed! I could never seem to sort out the actual technique that was needed. Any 

time I had heard of someone actually seeing this method work, I would ask them what 

they had seen. But, it always seemed that some other variable was involved with this 

fire starting method. 

No one I had heard of knew of using just two stones and natural uncharred tinder. 

Anyone I had spoken to, who seemed to know of this skill, had always mentioned some 

kinds of stones, but when I tried these combinations it never seemed to happen the way 

I had expected. 

Some of the ideas that people had mentioned to me in passing (looking back at it 

now) were really short on the real skills to develop this system. Not one person, that 

seemed to have an idea about it, ever showed this to me. It always seemed to be, "use 

two pieces of pyrite and birch tinder and strike the stones together. Then you will have 

fire!" Boy! That sounded easy. I can assure you, this was not the case. Starting a fire 

with stones takes much more understanding than by just striking two stones together. 

It was like the time someone had told me about starting a fire with two sticks. 

"You just rub them together!" After learning the fire by friction methods, I now know that 

person was "short" on skills, also. 

But, I always give credit where credit is due. If these people had been right, I 

might not have tried so hard to develop these methods! 
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Photo 1 will show that when I decided to figure this "two stone" fire method out, I 

tried to find as many different types of stones from around the area that I could. I 

remember going to great lengths to find what I thought would be just the right ones. 

Thinking, perhaps, it was a specific type, I would find another piece identical to it. Even 

though the shading would be different, I would collect it anyway and try it. I tried all sorts 

of stones; I'd look for a piece buried in the ground thinking that perhaps it was a better 

sample than the piece I had collected on the surface. Then I expanded on the idea that 

each location offered different characteristics. I remember thinking that perhaps the 

weather had a profound effect on the texture or even the hardness of the stones. I tried 

taking into account just about every factor I could think of. 

After trying many variations, samples and combinations, I actually started to 

believe that it couldn't actually be done. I had, from time to time, gotten lots of "flash," 

but nothing of a really hot spark. Figuring my skills were hopeless in finding an answer, I 

had moved on to other projects for a while. 

Then one afternoon while sitting in the bush, I was working on something totally 

unimportant, (I thought so anyway). I had put together something that made me stop 

and think. I remembered some of the problems I had in trying to develop my "two stone" 

fire starter. My stones would always flash, but with no real spark, and the dirt that 

accumulated on the tinder was so heavy that the tinder would not accept a spark, let 

alone allow it to turn into a coal. 

Hopefully, with this new idea, I now had a new avenue to explore, and it would 

solve my problem. In Photo 2 we see another pile of stones that I had collected from 

anyone I could find who had different stones than I had originally found in my travels. I 
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was thinking I could put it all together with these combinations of stones. My next 

challenge was that I needed the right tinder to catch a small spark. I had. been doing 

some experiments with tinders for a long time. My preference is to use my knife as a fire 

starting tool. But if this was going to work, I needed the absolutely best tinder I could 

find. Photo 3 shows the tinder from a birch tree. I had done some experiments with birch 

tinder over the years, and had concluded that this particular type of tinder will depend 

on where and when you harvest it. What I needed was tender with the best possible 

characteristics if the "two stone" technique was going to work. 

 Photo 4 shows a close up of a fungus found on the birch tree. In the photo we 

see the exterior side of this fungus. Photo 5 shows the interior side of the same fungus 

(note the interior colors). In Photo 6, we can see that, with any spark at all, this 

particular fungus is a great fire tinder. Photo 7 shows what it would look like if it was left 

to glow for awhile (30 minutes). It is still a good sustaining tinder bundle. 

So, with a couple of years of experimenting with tinders and techniques, and then 

finding the right place and time to harvest tinder fungus, I felt that now my "two stone" 

method might work. It was time to put all of my components together and make this 

method work. 

The handstone I had found that had worked the best for me initially was a stone 

named pentlandite from the pyrite family. Photo 8 shows this stone. The second stone I 

had used in combination with the handstone - "the striker" - is identified as quartz rock. 

Photo 9 shows the "striker" (quartz) and "handstone" (pentlandite) together. 

 Understanding the many mistakes I had made and learned from in the past and 

using these new techniques, I now believed it would work. So, I tried it. To my 
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amazement, it worked! It had almost seemed too easy. Then, I tried it again. The same 

results happened. Why was it so hard for me to accomplish this before? I was excited, 

and kept trying it again and again. Each time was a great success, It worked every time 

and it seemed that I could do no wrong. Let me tell you, that the first fire I started with 

two stones was very humbling. I realized at that moment how little I actually knew about 

fire starting. I kept trying it, over and over, for fear of forgetting it. I called a close friend 

of mine to come and see this new skill of starting a fire with two stones. Just before he 

got there, I tried it again, but it would not work. Nothing I did would give any results. I 

was persistent. I tried so many times I wore through the stone before I gave up. The two 

pieces of stone in my hand broke from being hit so hard. I began to believe that I would 

be the only one to have seen this skill work. That put me back to the drawing board. I 

had made it work at first, but now I could not! Why? That question kept me up for many 

nights. 

Photo 10 shows my first results. When I struck the stones together initially, I had 

gotten flash, but no sustainable spark. The photo shows that with this particular 

handstone, I had made a groove that would allow the striker section, when hit, to focus 

its intensity in one specific area all the time. The potential spark was also sheltered from 

the wind, thus allowing it time to develop before it actually got hit by the elements - a 

major advantage. Then the spark, (from being directed down the channel within the 

grove of the handstone) could be steered directly to my waiting tinder. This would 

produce the best results. 

 It had indeed worked initially, but why had it stopped working? I focused on all of 

the mistakes I had made in the past and thought about what had worked and what had 



 

 77 

not. Then, I realized the answer! In photo 11, the depth of the grove in the handstone 

had been dug deeper, and by doing so, had been made to focus more of the spark in 

one specific place. The smaller angled, but more defined channel, seemed to give me 

the best results. I found that this method took less effort to get a spark without striking 

the stone as many times. It allowed for more life of the handstone as well as longevity of 

the striker. Also, with less impact on the stones, there is less debris being transferred to 

my tinder. Remember, this was a major concern in the past, as my tinder was so dirty 

that even a match would hardly light it. With making these changes to my handstone, I 

now had a cleaner surface area to accept the sparks, and by having the deeper channel, 

it directed more of the sparks to the waiting tinder. 

The deeper channel had an advantage. It allowed for more wind protection after 

striking the stones, thus sheltering the spark, giving the maximum opportunity for the 

spark to get hotter. Photo 12 shows the striker, a crafted piece of quartz, I had used to 

do these tests. The fashioning of it has a lot to do with the longevity of the striker and 

the amount of times you had to have to use it in mak-ing a fire, before you must recraft 

another striker. Photo 13 shows an-other striker I have had success with. This is a piece 

of iron rock. Photo 14 shows the last striker we will discuss for this article. It is a piece of 

granite rock. Both of these rocks are found in this area, too.  

If you look closely at the three strikers, you will see a common design. The tips of 

the strikers are crafted the same. I have found, through trial and error, that this crafted 

design was one that offered the best characteristics (not only for longevity before 

recrafting, but for focusing the striker and handstone sparking together). This allowed 

for the best possible sparks. Photo 15 shows the final products of the handstone, the 
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tinder, and the striker for the first of these combinations. Photo 16 shows the final 

product of the second handstone striker combination with tinder. Lastly, Photo 17 shows 

the third handstone, tinder, and striker combination. If you view these photos, the same 

handstone is used, but the strikers are different. There is a reason for this. These three 

work so well together, because the strikers are harder than this handstone. 

Now we can understand the reasons why I had never gotten any sparks before 

with the earlier tests I had tried. My idea of striking two of the same stones together was 

not practical. True, I had gotten a "flash," but nothing that would be hot enough to make 

a spark. By using a striker that is a greater hardness than the handstone, the 

percussion of the two stones impacting together will send a spark from the stones to the 

tinder. The makeup within the quartz (striker) has a characteristic that pulls everything 

together. The content within this particular handstone that allows this to happen, (if all 

the variables are considered and are just right) is "sulfur."  

When you use the quartz (striker), and hit the piece of pentlandite (hand-stone), 

a spark is produced. The quartz is harder than the pentlandite. Our grove must be deep 

enough to allow the spark we have made to be sheltered from the elements, giving it 

maximum opportunity to survive. That is why this spark, (if sheltered from the elements), 

stays hot enough to make it to the tinder. Then the tinder will do the rest. Photo 18 

shows my success with the "two stone" strikers! In photo 19, I have used the quartz 

(striker) with the pentlandite (handstone) with my finest tinder, and I have indeed, gotten 

the spark to stay on the tinder. Photo 20 shows that I am letting the coal grow, and 

using my hand as a fan as opposed to my breath. The moisture from your breath, would 

work against you at this point. Photo 21 shows I am using my trusty knife to transfer the 
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coal to the waiting tinder. This coal as you can see is growing nicely. Photo 22 (left) 

shows that I have placed this coal into my tinder bowl; then, I have placed it in dried 

swamp leaves (cattail leaves). This photo also shows that the coal is still active and 

spreading well. Photos 23 (left) and 24 (below) show the complete system I have used. I 

have displayed that with a little patience and perseverance, you can have the same 

results I have achieved. 

 Photo 24 (left)You have been shown three combinations for starting a fire with 

two stones and natural uncharred tinder. With this knowledge and using other 

combinations, you can develop a system of your own. I have since moved on with my 

little journey to understand primitive fire starting methods. If we take the time to stop and 

listen, we will find the keys to unlock Mother Earth's secrets. I am truly amazed at 

natures bounty.  

I hope I have answered some of your questions to more primitive fire starting. I 

have tried to keep this article as informative and factual as I could, focusing on the 

insights you can get to develop your own system. After you learn this skill, we can 

expand on it more. If I gave the readers all of the answers, it would not allow them to 

have any excitement from their own findings. 
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