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PROJECT
OVERVIEW




Research question and project title

Project Title: The creation and implementation of visual filters in
Virtual Reality Games and how it affects a player’s immersion.

Research Question: How is the immersion of a player’s VR experience
affected by varied visual filters that distort perspective?



Planned deliverables

Deliverables at end of project:
= Creation of a VR-Game (approx. 30 Minutes long)

= Publish a separate collection of visual filters to use in other
projects

= Research Thesis



PROJECT WORK

(OCTOBER-DECEMBER)




Research work

Papers linked to VA and Immersion in
digital media as well as psychological

aspects: No. Link:

Gaming in Virtual Reality: What Changes in Terms of Usability, Emotional Response and
/1046878119831420 Sense of Presence Compared to Non-Immersive Video Games?

50.12471 Video games, frustration, violence, and virtual reality: Two studies
1/10.1145/256734.256744
/j.jbusres.2018.10.06

ecns.2019.09.006
eeexplore.ieee.org/abstract/document/4267241
ournals.sagepub.com/doi/abs/10.1177/1541931213602001

< > Websitelinks ~ Videolinks ~ AcademicPapers  |nspiringMedia  Unsorted aF

Articles that are used for research and creation of
deliverables are sorted into these categories:

- Website Links

- Video Links

- Academic Papers
- Literature

- Inspiring Media
- Unsorted



Research work: Academic Papers

A couple quotes for a research paper surrounding the use of Virtual
Reality in Gaming:

- "the results have shown that playing in virtual reality is able to elicit
more intense positive emotions compared to a video game experienced
on a desktop display” [1]

- “the analyses of the subscales of the GEQ sensory and imaginative
immersion as well as flow showed statistically higher values after the

video game experience in virtual reality compared to that on the
desktop display” [1]



Research work: Academic Papers

A quote from a research paper surrounding the effects of ‘horror’-
related experiences in relation to Gerstalt Psychology (Immersion):

- “paranormal-related activities and experiences help to redefine
‘Immersive’ in terms of psychological absorption, or the “disposition
for having episodes of ‘total’ attention that fully engage one’s
representational (i.e., perceptual, enactive, imaginative, and
ideational) resources” [2]



[3]

Points outlined to strategize

a virtual reality user

experience [4]:

1) Write a short narrative

2) Form persona and
motives

3) Research and pick your
tools

4) Choose an interaction
model

5) Sketch and storyboard

6) Apply sound, Cues, Inputs
and Add-ons

Research work

[5]
The VR Book

Human-Centered Design
for Virtual Reality

>
.

Summary of literature:

“Whereas limitations of
technology can cause bad VR
execution, problems are
oftentimes caused by a lack
of understanding human
perception, interaction,
design principles, and real
users” [6]

[7]

Making Degp Games

Designing Games wilh
Meaning and Purpose

Doris C. Rusch  #==

Summary of literature:

“how to make games that
tackle the whole bandwidth
of the human experience;
games that teach us
something about ourselves,
enable thought-provoking,
emotionally rich experiences
and promote personal and
social change” [8]



Research work

-

Gathering opinions on gaming and virtual 2
reality.
B I U & ¥

This is a quick form gathering opinions on Video Game interest as well as interest in Virtual Reality for a final
year major project.

As a background to this survey, | am Gillean Yves Jofre, a BA Games Design Year 3 Student currently working
on a proposed Virtual Reality Game that will be testing on the use of different visual effects and filters to create
a more immersive and unigue gaming experience.

What is your student number? *

Short-answer text

What course and year are you currently studying in? *

Short-answer text

A questionnaire was handed out to Year 1 and 2
BA Games Design students to fill out.

The questionnaire aimed to gather the following
information for participants:

- General interest in Virtual-Reality Gaming as a
whole

- What genres of video games are participants
interested in?

- What do participants find to be good points as
well as bad points of Virtual-Reality Gaming?

- Interest in participating in future test for my
project.



Research work

Would you consider yourself as someone who plays Video Games often? (At least once a week, on
any gaming platform; Console, PG and other digital gaming media)
8 responses

@ ves
@ Yes, but not as often as once a week,

@ No

Have you played video games on Virtual Reality Platforms before? (This includes Meta Quest, Pico
VR, Steam VR, PSVR 1/2 as well as any standalone VR experience)
8 responses

@ Yes
®ono

If not, do you have an interest in trying virtual reality games?
3 responses

These are charts gathered from questions of the
questionnaire:

Other open-ended questions were also used in the
questionnaire.

Some of the common points gathered form the
questionnaire are:

- Immersion and interactivity are the main
attractors amongst the participants, and they
would like more of it in VR experiences (50%)

- Horror and horror related sub genres are also
wanted in a VR experience (33%)



VR Game Ideation

e Immetsion not found MAINAIM  Complete all of the tapes to be presented with a namative ending.

D An office worker mustwork theirway through a series of Virtual Realities while uncover- MAIN MECH TO ACHIEVE AIM

ingwhya series of strange events are happening. Complete a series of puzzles and events while managing statistic.
THEME GENRE ENABLERS BLOCKERS
Mystery, surreal Horror, Immersive Sim. ||acTve  Completing puzzles within tapes to move ACTNVE 1 ostile entities and fatal events are present
onto the next one in the game. in each section.
KEY PILLARS
ill give bi i ing inter- PASSIVE

Immersed in surreal PASSIVE NI-’Csr will give bits of advice during inter Following the idea of being an office work-
. Sensation of paranoia Curious missions on how to complete puzzles. Users . )

environments. et limentarytasks & er, failing to complete quota will cause you
can complete complimentary tasks to pro- 10 b fired.
gress as well.

VISUALSTYLE CORELOOP WIN CONDITION(S) O t k f
Depending on the visual filter it can be: Retro, Surre- Quota has been met and all tapes were n e p a g e r a e n r 0 m
al, Hyper-Pop or Realistic Players will go through a ‘tape’ (one section of game), and completed successfully -

, A
then have a period before the next section where they can G OS S I a n B I u rs [ 9 ]
work around an environment and interact with NPCs to pro- LOSECONDITION(S)

MUSIC & SOUND STYLE ress

gress. Quota was not met and/or player
Sound should match environment’s feeling and look, ranging from failed tapes in X’ amount of times.
atmospheric to surreal and mysterious.

FEATURES
STORY . Players will be able to experience several different visual and art style in game.
An office worker is hired at a firm which collects and categorises . Players will be able to interact with numerous assets, in and out of puzzle based gameplay.

the di f clients.
& dreams of clients . NPCs will interact with users during i issions bety tions of g [

These are stored in tapes, which require the user to use a massive

. A ibility of th dif lanned.
headset to view them and experience them as their own dream. possibility of three endings are planne

This office worker soon realises that the tapes he receives are get-
ting increasingly corrupted and events from the tapes start to bleed
over into his office space; affect him and his co-workers alike.

AUDIENCE PLATFORM TEAM PERSONAL DEV GOAL
18to 35 years old, interested
in horror and retro video games PC SteamVR, Meta Quest




VR Game Ideation
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out ideas for

= Main room (hub)
and its
functionality

= How the user will
interact with
menus while
being immersed

= An example of a
puzzle

= The main
gameplay loop



PLANNED WORK

(JANUARY - HAND IN)




Planned Research Work

Research (Part 1)

= Continue to distribute
first questionnaire to
gather more data

= Begin outlining data
into either Thesis and
or Development.

= Continue researching
into Virtual Reality,
Immersion in gaming
and the psychology of
iIimmersion.

Research (Part 2)

= Create testable
prototype with a
handful of features and
visual filters

= Test prototype with
participants to gather
data

= Research Unreal Engine
Virtual Reality
Development

Research (Part 3)
Categorise previously
gather data
Create final version of
game and test with
participants
Categorise data against
and for research
question.



January

February

March

April

Prototyping/Research Stage

Creating GDD (Draft 10 Pager)

Creating Sketches for assets

Week 3

Week 4

Week 1

Week 2

Week 3

Week 4

Week 1

Week 2

Week 3

Weekd

Week 1

Week 2

Week 3

Week 4

Creating Sketches for environments

Creating gameplay mechanics (Paper-Based)

Creating Blockout with basic functionality (Unreal)

Creating Prototype Visual Filters

Creating Prototype Assets

Creating Prototype Test Project (Single Room)

Testing Project with external participants (with feedback)

Researching available papers on immersion, virtual reality and psychology of Immersion

Researching development of VR games in Unreal Engine

Full Game Development Stage

Designing finalised assets

Designing finalised evironment

Designing final visual filters

Finalising gameplay mechanics

Creation of final game project (Unreal)

Testing on dual system with external participants (with feedback)

Finetuning gameplay, filters and assets for use in final project

Optimising Game File

Bug testing of project

Compiling of project for use

Creating a guide on VR Visual Filters with Test File

Incomplete

I Completed Timelinel




CONCLUSION




Discussed today:

= The main idea of the project and proposed VR Game

= The questionnaire and research in immersion and Virtual Reality
Games that has been conducted

= The one pager for the proposed VR Game as well as early concept
sketches

= Future plans with a Gantt Chart outlining the timeframe for each part
of the project in the coming months until completion.



THANK YOU FOR
YOUR TIME
ANY QUESTIONS?
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