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Initially released in August 2018, Two Point Hospital is a single player business simulation game developed by Two Point Studios and published by SEGA. The concept of Two Point Hospital centres around designing and managing your own hospitals, with the aim of building its reputation by successfully curing patients and gaining profits to upgrade the hospital and its staff. A synopsis of the game can be found on Steam, of which states, ‘Design stunning hospitals, cure peculiar illnesses and manage troublesome staff as you spread your budding healthcare organisation across Two Point County’ [1].
At its core, Two Point Hospital is a simulation game. The game loosely mimics the structure of a hospital environment, utilising humorous and exaggerated scenarios to promote entertainment value. Alongside this, Two Point Hospital can be described as a strategy game, featuring elements such as decision making, managing hospital logistics (e.g., staff, patients, needs/happiness levels, environment), and sufficiently managing funds to avoid bankruptcy.
[image: Two Point Campus Leaks Ahead of Announcement | Gaming Instincts]Due to the building elements within Two Point Hospital, there is naturally a large focus on the visual style of the game. Much of the art consists of a distinct yet simplified visual style, likened to Claymation models. By developing such a charming and unique style, this promotes the visuals to be instantly recognisable to its brand. Mark Smart, the lead artist of Two Point Hospital, sums up the intent behind the art style in an interview, also highlighting why this visual style is important in terms of gameplay, of which he says the following:
It's supposed to be very clean and simplistic, very easy to look at. We made everything sort of slightly chunky, and a lot more rounded and soft so that [players] could pick out what the action was. So [they] can actually focus and not be distracted by a lot of noise. When you’re above the action there’s no real dirt or noisiness; it’s just a real clean sort of style [2].
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Description automatically generated]Although Two Point Hospital consists of multiple ongoing objectives, the games fundamental principal intention is to create and maintain a profitable hospital. As a whole, the game’s structure can be broken down into the key components that define its gameplay. Regarding levels, Two Point Hospital provides opportunities of levelling through unlocking new hospitals for the player to manage. This is achieved by gaining stars, representing the growth of your current hospital’s reputation. Due to the nature of the game, a ‘classic’ life system is not implemented. However, if the player goes bankrupt, the game will end and offer to reload a previous save or restart. As much of the management gameplay presents as repetitious, the game will regularly offer the player optional time-based challenges, resulting in rewards on completion. Alongside this, ‘Organisational Challenges’ are an optional feature, allowing players to compete through a range of timed challenges.
Aside from optional challenges, Two Point Hospital’s strategic element stems through its management. With each level, follows increased difficulty and more demanding scenarios. From this, the challenge provided becomes the increasing demand and overwhelm placed on the player, of which the need to strategise becomes more prominent. By constructing the challenge in this way, the game allows the player to gradually learn the fundamental game mechanics, equipping them with the knowledge necessary to progress into further challenging scenarios at a suitable pace. This structure is also what enhances the gameplay between levels, as the core objective of each level remains the same: design and maintain your hospital.
A general rule within game design is what is known as ‘cognitive flow’. The flow is achieved by balancing skill and difficulty within a game, promoting prolonged engagement and enjoyment from the player. In 1970, flow was evaluated by a psychologist named Mihaly Csikszentmihalyi, of which they outlined four characteristics that elevate the state of cognitive flow. These are as follows: concrete goals with manageable rules, goals that fit the individual’s capabilities, clear and timely feedback between action and reward, and eliminate distractions [3]. By analysing Two Point Hospital against these characteristics, this can verify whether the game promotes sufficient game flow to the audience.
[image: A screenshot of a video game

Description automatically generated]Regarding concrete goals, Two Point Hospital is a combination of smaller goals and tasks, of which contributes to achieving the base objective of maintaining a successful hospital. Although there are many goals to keep track of, from the repetitive gameplay, alongside well aided tutorials, the player can quickly become familiarised with the steps needed to achieve the games concrete goal. From playing the game, each objective felt clear, attributed to well-paced and understandable tutorials, a direct and simplistic UI layout, and regular communication to the player relaying updates on the hospital. Two Point Hospital has a well-balanced system to ensure player capability. To put it simply, the games difficulty grows with the players capability, ensuring the players engagement through guaranteeing achievable challenges. This is supported by game designer Chris Crawford, who states that “there are a myriad ways to play a game, but a good design ensures that only the challenging ways are possible” [4].
As previously stated, Two Point Hospital retains a good communication towards the audience, most often accessible through an inbox. This feeds the player updates on their hospital, notifies if anything needs attending to, and declares any achievements or rewards attained by the player. The game will also alert players of certain completed goals through a pop-up message. From this, the feedback between action and reward is adequately notified to the audience, promoting player engagement. Due to being a management simulator, Two Point Hospital possesses a constant stream of information for the player to digest. Although the game consists of continuous distractions, it is important to note that these ‘distractions’ are not extraneous to the gameplay but are in fact the gameplay. In this context, the game does not technically eliminate distractions, but it does not need to, as the micromanagement, overwhelm, and use of strategy to overcome these distractions all contribute towards the player’s goal. Reviewing Two Point Hospital against the characteristics of cognitive flow, the game can be seen following these rules, encouraging a positive and captivating experience for the audience.
When a game is engaging and of good quality, this can instantly raise its replay value, encouraging players to want to replay and reexperience the gameplay out of enjoyment or nostalgia. However, features can be implemented to increase interest and promote replay value. For example, new weapons and gear, emergent gameplay, difficulty, and branching pathways are all factors that can further replay value. In regard to Two Point Hospital, a factor that instantly increases replayability is Two Point Hospitals release of DLC’s, giving players the opportunity of additional gameplay, content, and features. Allowing players to compete against friends is also a productive way of promoting replayability, motivating player engagement through the element of competition. In terms of playing Two Point Hospital from the beginning, however, the replay value does not seem as prominent. Although player choice exists within the game, mostly through the freedom of design, much of the players actions ultimately lead to the same goal. This means that the journey and destination of each playthrough overall concludes with the same result.
Audio and visual feedback is a large part of what contributes to good game design, considering aspects such as animation, graphics, text, sound effects, music, ambient sounds, and more. Not only is this necessary to create an experience, but depending on the execution and desired effect, these variables can greatly impact player experience. Much of Two Point Hospitals’ audio consists of quirky, juvenile music that very much suits the playful, flippant nature of the game. Through the music can be heard the ambient sounds of the hospital below. These sounds consist of doors opening and closing, operation of machinery, the whirr of the outdoors and the soft buzzing of the hospital building. Each of these sounds, and more, work well to achieve a lively environment and a believable atmosphere. Without this, the game would appear vacant and dull. Audible dialogue is not a substantial design feature within the game, with the only notable usage being a voice heard over an intercom directing hospital staff to a job that requires attention. This design choice not only creates extra ambiance, but is also productive towards the player, audibly alerting them to a task that calls for management. Similar to the music, the sound effects within the game have a light-hearted feel, consisting of various pops, pings and clicks when interacting with the game and its interface.
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Description automatically generated]The most striking element of Two Point Hospital is the distinct yet simplistic art style, visually capturing the fun and comedic gameplay. The animation is thorough and smooth, offering personality and life to its characters and environment. An example of this can be seen when observing the NPC’s. Each character is assigned described personality traits, of which translate through their movements and interactions within the world. Lead animator Chris Knott stated, “the goal of the animators in this game is to get as much expression and character as we can for everybody within the game so that you genuinely care about all these little people” [5]. Being a management simulator, keeping tabs on tasks and logistics clearly and efficiently is an important attribute to ensure productive gameplay. Two Point Hospital’s management features can all be found within the games UI, of which has been sectioned into three corners of the screen. The UI itself translates as clean and easy to navigate. At first, I personally found the pages displaying the games overview and logistics a little overwhelming, due to the amount of information being displayed. Despite this, the information was shown in an orderly manner, allowing the visual break down and understanding of the data provided.
It is unclear the exact target audience the developers of Two Point Studios intended, but from evaluating Two Point Hospital and the features it offers, this would be comfortably suited towards a teen audience. This demographic can best appreciate the contrast between the juvenility of the game, paired with the challenging aspects of gameplay that require better capable players to progress further. Despite this, Two Point Hospitals design offers great versatility, providing something valuable for all players of varying ages and skill levels.
There are many principles that make up the fundamentals of game design, some key principles consist of: the core mechanic, simplicity and challenge, player choice, feedback and reward, and a meaningful core mission [6]. Two Point Hospital’s core mission and mechanics of building and maintaining the business is kept clear and consistent for the player to follow. Although overall the mission and mechanics promote engagement through immersion, the repetition of these mechanic’s risk becoming monotonous, interrupting cognitive flow, and potentially resulting in loss of interest. A game that is simple to learn but challenging to overcome promotes player activity within the game. Two Point Hospital adheres to this rule, consisting of simplistic mechanics and increasing the challenges value with each level. This system allows for a well-balanced progression, contributing to timely feedback and reward to the player. Although Two Point Hospitals ‘plot’ cannot be altered through players actions, the choice and control are provided by the micromanaging, and freedom of design. I believe implementing further freedom of player choice could potentially promote engagement and replay value, ultimately imposing the additional challenge of consequence, and altering the world, characters, and pathway of the hospital.
As the player, I personally found this game to be very enjoyable. I was particularly captivated observing the characters, appreciating the detail given with each personality, and how the designers have proficiently portrayed this. Overall, Two Point Hospital encompasses a wholly comedic, light-hearted game consisting of practically planned progression, striking visuals, and providing timely and compelling gameplay.
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