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[bookmark: _Toc218742271]Introduction
Papers, please is a game that was released in 2013, however the game itself is set in the year 1982 onwards, in a fictional communist nation called Arstotzka. The player is given rules for what to look out for and either let people through the eastern Grestin border checkpoint or deny them access. Simple right? Incorrect. If this were all there was to the game, it would be a boring game. When either allowing or denying people access to Arstotzka, you must be correct otherwise the player will first get 2 citations/warnings before credits are taken away for being incorrect. 
These credits are important because after an in-game day passes, you are to choose to provide food and heating for the family, there are also other things these credits can be used for such as your booth can be upgraded to allow the user to use keyboard shortcuts for more efficiency and more. The player will also have to “buy” medicine for any sick family members, and the only way to get these credits is to correctly deny or allow people into the nation, however, if you go into a debt of credits, you are detained and you lose the game, which is still 1 of the 20 endings of the game  [2]. This makes how you spend your credits important. This creates a feeling of urgency for the player to correctly deny or allow access. Day 1 of the game can be compared to level 1, it is the tutorial stage of the game to give the player a feel for the game, but as expected of games with levels, they get progressively harder the higher the level, meaning Day 8 is more difficult than day 1. With the game having 20 endings, the game has a lot of replay value as not all the endings are early in the game to get, this means the player must improve at the game, but can only improve by hitting the replay button, but even then, the player is not guaranteed to get the ending they wish for.

[bookmark: _Toc308224616]Loading screen
When you load into the game, if you do not press any key or mouse button, you can see that the title and UI moves from the bottom and up, but only in little spurs before stopping. If you have your headset connected, the audio itself feels powerful and when it is combined with the aesthetics of the UI, it makes the user feel they are in control, and in this case, you are in control of if people can get access to the nation. In the UI, the title moves on each blow of the Bass saxhorn, the main anthem itself was composed on a Yamaha MOX6 synth [3].


When the loading screen has fully come onto screen you are given a choice of either the story or an endless mode. There is also the settings option which allows the user to change the difficulty of the game, as well as other options as shown below.
[image: ]


[bookmark: _Toc97658821]Story
When you have selected story, if you have not played the game before it will show you a single cell that say’s “DAY 1 NEW”, but if you have a playthrough already then you have the option to have another save file, and in total there are 5 total saved branches you can have saved, This is a great addition next to the amount of endings because one branch could be a practice, or maybe you found an ending you love and don’t want to overwrite the save, this allows the player to have more choice and attachment to saved data [4].
When you are loading day 1, there is some story, the player has been sent a letter about the “Labour lottery” and the player’s “Name has been pulled”, this is where the player is placed at Grestin border checkpoint. After this the player is introduced to the characters family, this means that the player must try his best to provide for the family, this introduces the goal and direction of the game where the player must do his best and to not fail so that the player can provide heating, medicine, and food for the family.
Before each day starts, the player is given a newspaper that shows the player what is going on throughout the days. When you get into the first day, at the top of the screen you can see that there are a tonne of people waiting to get passed into Arstotzka, this line continues with each person denied or granted access, but this raises the question, “Why do so many people want access to Arstotzka?”, the answer to that question is that arstotzka is it is one of the most republics of a union, this means that there is a better economy for people to migrate to for temporary or permanent residence [5]. 
In the first day, it is as simple as only allowing passes from Arstotzka, anywhere else and the player must deny access. At the end of each day the player is given a UI where he must choose whether he can provide food and heating to the family.
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The full game has a maximum total of 31 playable days, but during the game, you will not always reach 31 days since each day is progressively difficult as well as budgeting points as best as you can, some endings also do not always happen on the 31st day, they can happen from day 3 onwards.

[bookmark: _Toc572198068]Genre
The genre of Papers, please is an indie puzzle game but is also considered a point and click adventure game by many. 
[bookmark: _Toc1789033815]Coding language and design
Lucas Pope decided to use Haxe as his original coding language before switching to unity in 2023. The development process of papers please took Lucas a total of 9 months from 2012 to 2013 and announced the title of his game on November 14th, 2012.

One massive benefit of using Haxe is that it is a language that can handle multiple platforms while at the release of papers please (2013), steam could not support playing games on tablet, iOS etc until the release of steam link on 10th November 2015 [6]. And this option was so that more copies of Lucas’ game could be sold. And according to Lucas Pope, within a decade of the release, the game has sold over 5million copies [7]. 

When you consider the types of popular games that are released around the same time as papers, please, you can see that it is an unordinary concept for a game at the time, most of the games released in 2013 were fantasy games. Comparing this game to others at the time, fantasies are colourful and very visually vibrant, but papers please is set in a communist and controlled environment. Lucas decided to use limited colours, while also keeping these colours be mostly dark while also using red. This colour palette makes the game feel morbid and colourless, but this feeling fits the setting of the game, therefore the colourless palette makes the game feel more realistic which gives the game an overall eye catching when the other games released around the time are very bright and vibrant [8].

[bookmark: _Toc1810779649]What makes papers please a good game?
The game itself is not just to be played and have a normal experience like Call of duty, this game will test your morals, an example of this is, on day 5, you will come across a husband and wife, the husband is able to pass on through with nothing missing or wrong with what he needs to pass into Arstotzka, however the wife is missing documents and is not allowed to enter, the player must either follow the rules that are given to him, or allow the wife to be with her husband [9].
The game also has tokens that can be earned from certain types of situations, this appeals to completionists, these tokens are also connected to the steam achievements, the paragraph above is one of them.
[bookmark: _Int_5I55ggNh]A great aspect of the game is that it takes something that can be so tedious and annoying, which is paperwork, and it makes it have fun components. There are “Random events” within papers please, and the reason they are in quotations is because they are not 100% random, there are set days and spaces on where the events are, but when it is your first playthrough, it makes the flow of the game feel like the next person could do something different than the previous person. For example, some days a man named Jorji Costava [10] will come through with false documents, some of them even being hand drawn. This breaks the game up from being repetitive to the player, which also tends to make the player want these ”Random events” to happen. 

[image: ]
Fig 1. Jorji Costava [10]

When you go through the game, the game introduces a discrepancy mechanic this is useful to the player because if the player is unsure of certain information given from the people, they can use this mechanic to check whether the information is correct. This mechanic of the game becomes even more useful and needed because some people have the documents and forget to hand in these documents, if they are turned away even though they have the documentation the player is given a citation, therefore by using this mechanic of the game, it becomes more important as the days pass by. Another good mechanic is that it introduces key shortcuts, but they are not free, the player must use credits to unlock these shortcuts.
[bookmark: _Toc1017896948]Aspects of papers please that can get irritating:
During my gameplay, the amount of space given to the player is small, compared to how many documents must be checked, the space given to check documents feel more cramped, and even though this is cramped, there is a lack of a Tabbing mechanic. On day 20, here are the rules given to the player:
“
· Wanted criminals must not enter (not in the rulebook)
· All denials must be accompanied by reason for denial (not in the rulebook)
· Entrant must have a passport
· All documents must be current
· Arstotzkan citizens must have an ID card
· Foreigners require an entry permit
· Workers must have a work pass
· No weapons or contraband
· Diplomats require authorization
· Foreigners require an ID supplement
“[11]
For space given to the player, if the entrant has all the documents required, they will still need to be individually checked. By doing this over and over with truly little space for each entrant will get frustrating to be able to comply with the rules, the missed implementation of a tabbing mechanic to get to documents behind the ones already open will further frustrate players who just want a casual experience.
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