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“Life is a game. We must keep playing the game. The more we 

play, the more we will understand the game of life. 

 

- Lailah Gifty Akita 

 

1          Introduction 

 

In 1930, the economist John Maynard Keynes predicted that by the year 2030, we would be 

working 15 hours a week due to the benefits of technological advancements. Ever since this 

bold statement was made, many others have tried to predict the future of the human 

condition with regards to work, leisure time and happiness. Although 2030 is only 14 years 

away, the average human is still pushing 36-40 hour workweeks. On top of that, our personal 

and social lives have become more complex and time consuming. There is an incremental 

rise of continuous flows of (digital) information  asking for our attention. People in their 20’s 

are suffering from burn-outs, symptoms once only seen by 50 year old workaholics. More 

and more adolescents are suffering from mental disorders. Although there has been no time 

in history we’re we live such safe and luxurious lives that we live now,  suicide is on the rise.  

Clearly, our society is facing an intrapersonal crisis. People lack meaning. Something needs 

to be done.  

  We’ve created a concept for a game that could potentially help people, young and old, 

to get more in touch with themselves and therefore others. The Forest is a first person 3D 

educational puzzle/adventure game, set in a dark gloomy forest, which focusses on 

discovering your own heroes story, your narrative. It is a game that highlights all three of the 

21st century skills, namely cognitive, intra-and-interpersonal skills, but primarily aims at 

illuminating the intrapersonal skills of the player. Through solving puzzles, making (moral) 

decisions, elaborating on those and looking back at them through time, the game assists 

players to find meaning in life, obtain more knowledge about the self and therefore others. 

The  visualization of this process within the game is a metaphor to the the wisdom and 

knowledge people gain in real life through playing this game.  

 

2           Goals  
 
The main goal of The Forest is to create behavioural change by means of transformative 

experiences that support individuals in discovering who they are and why they act the way 

they do. There is great emphasis on intrapersonal, metacognitive skills and temporal self-

reflection. By training these skills, people who have played the game will have more self-

knowledge in the present, and will continue to do so in the future. Throughout the game, it is 



enforced that self-knowledge is something cool and valuable, Thinking about life’s questions 

should be rewarding, instead of lame and tiresome. By playing The Forest, you shouldn’t 

necessarily have to book a trip to south east Asia to ‘find yourself’. It’s goal is to convey the 

message that you can also travel within your own mind.  

3       Game Design & Mechanics 
 
The narrative of the game unfolds itself and is based on the decisions made by the player. 

Everybody starts the game at the same spatial location. Especially at the beginning, the game 

will have a hard and primarily confusing component to it. Like in real life, it is not entirely 

clear from the start what is asked from you. You would just have to start wandering, and see 

for yourself. Throughout the entire game, you have constant loops of observation, 

orientation, decision and action. If you don’t pay attention, you should basically be able to 

get lost. This should invoke the same feelings as how people felt in their first hours of 

immersion in massive multiplayer online games like World of Warcraft (WoW). In Appendix 

1 are attached a multitude of quotes collected from the comment section of YouTube videos 

from  a variety of areas within the game and the soundtrack that belonged to it. The quotes 

reek of nostalgia, and often illustrate the magic of being lost and confused. This form of 

difficulty, frustration, but also bewilderment, is what causes true learning. It’s the opposite of 

cognitive ease and instant gratification, and should be felt within The Forest as well. 

Once people have entered The Forest, they will be provided with a few pieces of information.  

 

 The forest is dark and barren. 

 Your goal is to find other people  

 Discover why the forest is dark and barren. 

 

The user interface (UI) is sober. The Forest is primarily a text based point and click 

adventure game. From the start, players can find clues throughout the world. These clues are 

either clear or cryptic (becoming increasingly complex the longer one plays) and will lead 

you to NPC’s in The Forest. These NPC’s will provide you (moral) dilemma’s, which you have 

to answer. From the two possible decisions, it should not be entirely clear what the best 

option is to pick. Once picked, the player will be asked why he picked this decision. The 

answer should be written down in the in-game journal. This journal saves all the decisions 

that you’ve made plus the clarification that you’ve provided and is accessible at all times 

through a button in the user interface. This journal is also accessible through a companion 

app, which lets people view their decisions over time.  

  The Forest will use resource management, in the form of ‘illumination’ points as an 

in-game currency. Illumination points will also act as ‘victory points’. The goal is to gain 



maximum illumination (100%). When players have not yet  maximum illumination, the 

currency will slowly decay over the time not spent in-game (very slowly, as to not frustrate 

people just too much). This acts as a penalty system, since the beauty, distance seen, and 

clarity of the forest changes based on your current illumination level. This could be an 

aesthetic trigger that keeps people interested in completing dilemma’s, as from the start, 

players are not really sure when the game will end.  After the 100% been reached, players are 

still able to play the game, and when they log out, the degeneration of the forest happens at a 

much slower rate.  

  Players will earn illumination points by finding the NPC’s within the forest, 

answering their dilemma’s, and writing down  why they chose the answer. The longer, and 

more syntactically complex the explanation, the more illumination points one will be 

awarded (which is capped to a maximum amount per explanation). On top of that, people 

can elaborate on one out of  20 standard questions that are shown randomly whenever 

people log in to The Forest to earn more points. These 20 questions and their answers over 

time will also be stored in a special category within the journal.  

  The NPC’s will have own static storylines and are statically placed throughout the 

world (otherwise it would be hard to find them with clues). However, people will notice that 

there are also freely roaming NPC’s in the forest. These are NPC’s that have user generated 

dilemma’s. Players that have finished the game will have the opportunity to upload 1 

dilemma or question a day, which will then randomly be spread over the available free-

roaming  NPC’s in all the worlds. The dilemma’s or questions are moderated by us for quality 

control. The answers that people provide on these dilemma’s will be anonymously updated in 

the journal of the uploading player. This way, the player can gauge what other people might 

think about certain topics.  

  The visual style of The Forest will be similar to that shown in the early concept design 

and mood spaces. There should be very clear distinctions between the different levels of 

illumination within The Forest.  

 

 0%-25% Dark, barren, eerie, foggy, small line of sight  

 25-50%  Dusk,  more sight, signs of green, more light, moderate line of sight 

 50-75%  Spring, plants are growing, big line of sight 

 75-100% Summer, full blooming forest, infinite line of sight, beauty 

 

Every time a player gains illumination points, there should be a brief light source that 

surrounds the player. Whenever a player makes a transition between the four states of the 

forest, there shall be a visual spectacle which makes it obvious to the player that something 

has changed in the forest  



4         Technology 

 

The game will be designed in the Unity game engine. In 2012, VentureBeat 

proclaimed: “Unity wants to be the engine for multiplatform games, period." As it 

turns out, Unity IS one of the go-to engines for multiplatform games. Considering 

that The Forest is supposed to be playable on the PC and most modern consoles 

(PS4, Xbox One), and has a mobile companion-app, Unity is a great choice. It allows 

for cross-platform compatibility. Dilemmas can be submitted from any type of 

compatible device, being almost instantly usable (moderation takes time) by users on 

all supported devices. As a preliminary concept for some of the proposed game 

design and mechanics, we’ve used XIMPEL to create an interactive playlist. This 

however, functions more as a visualization of our ideas, than as a true resemblance of 

what we envision the real game to look like. Due to the limited amount of time and 

amount of code needed in XIMPEL to make a semi non-linear game, only some of 

the options presented in the playlist lead to the actual progression in the game. For 

simplicity’s sake, the other options lead to a loop which brings you back to the point 

where you can advance. The real game however, is characterized by the stacking of 

decision branches, where it doesn’t necessarily matter  which way you go, as long as 

you reach 100% illumination.  

 

 

   

 

 


