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INTRODUCTION

Purpose

The purpose of this project is to design and develop a video game with
an original content that incorporates the principles of High Intensity

Interval Training (HIIT).

We conducted a playtest to observe if the game is:

fun,

easy to use,

preferable

effective for HIIT training







PROTOTYPE

YETIRUN

x an exergame with the stationary bike

x  HIT implemented
x customizable target speed and
time duration

x endless run type chasing game




PROTOTYPE
HIIT in YETI RUN

x game idea origin

x procedure/phases
x  Warm-Up
x High Intensity (Repeat)
x Work Interval
x Recovery Interval
x Cool Down

Wlhot & BIIT em:qu -




PROTOTYPE

set target speed and duration for each phase.

control the speed of the spacecraft by cycling

adjust the speed based on the target speed range
for each phase

spaceship charges to take off as player's speed is
within the target speed range

environmental and Ul changes based on the phases


http://www.youtube.com/watch?v=OLAwZeNRZtM
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http://www.youtube.com/watch?v=Xa2i4w5A394

SAMPLE

Pseudonym  Age  Gender

Helpful Harry

Playful Peter

Slim Sue Female

Curious Casey Female




Recruited At XGLab Introduction
with the and

consent form

by necessary
~3 mMin

invitation equipment




GENERAL OBSERVATIONS

Get used to
Pseudonym #offailure  mechanics
easily

Understand
outcomes Easily adapt to
(when out of phase transitions
speed range)

Helpful Harry

Playful Peter

Slim Svue

Curious Casey




""OH NO, THE VETI IS COMING!!!™
"ANIMATIONS AND ENVIRONMENT ARE GREAT"

" DIDN'T THINK ABOUT EXERCISING,
THE GAME TOOK MY ATTENTION!™

"RUNNING AWAY FROM YETI WAS CHALLENGING AND
REALLY FUNI™

"INOT TIRED AT ALL, I LIKED HIIT!™




" NEED SOME /1 ORE TIME TO SHIFILY

"WHAT IS THE NEXT PHASE?22"

"I DIDN'T NOTICE THE COUNTDOWN THING."

T DOESN'T MAKE SENSE, IF | CYCLE FASTER
IN LOW INTENSITY PHASE,
THE VETI STILL CAN CATCH ME™




FINDINGS

Player name
input field

Sound effects &
Music

SEVERITY LEVELS

Effective tutorial
Meaningful
placement of
countdown timer

Distance between
Yeti and player

MEDIUM

Sharp phase
transitions

Feedback about
next phase

Information about
ouvtcomes

SERIOUS




SURVEY RESULTS

PERCEIVED LEVEL OF EXERTION
(BORG SCALE BETWEEN 6-20)

N4 M:-125

6 - Noexertionatall [ 7 - Extremelylight ({8 (9 - Very light (easy walking slowly at a comfortable pace] 10 11 - Light
@12 13- Somewhat hard (It is quite an effort; you feel tired but can continue) (@14 (@15 - Hard (h
(B 17 - Very hard (very strenuous,




SURVEY RESULTS

GAMEPLAY EXPERIENCE -
7-POINT LIKERT ”

N:4 M:5.75 ror
FUN,

ENJOYABILE,
ENTERTAINING,
PLEASANT




SURVEY RESULTS

INTRINSIC MOTIVATION/
ENJOYMENT

7-POINT LIKERT ‘
N:4 M:-5.25 . . . I

Somewhat trug
I)nyad ing this activity very much. M Tl ctlkywasfulnd.l hought this was a boring activity.
This activity did not hold my attention at all. M | would describe this activity as very interesting. M | houghth activity was quite enjoyabl
W While | was doing this activity, | was thinking about owmuh enjoyed




SURVEY RESULTS

PERCEIVED COMPETENCE
7-POINT LIKERT

N:4 M-4.13

1

Not at all
true

M | think | am pretty good at this game.
I | think | did pretty well at this game, compared to other players.
W After playing this game for awhile, | felt pretty competent.
B | am satisfied with my performance at this game.
| was pretty skilled at this game.
B This was a game that | couldn't do very well.




SURVEY RESULTS

PERCEIVED EFFORT .
7-POINT LIKERT | -

M | didn't try very hard to do well at this game.
M | tried very hard on this game.

N - q M-” 55 - M It was important to me to do well at this game.
- ' - [ J | didn't put much energy into this game.

Not at all
true




SURVEY RESULTS

FLOW
7-POINT LIKERT

N:4& M:-5.28

Strongly Disagree Strongly Agree
M | forgot about time passing while playing the game. [ | became unaware of my surroundings while playing the game.
M | temporarily forgot worries about everyday life while playing the game. M | experienced an altered sense of time.
| could become involved in the game. M | felt emotionally involved in the game. M | felt viscerally involved in the game.
M | enjoyed the game without feeling bored or anxi W Thec was adeq neither too difficult nor too easy.




SURVEY RESULTS

FUTURE PLAY PREFERENCE

71-POINT LIKERT f
& M Given the chance | would play this game in my free time.
M | would be interested in having my own personal copy of this game.
N : ”' M:5.86 5 B | would like to spend more time playing this game.
4 2

M | am excited to play this game in the future.




DESIGN RECOMMENDATIONS

Autonomy g Competence ?

x  More clear and smooth x  Leaderboard
phase transitions x  Power ups
Customizable x  Data visvalizations
x  characters x  Calories burned
x  background x  Speed over time
music graph
Provide more effective Heart rate
tutorial

if the duration of HIIT workout Integrating HIIT in exergame
is longer, additional interactive could be challenging, chasing
design elements are needed type may be effective!

Relatedness

Multiplayer support

Yeti as the other player?
More interactions
between players

In HIIT, speed is important,
make it prominent on Ul




THANKS! o



