Appendix 1.

Schematic Representations and Phases of Game Progression

This appendix provides three figures representig a schematic example of how situations were
constructed in the game Maze Out.

Figure 1 illustrates how the number of decisions, represented as cards, increases as the game
progresses, enhancing the player's engagement and decision-making skills. At the end of each
mission, the player receives a key to pass through a portal, leading to a new mission. This
progression aims to sustain engagement and challenge the player.
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You have to choose a
topic for an assign-
ment. You are
wavering between
something you have
totally mastered and
something that will be
a bit of a challenge.
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Figure 2 presents a simplified diagram of the development of situations within the game,
showcasing how different scenarios simulate real-life decision-making.

Figure 3 offers a schematic representation of the game phases. It includes an overview of the
maze, an example of the mission list, a screenshot of a question related to a mission, and a
screenshot of the first card used for the reflection exercise.
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