
A journey of struggles and hope

Play it here! 

Barrier or Bridge?

https://yuchenwyc.itch.io/barrier-or-bridge
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Documentation
- Well-written premise and introduction 
- Values
- Learning
- Feedback & Iterations

40%

Packaging
- Design a good cover art or website 15%

Improvement of game mechanics / aesthetics
- Use lots of illustrations to make the 

game aesthetically pleasing compared 
to pure reading

25%

Improvement of emotions and compulsion in 
the writing 20%



Introduction, 
Premise & Values
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Since I got a decent grade for P2 (full marks for Learning Goals, Story Craft, 
and Playability), I plan to focus on making my game aesthetically pleasing. I 
will add illustrations of my character that follow the storyline and explore 
other ways to incorporate visual elements. Using DALLE to create illustrations 
instead of drawing by hand might be an excellent idea to speed the process 
up, though I need to explore how to keep the image styles consistent. In 
addition, I will either design a cover art or a website for the game.

Besides, one main feedback from the P2 peer review is that I should deepen 
the nuances of a crisis using more emotions. Correspondingly, I will make my 
writing more complete by including more descriptions of mental activities and 
the environment around the character. 

Refinement Plan



More changes might include
● Link references to the statistic I used.
● Cite actual quotes by powerful women in engineering and arts.
● Adding more interesting attributes that will affect what the player sees 

later.

Refinement Plan



You are Aria, a female college student studying English literature and computer 
science. You are deciding your future career path. After researching, you learn 
that misogyny is a huge barrier for women in many fields. You discover 
narrative gaming as your dream career, but your job application gets rejected. 

Not wanting to give up your dream, you use your after-work time to investigate 
what makes young women quit the film and tech industries, and you create 
your own narrative game based on the findings. Along the journey, what skills 
do you learn, what people do you meet, and how do these bridge you to 
different endings?

Premise



● Equality
○ Unfortunately we never reached true gender equality, 

and I wanted to deliver this message clearly. 
● Community

○ An individual has limited power, but helping each 
other out in a community may have a huge impact on 
one’s success. 

● Perseverance in the face of adversity
○ A woman as persevere as Aria still encounters 

systematic sexism and misogyny. 

Values



Cover Art
Since I used Twine’s Chapbook format to 
develop the game, my playtesters said that 
they had an experience of reading a book. 
Therefore, the intention of my cover art 
design is to give sense of a book cover. 

On the cover is the protagonist, a young 
woman with red long hair called Aria. The 
clouds in the background represent Aria’s 
space of searching for a meaning in this 
story. Locked by chains, Aria staggers on her 
way of growing and finding a passion.



    Packaging

I added the cover art, the premise, and a disclaimer (for the use of image 
generation AI) to the launching page, and I edited the background colors to match 
what are on the cover. These will be served as the packaging of my game. 



Iterations
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Before the first playtest, I have revised ⅓ of the story by 
● Adding illustrations to the passages (credit to OpenAI’s DALLE-2)
● Adding mental activities of the character
● Adding references to statistics

See the next page for screenshots of the version after these changes.

Changes 



Screenshots after adding illustrations and references.



Feedback from Charlotte Feng

Pros
1. The illustrations, together with the Twine format, make it feel so consistent and give me an 

experience like reading a book.
2. The story is polished. It might encourage young girls to pursue their dreams.

Cons
● Some paragraphs are kind of abrupt and lack transition.

● How did Aria get her software engineering internship? 
● If Aria ends up in SWE, what about her narrative game?
● Aria seems like a top performer in everything, and it is too easy for her to achieve anything 

she wants. Maybe show more of her struggle/ difficulty along the way.
● Maybe announce attribute change early in the introduction, giving the player a better expectation. 

Also, consider whether to show the attribute change explicitly.
● Stereotypes are powerful for changing one’s mindset. The player wonders if Aria had self-doubt 

when the teachers told her that STEM is not for girls. 
● Conversations with NPCs are long, and the player didn’t want to read them. Breaking them into 

shorter ones might be helpful.

Playtest 1 - March 14th



● I totally agree with the player that many 
paragraphs lack transition from one to another. 
To address this, I added more details and 
transitions to all these places so the story is 
more polished. 

● The player wants to see more of the 
protagonist’s self-doubt in the face of the 
adversity. I adopted the suggestion (see the 
right) because I think that would help rooting 
the character more.

● I cutted the conversations with the mentors in 
the story, or splitting long scripts into multiple 
passages. Hopefully this helps with the 
readability.

Reflection & Changes 

Facing misogyny in high school STEM classes, this is what Aria would think.



Conditions for achieving each ending are displayed explicitly to encourage replays.

● To help players understand the game 
better, I included the attribute change 
mechanism in the introduction page. 
To encourage people to replay the 
game, in each ending I included the 
conditions of achieving that ending.

The introduction after after revision



Playtest 2 - March 16th
Feedback from Lucy Lu

Pros
● The player thinks that the story is very reflective to what she experienced in high school and realistic.
● The players likes the illustrations.

Cons
● The ending make the gender inequality look like personal struggles (that can be overcome) but did not 

mention that the bias in environment is always going to exist. Blind positivity does more harm than good. 
● Include family and friends in the decision making process (supportive?)

Other Feedback
● When playing games, people tend to take higher risk than in the real world and choose an option that 

seems more “right” to them.
● To strongly resonate with the story, a player would need to be dedicated and knows clearly what they 

want to do in their lives. But this is often not the case (for the player). However, on the flip side, the story 
shows that even a woman this good still faces sexism and microaggresions, which makes sense.



● I agree with the player that it makes more sense not to give good 
endings that seem to result purely from the protagonist’s personal 
efforts. To address this, I tried my best to expand the endings to project 
that protagonist will continue to face gender bias but she decides to 
join the community and contribute to making a difference. (see the 
bottom right)

● While including family and friends into this story is an attractive 
suggestion, it is difficult given the time constraint. I also want to keep 
the story concise, and deliver the message by depicting three major 
scenes (with high school teachers, university peers, and a senior role 
model separately) was my deliberate choice.

Reflection & Changes 



Learnings
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● Playtesting improved the storytelling
○ I learned that every game reflects the developer's unique perspectives and values. This 

interactive fiction is like my child, with my genes and identities deeply embedded. 
However, since a game has a broader target audience than the developer, getting 
feedback through playtesting is essential for understanding what the potential players (in 
my case, young people aged 10-25) expect and what values they can resonate with. I 
could not identify the flaws in my narrative and message delivering as easily without a 
second pair of eyes, and every playtest made my story significantly more complete and 
rooted. 

● Visual components are crucial
○ Besides, I learned the essence of the visual components of the game, as they can 

significantly impact the player's experience and enjoyment of the game. Once I added 
illustrations to my IF chapters, it felt like I had set a tone and atmosphere through the 
color and depiction of the pictures (e.g., what I think the protagonist looks like, and the 
use of clouds and chains as metaphors). My playtesters all loved how the illustrations 
helped them with immersion and communicated essential emotions such as depression in 
adversity and excitement about the future. 

Learnings



CREDITS: This presentation template was created by Slidesgo, 
including icon by Flaticon, and infographics & images from Freepik

THANKS FOR 
READING :)

https://slidesgo.com/
https://www.flaticon.com/
https://www.freepik.com/

