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Abstract.
"La Cosa Nostra" is a two-dimensional website-based escape room game that can be accessed using
internet browser. This game was developed with Unity Game Engine. The player will play as a
detective investigating the case of a missing woman. Testing methods was done by Blackbox testing, Alpha
testing by lecturer and Beta Testing will be using survey form.

1. INTRODUCTION

The development of the gaming industry recently has increased rapidly. There are a lot
of different genres of the game available in the market with varied gameplay too [1]. One of
such is the escape room genre which is a subgenre of point-and-click adventure game that
requires the player to get out of a locked room utilizing their surroundings.[2]

Story-telling is an inseparable part of human culture. The appreciation of a good story is a
gift not granted to any other species of the planet, except for humans[3]. There are a lot of
media that can be used to tell a story such as orally, through a performance on the stage, in
a film, or in written form. Since the development of the gaming industry, a game by itself
can be used as a medium to tell a story.

The game that will be developed is titled "La Cosa Nostra". In this game, the player will
act as a detective investigating the case of a missing woman unknowingly involved in a much
bigger case than he expected. The game was developed using C# programming language on
Unity Game Engine. By using Unity Game Engine, the finished game can be easily exported
into a WebGL file.

2. METHODOLOGY

2.1. Game Design
A design method is needed in order to create a game to act as a guide in the development
process.

There are several things that must be considered, namely as follows:[4]

1. High Concept
High Concept is a short description of the game. The game "La Cosa Nostra" is a
website-based two-dimensional escape room game. The language used is English.

2. Gameplay
Gameplay describes what can be done in the game and how to do it. The player will
have to navigate around the room to collect object and solve puzzles in order to open a
door to another room. The process of preparing the gameplay is as follows:
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a. Control Design
This stage is the phase which aims to determine what devices are used for control of
the game. The game "La Cosa Nostra" is played using a mouse or by touching the
screen in mobile devices.

b. Object Design
Object design describes the function of the objects in the game. The objects used in
this game are items that can be picked up by the player such as a key, an access
card, etc; interactive objects such as paper clues; and some puzzles to solve.

c. Level Design

The level design describes the design of the levels that must be completed by the
player in the game. The game "La Cosa Nostra" has 4 levels with no increasing
difficulty but indicates a change of rooms.

d. Sound Design
Sound design describes the sound that plays during the game such as background
music and sound effects. One example of the background music used in this game is
Chill Lofi Epiano Loop 80 BPM by holizna. Sound effects used in this game are bell
sound, door opening sound, the sound of a brush, etc.

3. Audience
This stage of the development specifies the target players of the game. The target players
of this game are all people over 16 years of age.

4. Hardware and software
This part describes the minimum specifications of the hardware software used to play
the game. Because this game can be played using internet browser, the specifications of
the hardware and software of the device are irrelevant. The software used during the
development process was Unity 2019.4.10f1, Visual Studio Code, and Adobe Photoshop
2020.

5. Interface Design
The interface design includes a description of the user interface (UI) of the game like
initial display, menu display, and game display.
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2.2. Game Genre

Every game has a gameplay category or genre that classifies games so that each genre has
its own advantages[5]. The game "La Cosa Nostra" is categorized as an escape room game.
In the game, the player has to advance through all of the rooms while solving puzzles to
escape.

2.3 WebGL

WebGL (Web Graphics Library) is an API used to render 2D or even 3D graphics on
a web browser without any plug-ins. WebGL runs on HTMLS5 canvas element[6]. WebGL
can be used in any compatible browser and on any devices. The finished game will later be
exported into WebGL format so it can be played on any device through the web browser.

3. Testing and Discussion

The testing phase is the stage that is carried out after the game development has been
completed. Testing phase aims to ensure that the finished game corresponds with the
initial design and to test whether the game has any error or not.

3.1. Blackbox Testing
Blackbox Testing is done by running each of the existing modules of the game that has
been made to find errors or bugs and ensure that all the functions contained can run

smoothly. The display appearance of all modules in "La Cosa Nostra" can be seen in Figure
1.

3.2. Alpha Testing

Alpha Testing is done by people who have experience and knowledge about information
technology and game development. Alpha Testing on the game "La Cosa Nostra" was
carried out by two advisor who understood the concept and purpose of this game. There are
several changes in the game, which are the following:

1. Added a typewriter sound effect on the prologue.

2. Added atext “Or is it” at the epilogue.

3. Made the prologue more interesting.

All of the changes mentioned above have been applied to the game.
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3.3 Beta Testing

Beta testing was done by 32 respondents playing the game from June 13 to June 15,

2022. After playing the game, respondents were asked to fill out a questionnaire which
consists of 23 questions.

3.4 Discussion of Results

After the Beta Testing period ended, the questionnaire results were analysed. The following

are the analysis results:

1

2.

There are 20 respondents (62.5%) who have played an escape room game before.
There are 15 respondents (46.9%) who played using mobile smartphone, while the rest
played using laptop/computer.

. There are 13 respondents (40.6%) who played using Android device, 2 respondents

(6.3%) who used 10S, 15 respondents (46.9%) who used Windows device, and 2 (6.3%)

respondents who used macOS.

. Chrome becomes the most used browser to play this game. There are 24 respondents

(75%) who used Chrome to play. There are 2 respondents (6.3%) each who used Firefox
and Microsoft Edge, and 1 respondent (3.1%) each who used Safari, Opera GX, Mobile
Apps, and through Line.

. As much as 27 respondents (84.4%) didn’t encounter any issue while playing, while the

rest were having issues such as inconvenience caused by the small button on mobile

device.

. As much as 5 respondents (15.6%) felt neutral towards the navigation system. There

are 18 respondents (56.3%) that felt comfortable, and the rest felt very comfortable.
A total of 29 respondents (90.6%) who felt the placement of the control button already
suitable. While the rest don’t.

. There are 23 respondents (71.9%) who finished this game to the very end. While the rest

don’t.
Out of 23 respondents who finished the game, 10 (43.48%) were able to finish the game
in under 20 minutes, 6 (26.09%) were finished between 20-30 minutes, 6 (26.09%)

between 30-45 minutes, and 1 (3.13%) over 45 minutes.

10.There are 9 (28.1%) respondents who felt very satisfied with the storyline of the game,

and 14 (43.8%) respondents who felt satisfied. There are 6 (18.8%) respondents who
felt neutral and 3 (9.4%) who felt less satisfied.
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Figure 1 In-Game Modules

4. Conclusion
After the testing of the game "La Cosa Nostra" has been completed, the conclusions that
can be drawn from the test results are as follows:
1. La Cosa Nostra can be played using various internet browser on computer or mobile
devices.
2. La Cosa Nostra has already fulfilled its purpose as a medium to tell a story.
3. It takes less than 20 minutes to complete the game.
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