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VALUE PROPOSITION AND GAME OVERVIEW

“EDUCATE HOW TO COPE WITH FOMO”

CONFRONT REAL 
LIFE FOMO 
DECISIONS

CHOOSE YOUR 
PATH WISELY

OR DIE  

IMPLEMENT 
INSIGHTS TO 

YOUR LIFE 



Press 
start

Read the 
mission

Walk to 
decision 

Choose the 
right decision 
or loose a life

End 
level 1

SKETCHES LEVEL 1 



SKETCHES LEVEL 2 

Read the 
mission

Choose the 
right decision 
or loose a life End 

level 1



SKETCHES LEVEL 3 

Read the 
mission

Choose the 
right decision 
or loose a life

Go to 
the flag 
→ end 
level 3

If player 
loses 3 lifes 
→ game 
over



SOCIAL 
INTERACTION 

VS 
STUDYING

GAME LEVELS

LEVEL 1

https://docs.google.com/file/d/17uTbVdKZVORnjYlXC4qnhYMDvrNCEHIy/preview


NOVEL 
EXPERIENCE 

VS 
SAVING MONEY

GAME LEVELS

LEVEL 2

https://docs.google.com/file/d/1aDBK7ELm2JvBpwz5FJy4984tSp8nQLKp/preview


GAME LEVELS

LEVEL 3

HIGH 
RISK 

LOW 
RISK 

HIGH 
PROFIT 

LOW 
PROFIT 

INVESTMENTS

VS 

https://docs.google.com/file/d/1j8Mh5Gk4gihtoplemVbHVV0n3cemIYsW/preview


GAME TESTING
METHODOLOGY

DEMOGRAPHICS

20-30

PROCEDURERECRUITMENT

EXPLAIN 
THE 

GAME 
CONCEPT 

PROCEDURE

ASK THE 
PARTICIPANTS 

TO PLAY THE 
GAME



GAME TESTING
WHAT WE LEARN / CHANGE AS A RESULT

LEARN CHANGE

● USERS LIKE SIMPLICITY

● USERS ENJOY RELATABLE 
SITUATIONS

● MADE CLEAR AND 
SHORTER LEVELS

● ADDED MORE CASUAL 
FOMO SITUATIONS

● USE LESS WORDS 
MORE SYMBOLS



PROTOTYPE OVERVIEW
LIMITATIONS / TRADEOFFS

ICONS 
INSTEAD

“COLLECT” 
TEXT

NOT MAKING A 
QUESTIONNAIRE 

POP UP

COMPLEXITY 
OF THE APP VS 
TIME TO LEARN

GAME 
OVER 

INSEAD 3 
LIFES

UNLIMITED 
TIME FOR 

EACH 
LEVEL



PROTOTYPE OVERVIEW
WIZARD OF OZ TECHNIQUES

FIXED 
SCORE

SEEMS LIKE 
MORE THAN 3 

LEVELS



PROTOTYPE OVERVIEW

WHY 
REQUIRED

HARD CODED 
FEATURES

ICONS 

FEASIBILITY

LEVEL 
TRANSFORMATION

SCORE

EASY WAY TO GO TO 

NEXT LEVEL

CALCULATE 

HIGH SCORE

EVERY ICON REPRESENTS 

A DECISION


