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1.1 - Elevator Pitch 
 
 

Breath (title pending) is a two player speaking simulator, where players either 

take the role of interviewer or interviewee. Player one (interviewee) will be using the 

google cardboard headset, while Player two (interviewer) will be looking at the computer 

screen and controlling various characters in within the game to make Player one's talk 

harder. While Player one is speaking, Player two has the ability to ask questions or 

trigger events in game using the keyboard such as make Player One’s powerpoint shut 

off briefly, cause people in the audience to ask questions, or create loud and obnoxious 

events in the room to try and mess up Player One. Player one’s job is to stay calm, and 

finish the interview/talk while dealing with these distractions. Additionally, there is a 

degree of randomness, where on the start of the game, topics are randomly chosen. For 

example, the interview can start, and Player two tells Player one that they're being 

interviewed for a zookeeping position, while in another game, the interview could be for 

a general management position. Thus Player one will have to give good responses, and 

respond well to hypothetical responses posed by the interviewer in order to do well. 

Players finally grade one another based on their respective roles and performance.  

 

 
 
 
 

 
 
 



 

1.2 - Learning Outcomes 
 
 
Player one is the primary learner of our game, as they're playing reactively as opposed 

to proactively. This game's primary goal is to make Player one a better interviewee and 

public speaker, by having them practice in a safe environment with a lot of randomness 

and replayability. Additionally, the players will be grading one another as opposed to the 

game itself grading them. While the game will be able to track Player one’s head 

movement and line of sight, they will be given a percentage of time where they looked 

at the interviewer or audience. Player two can use that data however they wish, and can 

use it in their final grade or ignore it. Additionally, the game will track how much time the 

overall interview lasted, and the time intervals between starting and finishing a question. 

Once again players can use this information in their grading process.  

To test if players are getting better at interviews and public speaking, we can 

have players play through multiple times and then ask Player two if they improved and 

in what areas specifically. This game is heavily reliant on two players who actually want 

to play the game correctly, and want to improve by playing the game and practicing. 

Additionally, Player one will be asked about their comfort level in regards to interviews, 

as well as any areas they wish to improve upon. After playing the game, the player will 

be asked if they feel more confidant, and whether they succeeded in improving in the 

area of their choice.  

 
 

 
 
 



 

1.3 - Core Gameplay 
 

For the game, we are working with two potential gameplay models for the 

players. For the purposes of pre-development, we are planning for the game to be a 

meld of virtual reality and real life, which we will refer to as the Melding Model. 

Essentially the way that Melding will work is that Player One (The Interviewer) will be 

using the virtual reality headset. From this position, they will have access to looking 

around the room, and we will be using various information from the headset to track 

how they are performing. (I.e where you are looking, how long you take to respond to 

questions, etc.) Player Two (The Interviewee) would have a pamphlet that would have a 

large amount of questions that they can use for various scenarios, as well as a 

controller to do certain events within the game. These events would be limited to how 

many times they could happen in one session, but are meant to make the interviewee 

be on their toes and see how they could adapt to various situations. The game would 

start by randomly assigning 3 numbers to Player One in the VR Headset. They would 

tell Player Two those numbers, and then Player Two would compare those numbers to 

pick what type of interview or presentation that they are going to be simulating. (I.e, If 

player one gets numbers 1: Game Designer, 7: Nurse, and 20: Manager, they will tell 

Player Two, and then Player Two will choose which one of those to focus on for the 

interview and reveal their decision to Player One). From that moment onwards the 

interview would begin. Player Two will have various questions at their disposal from 

their pamphlet to use for the duration of the interview.  

 
 
 



 

In Player Two’s pamphlet, they will have sections of questions for each type of 

interview in the game, as well as a section of general questions to ask the player that 

could be related to any interview scenario. The important thing to keep in mind for the 

Second Player is to ensure that transitions between questions are seamless, so that 

they make sense as to how the interview is proceeding. (I.e You might not want to ask 

them a question about why they want to work at x company, and then ask them a 

question about what they do as a hobby) Throughout the interview, Player Two will have 

a limited amount of opportunities (less than 5) to have an event happen during the 

interview. This could be something like their phone going off, the interviewee’s phone 

going off, or if the session is a group presentation, the powerpoint could turn off, etc. 

The goal of these situations is to not only help test how Player One can adapt to 

different obstacles they may have to overcome on the spot, as well as how Player Two 

chooses to respond, or not respond to them. At the end of the session, there will be a 

playtest analysis section that both players will fill out, which will be further detailed in the 

Assessment section. The second model that we have towards the development design 

of the game would be referred to as the Digital Model, and this will run the same as the 

Melding Model, but have a separate screen that Player Two can use instead of a 

physical pamphlet (They will NOT be using a virtual reality headset). 

 

 

 

 

 
 
 



 

1.4 - Genre 
 

Breath is a first person multiplayer game, where two people take on the roles of 

interviewer, and interviewee. The game is a simulation/role playing game, as both 

players simulate being a person being interviewed, and the one interviewing said 

person. Additionally, Player two can take control of, or at least influence other in game 

characters to do things like distract the interviewer or ask them questions. Both players 

will need to also adapt to the situation, and role play specifically as hirer’s and 

interviewees for any number of random job positions. For example the game will let 

players know what the job is for. If the job they will be discussing is for a zoo keeper 

position, player one needs to try and make themselves seem like the best fit and 

convince Player two that they should be hired. Player two should put themselves in the 

role of a zoo manager and ask questions that relate to the job. While general questions 

should be asked, such as work experience and general aptitude, questions pertaining to 

zoo keeping could be in regards to if Player one has ever had any bad experiences with 

animals and how they solved said problems. Neither player have to be an expert on the 

topic, but should instead find a way through personal experience relate a strength of 

theirs to the topic.  

 

 

 
 
 



 

1.5 - Target Audience/Platform 
The target audience of our game would be anyone that is nervous about any sort 

of public speaking. We want our target audience to be as general as possible, while 

also being specific to who we think would benefit best towards the game. We will be 

gearing it towards people who are particularly nervous about public speaking or going 

through an interview process, but it could also be used simply as a warm up to practice 

before you have an actual interview. Since the game would be multiplayer, it would best 

be suited for people who have someone else to play it with that they know. We would 

like to add an online feature for people to work collaboratively without being in the same 

place, but that might be a little tough to continue to gauge how people respond to these 

scenarios respectively without being in proximity with one another. 

The platform that we will be using for this project is android/iphone Google 

Cardboard, with a separate screen or pamphlet depending on which development 

model we choose. We feel that this would be better than having a complicated and high 

tech VR headset, as those would be costly and could heavily impact people from 

wanting to try out our product. That would also allow us to price for the game due to the 

technology it is being used on is highly accessible (almost everyone has a phone, and 

not many people would be against getting a 10$ VR headset.) 

 

 
 
 

 
 
 



 

1.6 - Assessment 
 

We will be tracking the both players on different aspects of the gameplay, but 

most will be for player one (interviewee). Player two(Player two) will be tracked on what 

types of responses to the session that they use, as well as how they chose to change 

the session based on what their interviewee was doing. They will also be assessed by 

the Player One at the end for how they handled the leadership of the interview through 

how the questions were related to each other, whether they could maintain a focused 

and serious atmosphere throughout the interview. We will primarily be using a five star 

rating system for each player giving feedback to the other, and ask questions similar to 

a playtest document. After going through the interview process, they would both have 

the questionaire to fill out (with the five star rating system) based on both how they think 

they did and how they think the other person performed. Below are some sample 

assessment questions that we would be asking the players. 

● (Player 1) - How do you think you handled eye contact with the interviewer? 

● (Player 2) - How confident did the interviewee seem when answering questions? 

● (Player 1) - Did the questions that the interviewer ask make sense? (Were they 

cohesive/related to the position?) 

● (Player 2) - Was there any situation that the interviewee not able to handle 

confidently? 

● (Player 1 & 2) - Was the interviewer/interviewee engaged in what your 

conversation? 

 
 
 



 

Upon fulfilling this assessment rubric, we would generate the averages that each 

player did overall, as well as potentially give them their scoring system on how they did 

with each question that the other player answered. (i.e Player 1 will see how player 2 

responded and vice versa). We also want to track how people feel about playing the 

game for a period of time. Every certain amount of games, we would want to ask them a 

separate questionnaire (similar five star system) and see how they feel they have 

improved or not improved in different aspects. These aspects would be response timing, 

eye contact, response understanding (properly understanding the questions that the 

interviewer is asking you), and more. Continuing this, our assessment would be more 

evaluative if we could get responses from a final questionnaire type if a player then 

goes into a real world interviewer/interviewee situation, and then see how they feel they 

were able to respond to it after playing the game. We could evaluate how they felt doing 

an interview (if they ever did/led one before playing the game) and how they felt in 

response to one after playing through the game. This would help us continue to change 

our game to base off the effectiveness that people feel they have with the game. 

Because this is a topic that is ever expanding and can’t be fully finished, we want to 

have a product that we continue to expand on and enhance based on the feedback we 

get from players. 
 

 
 
 

 
 
 



 

1.7 - Existing Research 
 

To start, this game takes a heavy amount of influence from Breath, a game both 

Donovan and I created a year ago. While not a continuation of the game in a sense, this 

game will be a spiritual successor looking to fix the problem of the original. While there 

are no games that heavily resemble ours, simulators in general are a popular genre to 

be looked at. While many simulators are in third person to show whatever it is your 

simulating, we want the game to be first person perspective for the interviewee in order 

to utilize the vr headset in a manner that is believable to a real life interview.  

 

The closest game we found to our is one titled, “Speech Trainer”. In Speech 

Trainer, players can import their own pdf of a powerpoint into the game and use it on a 

virtual screen. Armed with a laser pointer and microphone which are controlled by the 

htc vive sticks, players can point at specific things and hear themselves through mic 

feedback from the back of the room. The game is free, and seems to have decent 

reviews, with an overall Steam score of 8/10.  

 

Finally, Toastmasters International, while not a game, is a club/organization whose goal 

is to educate people on leadership and speaking skills. Boasting hundreds of thousands 

of members all across the globe, Toastmasters is an organization whose values should 

be included in the game.  
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