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IN THIS THIRD ISSUE
WE TELL YOU OUR
FIRTS FEELINGS
WHEN TESTING THE
GAME FOR THE FIRST
TIME. EACH PARTNER
TELLS ITS OWN
EXPERIENCE PLAYING. 

Our pro jec t  t eam i s  so exc i t ed  because  we  a l r eady have

someth ing  to s ta r t  p l ay ing ,  not  the  comp le te  game

yet ,  but  a lmost .  We a l l  ha ve  p l ayed  and took notes

about  the  “ bugs ”  we  d i s cove r ,  and  some weeks  l a t e r

coms anothe r  v e r s ion of  the  game,  improved  and w i th

more  rooms and puzz l e s  to be  t e s t ed  by us  aga in .  I t  i s

l i k e  the  game i t s e l f  was  pa s s i ng  th rough d i f f e r ent  l e v e l s

to improve  i t s  gam ing sk i l l s…

In  th i s  i s sue  we  want  to sha re  w i th  you how a re  we  a r e

expe r i enc ing  th i s  p roces s  of  v i deogame c rea t ion .  

.
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Project has lasted for a year now. We have all done some serious work towards
creating a game that will help and improve people entering the open job market and

will be a valuable tool for job coaches all around the world. 



At first, the games were only ideas in our heads and on papers. It was difficult to
imagine how the game would actually look. We were excited to see the first game

version in March, so we now have had 3 months to experience the game and see the
constant updates based on everybody’s feedback.



We all have different previous experiences playing computer games, with some, who

have not played them at all and some who have a lot. That very much helps us see the
game in different viewpoints and make best improvements, because people with

special needs also have very different experiences with computer games. Teams are
constantly keeping the interests of clients in mind to really create the best tool.



First preview of the game had a true “wow” effect for all. The game looked fun and

easy, while providing a challenge that is exciting. Of course the first version had some
bugs and things, that would need improving but it’s interesting to see how far the

game has come in three months with all the partners coming together to improve it
the best way possible. 



The levels of the game are different, but still connected to each other. The point is to
ease the player into it, while slowly becoming more challenging and letting the player

discover their abilities and dreams. 



We are slowly working on the guidelines so the job coaches will get an awesome, useful
game with specific guidelines to help them move through the story of the game.
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INTRAS TRIES TO PASS
THE PUZZLES

Tes t ing  the  game was  a  new th ing  for  peop l e  who have  no expe r i ence  w i th  compute r  games  a t
a l l .  The  hand l i ng  of  the  cur sor  or  e ven  compute r  mouse  to nav iga te  the  a va ta r  can  be
cha l l eng ing .
The  ta sk  de sc r ip t ion or  i n tent ion of  the  puzz l e s  somet imes  i s  d i f f i cu l t  to comprehend -
neve r the l e s s  Soc i a l  I T  ha s  done  a  g rea t  job  in  imp l ement ing  our  i dea s  to the  d ig i t a l  wor ld .
Rega rd ing  the  s e t-up of  the  game,  we  saw our se l v e s  conf ronted  w i th  b ig  rooms and ba r r i e r s .
The  way to the  nex t  t a sk  was  somet imes  d i f f cu l t  to f i nd .  Some e l ement s ,ob j ec t s  or  s igns  tha t
gu ide  the  a va ta r  i n  a  c l e a r  d i r ec t ion to the  d i f f e r ent  t a sks  or  puzz l e s  wou ld  be  he lp fu l  for
the  p l aye r .
Th ink ing  about  imp l ement ing  the  game in  our  jobcoach ing  se r v i c e  we  th ink  i t  cou ld  be  a  g rea t
add i t iona l  too l  to ta lk  and  r e f l e c t  about  in te r e s t s  and  w i she s  of  the  s e r v i c e  use r s .   
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Playing a new game it is always a challenge, at least for someone who is not keen on

videogames. Work@ble scape room is besides something different, you start without

knowing what it is about and you find different persons making you questions that seem

to be easy, but they are not so easy. You have to reflect about your dreams, about why

those dreams are important for you, about what are your skills,…while you are passing

through various rooms and floors. 

The game outlook is appealing and aroses your curiosity. "What will come next?", you

think all the time.

Eventhough it is still under construction and it has still many bugs to correct and it is

not complete either, but despite all, you feel immersed in another reality. The reality of

your true dreams and values.




We are enthusiastic being part of this creation and looking forward to play the

definitive version!



Having worked for over 20 years in the vocational training of people with disabilities, aiming

at their professional rehabilitation, we have used almost all existing techniques and

methodologies.

The proposal to participate in an Erasmus + project for making a game, a digital escape room

aimed at training professional skills, piqued our interest and curiosity.

With well-organized steps and with the guidance and experience of the partners from LYK_Z

& dotre, we wrote a plot, made the game environment ,created puzzles and slowly the game

begun to take shape.

The presentation of the first demo at the meeting in Valladolid, Spain, gave us the

opportunity to play the game and get feedback to make the game better.

We had fun playing the game, we immersed ourselves in the plot, we succeeded at the

puzzles, and completed the game.

Nowadays everything is changing and becoming digital. It is very important to develop new,

attractive, digital educational material for our trainees.

The acquisition of digital skills and the upgrade of existing ones will be the cornerstone for

the integration of people with disabilities into the future of labor market.

With work@ble we start a different approach to vocational training.

Stay with us and play our game. Live our experience!
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THEOTOKOS’ PLAYING 



It has been very fun to test the game so far. The game
is playful and it captures the attention of the player

through a personal experience where the player learns
something new about him/herself. We see it as something

new and useful, and it starts a positive internal
reflection process. We feel inspired when we think about

what this game can do for people with big or small
disabilities. They can actually find their inherent qualities
and values, and based on this feel proud of themselves.

Lyk-z
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