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Items of the modified Game Engagement Questionnaire (mGEQ)

[ltem

I lost track of time

| was focused on the game rather than my surroundings
| felt as if I was present at the High Harvest Fair

| was disappointed when | had to stop playing the game
| played without thinking about how to play

Playing made me bored.

Time seemed to stand still or stop

While playing, I thought about nothing but the game
story

9. I felt like I just couldn’t stop playing

10. [ was curious to see how the game would end

11. [ really got into the game
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" Removed due to a relatively low item-total correlation.
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Fig. 1. Screenshot of the NWHN 2 Game Development Kit (GDK].
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Fig. 2. Screenshot of the game mode, the inside of foster father’s house. The character with the circle on the ground is the PC. All other characters are NPCs
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Fig. 3. Screenshot of the Fairground area in the game environment.

Fig. 4. Sample screenshots of cinematic conversation.
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Fig. 5. Screenshot of the voice volume setting for VO and NVO group.



