profotyping, nnntmlurmimn{nlwmk,lnd seript), usability testing. and
iterative refinement based on feedback.

"If Only" was developed as a visual novel using Godot Engine, primarily
targeting PC platforms (Windows). The game's core is an interactive
narrative focusing on high school bullying, explored through player-drven
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choices that lead to branching storylines
endings.

esting confirmed that "If Only" performs smoothly s
Tm@ guration s!ypiMIIymadh]r'ﬂﬁh:mﬂ!ﬂﬂm
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intended




51  Suggestions

Based on the development and insights from "If Only." here are some
recommendations for similar projects or future versions:

. Broaden Platform Compatibility.

It's a good i s like this to work smoothly on

¢S, and Linux) to reach

ant. Giving players
re multiple save files

branches and nr:.__. ithou B o 11 '-'-I ﬂ.eirprum

4, E]e\rntg'fim i .:n :..||u"1

To help players feel more engaged and connected to the story. think about
adding more dynamic visual elements. This might include more varied
character expressions or poses, subtle animations, or even short animated
sequences for key moments to boost the emotional impact.



5. Expand Narrative Depth and Replayability.

Future games or updates could offer even more complex storylines.
Introducing more meaningful choices that lead to a wider range of different
endings or outcomes would encourage players to play through multiple
times and explore the Enmesliwmes[h}gdﬁfamﬂ views on bullying or

sh:ryl:lnlty how choices
feel, the user interface, and the overall game experience for any future

updates or new projects,
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