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In maze exploration games, visual information is of-
ten the main clue for spatial understanding and movement
decisions. In this work, we developed DeepMaze, a 2D
maze exploration game in which sound can be used as a
main clue for exploration. In the game, information such
as the distance to the exit, movement direction, and ex-
ploration state is presented through sound. We also de-
signed a mode-switching feature that changes the listen-
ing focus between ordinary sound effects and functional
sounds emphasized in a focused listening mode. Through
this design, sound is treated not only as an effect or sup-
plementary cue, but also as a major source of information
for exploration. This creative note reports the sound de-
sign and implementation, and discusses the possibilities
and limitations of an exploration experience using sound
as a clue.
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