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Where’% The Fun?

How to Test Your Game Before You Build a Thing

Rob Davis
Creative Director, Playniac
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As game designers we often
struggle with the ways that we
might model, simulate and
retine games...
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...and yet as humans with an
innate sense of play those
techniques are all around us.
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Dealing with banks and loan sharks in Dope War (PC, 2000)
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Welcome.

No more debt for me!
My house is all paid off! & Bank of Nintendo
Gregory Branch ABD

Paying off mortgage and using ATM in
Animal Crossing: Lets Go To The City (Wii / 2008)
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Cat On Yer Head at Bright Club, London, Nov 2010 %
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A game about having a cat on your head







Rules for cat: ,

* |F someone taps your shoulder
and says “cat” THEN the cat has
jumped on your head

« WHILE the cat is on your head,
REPEAT the word “cat”

* To make the cat jump onto
someone else’s head, tap their
shoulder and say “cat”



i<



Rules for mouse:

* |F someone taps your shoulder
and says “mouse” THEN the
mouse has jumped on your head

« WHILE the mouse is on your
head, REPEAT the word “mouse”

* To make the mouse jump onto
someone else’s head, tap their Y
shoulder and say “mouse” A%



Game Over
You Got Caught!

YOUR SCORE:




Win condition |
LAME OVER

PRESS START

* |F you have the mouse on your head
AND someone taps you on the
shoulder and says “cat” THEN stana
up and shout “game over”

v



Win condition |l \\

=
5T

Cat win . Ay
i 11 1 = s

* |F the cat catches the mouse before
time up THEN the cat wins

Mouse win

* |F the mouse is not caught before
time up THEN the mouse wins Y
playniac



Balancing

* To be fair the game must be equally
difficult for the cat and the mouse



Extending

e Two mice
* Dog

e Mouse hole

e (Cheese

« Super mouse, secret agents,
minefield, etc.
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Flow: The player wishes to activate the attractor field (must be player's
turn and this feature must be available for the current mission).

Action: Player clicks the Attracfor field on/off button on their player
character (or presses the "A’ kay) to toggle the attractor field on.

Result The attractor field anergy level staris lo decreasa. The player
character shows tha attractor fiald graphic / animation and aliens
are drawn towards it according to their mass and proximity (Figure
1)

Flow A Tha playar has linishad using the attractor Nield (or i
has run out of enargy).

Action: Player clicks the Aftractor field on/olf butlon on thair
player character (or releasas the ‘A’ kay) to toggle the
attractor field off,

A[ien Farm use-case Rosult The attractor field energy level stops decreasing

Iha attractor hiald graphic / animation stops and the
pliens are no longer drawn fowards the player
charactor

m Fa ﬁﬁ g _. FTgurn 14, Attractor fiald pEﬂrﬁiaﬂt






Use-cases

« Becomes large document that is difficult to
maintain... And no one wants to (re-)read!

« Useful for more procedural software; less useful
for most games

* Does specify game functionality very precisely,
but leaves little room to maneuver in
implementation

« Doesn't give a sense of what the game is like to
play or how the game GUI might work

* So we needed a better technique... ' Y
playniac’
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TEST: blakesZS in Glasgow just med the Salty Sea with £127, Professor Green stys *the jelyish malvm you™ . | o || 2 || Achievements

British Gas The Big Generation Green Ouz' wireframs

Wireframe for island view







Static Wireframe

« Gives immediate visual sense of game screens
and functionality

« Allows some GUI design to be done early and in
an abstract manner

* Can be assimilated easily by technical and non-
technical readers

« Useful for design and dev teams

« Difficult to get a sense of screen flow and user
Interaction, so...
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User testing with Interactive wireframe




Dynamic Wireframes

« All the benefits of a static wireframe

« (Clearsense of screen flow and some sense of
game dynamics

* Extremely easy to assimilate
« Extremely useful for design and dev teams
 Easy to maintain once set up

* Can be used for live testing with target

audience V
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The racing was exciting, the preparation and money
management aspects added to the atmosphere and
having to pay your bills at the end of the month
added real jeopardy. There were several ways you
could prepare for races, and they were varied enough
that all the players adopted different strategies, and
those approaches had distinct outcomes. There was
enough riding on the races to make strategies that
looked risky actually risky, but enough pressure from
the requirements of rent, wages, and maintenance to
make coasting along impossible.

Matt, paper tester
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S ﬁr | I.HPH‘ 6 \



Overview

Introduction Balancing Wrap up

A game without

; User testing
software . o

Documenting games

» se-cases s Clhuarview
* Static wireframes

® |nteractive w







Paper Test Toolkit

Monopoly money (Ebay)

D6, D10, percentile and blank dice + cup

(witzigs.co.uk, www.thediceplace.com)
Plastic counters (witzigs.co.uk)

Blank cards (witzigs.co.uk)

Post-it notes

Pens and plain / coloured paper

Anything else that seems relevant to your
game!
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Squeaky Pete gets into a fight,
trashing a night club. What do you
da?

A

Pay 2,000 cones to fix the damage and
bribe the press

B

Do nothing and hope the story dies
dawn

e i "mm il
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MONEY TROLBLES!

The upkeep and garage fees for staring The Snowman's 20 classic cars sre threstening to bankrupt you.

Ingist he sells some of them? Let him keep them but qu.llﬂrm's stay outside,
where their value will depreciate

<] g 8l A

PR T,

D T T

EHEIHE : inished storylets
SOUIRRELS Frshed s V.



3rd

157”[':!{ ; Lap 2/3
=y ) f" ’g_n

i & . | F
=6 ¢
i

w

RACING

STTHIREFS Race wireframe




Opponent

STATS

Sl -7

:|'i._'.|_.5,3d|_ﬂ!
ol st

Uikock for
150 XP

Opponent
STATS
Strength -5%

Melood (TR

Focuis -5
St

(Based on
yourr stals)

Stat boost
S of De
ol Db
SFoof DG

Stat boost Fee
BxD10 s0%of D10 || 100
7010 0% af D10
10 AFeaf D10

]
I

N D s 1 1T Fom s b

Lindock for

300 XP

'-]'.'51 LB B

STATS

P A |.:|'.'| [
Felinnd 5
P (7
ST .Y T

'-EEI-E.'!I_.LI:
YOI Stads)

K

| r-'_-ll""'FE.|I 1 i

ur stats)

.1

Fon

200
g

RACINGE

Hr""ui:‘i-|

[l IH:




race calculator.xls

L W - : 2 T AS
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Aside: MDA model of game
design

e Mechanics
* Dynamics
» Aesthetics

« Marc LeBlanc's game design workshop at GDC

(www.8kindsoffun.com)

« Paper by Hunkicke, Zubek and LeBlank
(www.cs.northwestern.edu/~hunicke/MDA pdf)

v
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Paper [esting

* Does not convey game mechanics

» Establish game dynamics early

« Conveys substantial part of game aesthetics
« Easy format to refine and tweak game play

* Refine game balance early

* Fun way to test game with no code

playniac’
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Early character

sketch
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INTERNATIONAL RACING SQUIRRELS
CHARACTER DRAFT #02

TARANTULA TALYA

(COLOUR BLOCK).

Early colour-
blocked artwork
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User Testing

Be clear exactly what is being tested

Test at several stages betore and during build,
from look and teel to alpha / beta

Invaluable feedback direct from target audience

Chance for dev team and design team to “see
the game through new.eyes”

Very honest — be ready for heart-warming
compliments and gut-wrenching criticism

A lot of conclusions can be drawn from the

results — don’t ignore them! \ A
playniac
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e Balancing

settlngs in the‘game









Equations for
mood and energy
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International Racing Squirrels
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Total Events Unique Events Event Value Avg. Value

64 63 3,706 57.91
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2
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Total Events Unigue Events Event Value Avg. Value

64 53 201,850 3, 153 91

% of Site Total: 3.46% » Of Site Total: 34.43% % of Site Total: 95.82% Site Avg: 113.93 (2,668.40%)

Total

Event Labal Event w Unigua Evonts Event Valuo Avg, Valua

15 14 B.550 570.00
10 10 r.rn Tr3.10
B2TT 1,182.43

15,454 2 575 67T

248 1,4458.20

18,083 J,818.60

32 TAT B.656, 75

28,258 B,564. 75

F s 15,454 B, r&7.00

F 12 248 24,00

Filter Event Labet | containing &4 G Advanced Filter

Show rows: | 10 kel 1-100f13
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Balancing

« Start with a system-wide strategy and the right
formulae

« Start with paper test findings
* Refine using the user test results
« Refine using testing company results

« Refine using using Google Analytics or any
other data capture techniques

* lterate until it's right V
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Wrap up

« We have an arsenal of approaches available in
our toolbox

« We can use them to understand, explore and
play our games before and while we build
them.

« Building games takes a long time — the more
we can understand early on and before we
start, the better.

* Use the lessons these techniques show us
about our games to make them better! V

playniac’



International Racing Squirrels launches Autumn 2011 1 V



Rob Davis

Creative Director
Want to get involved in game

Pl ayniac design or game development?
Come work for Playniac. Drop

me a line.

Robl(at)playniac(dot)com

@rbdavis ‘Cat On Yer Head’ will be live at

GameCity, Nottingham, UK,
26-29 Oct 2011

www.playniac.com

@playniac

www.facebook.com/RacingSquirrels Y
@RacingSquirrels ‘
94 .
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