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Don't be afraid to FAIL!

No pain, no gain.



Don't be afraid to FAIL!
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How DO people play your game?

e Accessible?

« Attractive to [:EISLIEI| players7

How WILL penple play_ynur game'?
« [Doesit have enough depth?
« Hardcore players able to exploit it?
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Gears of War 3
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Don't assume that the way it WAS is the way it IS, or the way it WILL BE




Don't assume that the way it WAS is the way it IS, or the way it WILL BE
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hat is

e [Lover
e [eamwark
e Hanking
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Don't assume that the way it WAS is the way it IS, or the way it WILL BE
.
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e Teamwork .—“—V
e Flanking —
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Trenches (version 1)

F

rcular design ¢
 No combat front

Trenches too shallow
« Rattlefield too porous




Deadlands Gears of War 3




Trenches (version 2)

Cover density too high
 [ombat too close

Trenches too deep
e Blind corners



Trenches (version 3)

OVET...
eamwaork...

* No flanking.




Trenches (version 4)




Trenuhes

Improved Gameplay Flow




Trem:hes Improved Gameplay Flow




Trenches Clear Lines of Sight




n[:hes Focused Combat Front




Trenches lteration is king

| Look at everything objectively and ask:

“How can I make this better
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Trenches Grenade Throw Distance
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wrent:hes Gameplay Balance




Trenches

Turn Failure Into Success




Trenches Turn Failure Into Success
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Data Analysis: Heatmaps

Trenches
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r'ent:hes Data Analysis: Player Movement




Trenches Data Analysis: Death Locations




Tent:hes Data Analysis: Loss of Combat Front




Players want - and NEED - choice.

1

How DO people play your game?

Accessible?
Attractive to casual players?

How WILL people play your game?

Does it have enough depth?
Hardcore players EI|J|E to Explnlt it?
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cho

Players want - and NEED

Trenches
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Trenches Beta Test Statistics

Games by ap By Host

MapName

MP_Checkout

MapName
MP_OldTown B MP_Checkout
B MP_Thrashball
. MP_Trenches

B P _oidTown

MP_Thrashball

Dedicated

MP_Trenches

GameType
MP_Checkout B Team Deathmatch

. Capture the Leader

1 )
MP_OldTown B King ofthe Hill

MP_Thrashball
MP_Trenches

400K 800K
Unique Sessions




Tr'ent:hes Heatmaps from public Beta Test




Tr"nt:hes Heatmaps from public Beta Test




Tr"nt:hes Heatmaps from public Beta Test




Scientific Analysis of Trenches in Beta Test

Trenches



Trent:he Be the player’'s advocate - not their judge

Cummunity‘ L
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Trenches lteration is king

| Look at everything objectively and ask:

“How can I make this better
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Trenches Spawns moved out of dead end.




Trenches Camping spots removed.




Trenches Improved Gameplay Flow




Trenches Improved Gameplay Flow




Trenches

Improved Gameplay Flow




Trenches Improved Gameplay Flow




The Legacy of Fail
— —

Trenches

WIns
Jon't assu ay it WAS = the way it IS
e Learn from yo ‘
o Players want and need choice

+ Be the player's advacate - not their judge

e |teration isking




Level Design in a Day 2012

L Legacy of IFa.
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The Legacy uf Fall ' Level Design in a Day 2012
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