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Catch-up
● Gear VR: June 2015
● PC: October 2015
● Total units: >200k





www.bombmanual.com





This Talk

1. Discovering the game
2. Designing with focus



Discovering the Game



No Arcades









Who’s Playing
● Early adopters
● Kids
● Parents
● “I don’t play video games”



Not Making a Bomb Game





Finding Our Focus



Foster Interesting Communication







How The Manual Works
● Based on the state of the bomb, isolate the 

solution
● “If there is exactly one red wire, cut the first 

wire”





What are players bad at talking about?

● Visual stimulation
● Unfamiliar symbols
● Multi-tasking



Then add stress!





Pacing System
● Calculate a rough “score”
● Distract if needed
● Encourage last second saves



Music
● 30 second loops of increasing intensity
● Maximum pressure at T-30



What Hinders Interesting 
Communication?
● Ensure conversation is about player 

strategy, not designer intent
● Failure must be the result of avoidable 

mistake





Simple Interactions
● Hard decisions
● Easy input



Unambiguous Rules
● Guessing is always bad

● Wrong: cheated!
● Right: unsatisfied!











“Cut the second wire”



Enabling Player Trust
● Mistakes will happen
● How can we be confident in the rules?



Constructing the Rules
● Game generates rule data
● Game executes rules
● Manual is generated from the same rule 

data



Rule Generation: Property
● Fact about the state of the bomb/puzzle
● Evaluates to true/false
● “there is exactly one red wire”



Solution
● Unique index expected
● “Cut the first wire”
● “Press the button with the same label as in 

Stage 2”



Rule
● 1 or more Properties plus a Solution
● “If there is more than one Black wire and 

the serial number contains a vowel, cut the 
first Black wire”



Rule Set:
● Precedence list of rules
● Cover all possible bomb states
● “Otherwise” case keeps it reasonable



What about being static?
● Static now
● Wasn’t during development
● Might not be in future



● Manual is half the game
● Development effort reflected that



Recap
● Demoing allowed us to discover the game
● Focus on desired experience to guide 

decisions



Still Discovering
● Wider range of applications
● Competitive aspects



@benkane
www.keeptalkinggame.com


