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"Experimental”?

I totally agree with this post.

The approach is great, the ideas are great and the setting
and world building are interesting and refreshing.

But as a game-design student, if I would've handed this
in at any point during the year they would've failed me
instantly.

- . Like OP said, I get that the lack of guidance and help is
. . supposed to be part of the game. And that's fine! Having
your players experiment and try different things to test
the boundaries and possibilities is a great way to design a
. game, but it falls short here for 3 reasons.

1. Information overload, no pamphlet.

You cannot have your players figure out everything
themselves when your game consists of so many layers.
The game dumps hordes of information on you. Books,
lore, aspects, rites, followers, work, skills, stats, social
effects, physical effects, mental effects. All of these are
thrown at you, without explanation, at the same time.




"Experimental”?

Itis an ad vanitage to do things neone else /S dO/hg

Oﬂen no-one is doing those things because they /ook
: stupid

Often, they are stupid

It's hard fo tell until you do them



[ wasn’t lead on all these...

...but | signed off on every one and bear responsibilitAll were failures.

Black Crown Project (dumb commercial model)
Cabinet Noir GEVERY ] even heard of it?)
MaphinéCares! (incoherent creative vision)
BELOW ;(not the Capy one) (not distinctive enough)
Silver Tree (badly implemented)

Fallen London mobile (swollen budget, botched launch)
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Storynexus (actually just a dumb idea in lots of ways)



What do the successes have in common?

How do we get to not-stupid?
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Use your limitations
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The hull
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from piezoelectric effects associated wif

The inside of the hull is lined with boron carbide ceramic til
which has been coated with a polymer resin to prevent cracks o
shattering during normal travel; this resin is 2 mm thick on the outward
facing surface of the tile and is said to provide limited ablative protection
against pulsed lasers. The tiles are backed with a thick layer of woven fire
resistant polymer armor to limit spalling in the event of a
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What do the successes have in common?
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Divisive

...and when [ say ‘divisive'...

Seize forbidden treasures. Summon alien gods. Feed
on your disciples.Cultist Simulator is a game of
apocalypse and yearning from Alexis Kennedy,
creator of Fallen London and Sunless Sea. Play as a
seeker after unholy mysteries, in a 1920s-themed
setting of hidden gods and secret histories.

RECENT REVIEWS: Mixed (85)
ALL REVIEWS: Mostly Positive (1,208)

RELEASE DATE: 31 May, 2018



Divisive

...and when [ say ‘divisive'...










What do the successes have in common?




Advice...
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Béing a feedback sponge

* simple Cpré loop playable from day -Isuper important for iteration
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. ' : OU CAN DESIGN YOy
Being a feedback sponge

* simple core loop playable from day' 1- super important for it-erétipn
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* deliberately roguelike




What do the successes have in common?







Jake Birkett, “You’re Spending Too Long Making Your Game”

““"How long have you been working on
your commercial game so far?

41% <1 year
19% 1+ years
13% 2+ years

27% 3+ years
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Presentation Notes
Jake Birkett does a talk on the risks of spending too long making small games
Cellar Door gave a (really good) GDC talk after Rogue Legacy on their philosophy of making games as cheaply as possible... then their most ambitious game to date, Full Metal Furies, was a 'pretty massive failure' and they think the extra years development hurt rather than helped.

Derek Yu: 'finishing games is a different skill than making them.. I tend to sprawl, like many of us.

Personally: we all need validation. Not many people will just have sold a studio, but nearly all of us will agonise about whether people will like our work


Jake Birkett, “You’re Spending Too Long Making Your Game”

Dev Time vs Hourly Wage

*» Game grosses $100K on Steam
» Steam+taxes take 35%

» Game has $35K costs to recoup
* $30K net profit remains

* 1 year dev time = $14 an hour
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Cellar Door gave a (really good) GDC talk after Rogue Legacy on their philosophy of making games as cheaply as possible... then their most ambitious game to date, Full Metal Furies, was a 'pretty massive failure' and they think the extra years development hurt rather than helped.

Derek Yu: 'finishing games is a different skill than making them.. I tend to sprawl, like many of us.

Personally: we all need validation. Not many people will just have sold a studio, but nearly all of us will agonise about whether people will like our work





What do the successes have in common?







a Regular Frog

HOLY SHIT WE'RE OLD BRICK BUILDINGS

NO FUCKING WAY MATE

15,844 Retweets 57,711 Likes
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Ground,
hydro-pnet

The inside of the hull is lined with boron carbide ceramic
which has been coated with a polymer resin to prevent cracks
shattering during normal travel; this resin is 2 mm thick on the outward-
facing surface of the tile and is said to provide limited ablative protection
against pulsed lasers. The tiles are backed with a thick layer of woven fire
resistant polymer armor to limit spalling in the event of a
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Apophenian design




| Apophenian design

1. Don't simulate where you c al essons from other"

3.
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Apophenian design

1 -
Junior Work at Glover & Glover
A Work
The scratching of pens, the S R
sourness of dust, the sighing of the ’ T : Deue
younger Glover, the greedy 7 A a} Work at Glover & Glover
gurgling of the elder. 80.2s
% [N Curl my hands into the correct 29.7s
2 at Glover & Shapes, and begin. Acceptance
Glover
\/



Apophenian design

EVENING FALLS

| have my fire, my books, my clock, my window on the
world where they do other things. | could have been
unhappy. I'm not unhappy. This was a successful life, and
when it is over the sweet earth will fill my mouth, softer

than splinters. [This might be considered a victory.]

MAIN MENU BEGIN ANOTHER DESCENT




Apophenian design

mechanically




Apophenian design




| Apophenian design
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Apophenian design
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1. Don't simulate w




Don’t simulate when you can imply

THEME. FIRST: YEARNING. APOCALYPSE, EXPERIMENTATION |

lore se

mu5|c serves

...NB if a player doesn othe theme, you're f*cked, but that's same as
1t ever was '






Apophenian design




Apophenian design

2. Make design visible to players
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Presenter
Presentation Notes
This is really important for a constrained, experimental game. You *have* to leave things out, so it's easier to think earlier about what to take out

The St Exupery quote everyone knows

Garfield / Rosewater on complexity budgets


Cutting

% cutting helps focus on v
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What do the successes have in common?

How do we get to not-stupid?
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What we’d do differently: design

‘Ever tried; ever failed. Try again. Fail aga/n Fa//
 belter.” -

- _Beckez‘f

“Any fool can leam from their mistakes. The trick is o

learn from someone else’s.”

- Bismarck (approximaftely)



What we’d do differently: des:gn

THE FAULI LINE

Nothing is 100% original | ly meansborrowi ing
multiple | umptions;
solutic '

* Cultist Simulatorfault
progress?



What we’d do differently: ul
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The GDC board actually as ed:




What we’d do differently: ul

In expenmental games s aruabl even more |mportant to gg; the UI


Presenter
Presentation Notes
Paul K-T quote: I had said that I didn't think about the UI because the underlying mechanics were the important bit, and the UI came later. I was overstating for hyperbole, but still, he helped me realise that this was sillier than I'd intended. The medium is the message.
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art: (@ungapants
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