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History of Great 
Board Games



Success with 
Standalone Apps



One App- 
integrated 
game under 
our belt



●Game map 
●Action cards 
●Currency 
●Research cards 
●Combat units 
●Alien invaders

Tabletop
●Real-time turns

Digital

...



Early Prototyping
1st Edition 
Simulated App 
Prototype 
Identifying Strengths



●“One-vs-many” multiplayer 
● (Wanted co-op) 
●Too much setup 
●Not enough discovery

1st Edition



Simulating 
An App
●Mapped logic 
●Separated from 
   physical space



Greybox
●TT designers able 
   to program 
●...just don’t look 
   too close 



●Flexible timing 
●Tactical interface 
●Social interaction

Tabletop
●Real-time interaction 
●Hidden information 
●Back-end complexity

Digital



Colliding Workflows
Waterfall vs Agile 
Changing too Fast 
Scaling Teams



VS



VS
?
??



●No central documentation 
●No communication channel 
●No middle man

Scaling Team Size



Playmaker
Streamlining 
Visual Scripting 
Modularity



Greybox
●Not very scalable 
●Not easy to learn for 
   non-programmers 
●To be honest, kind 
   of a mess



Playmaker
●Visual scripting 
   plugin for Unity 
●Created a contained 
   environment for TT 
   designers





Exception-based 
Mechanics
Expansion Content 
Digital Restrictions 
Creating Hard Divisions







Golem Arcana 
Hairbrained Schemes



●Game map 
●Player health 
●Items 
●etc

Tabletop
●Story nodes 
●Mythos events 
●Monster activations 
●etc

Digital

Create hard divisions:



Concealing Complexity

Board Game Complexity 
Player Interface 
BGG Evidence





Move Attack Interact



Move Attack Interact



Move Attack Interact





Actually Developing 
That Complexity 
Eyes Got Too Big 
1st Edition Compatibility 
Hunting Bugs





●5 Branching Scenarios 
● 4 “Alt-maps” each 

●9 Monster types 
● 5 Attack types against each 

●6 Mythos Event types 
●24+ Events per type 

●3 Puzzles 
● 3 Skins for each



●5 Branching Scenarios 
● 7 “Alt-maps” each 

●26 Monster types 
● 5 Attack types against each 

●7 Mythos Event types 
●24+ Events per type 

●3 Puzzles 
● 3 Skins for each



BUGS!
●Tabletop designers with 
   no software experience 
●Relying on tabletop 
   playtesters to catch  
   software bugs





Lack of Transparency 
Opacity in Mediums 
Mansions UI 
Improvements 
Separating Mechanics



Transparent until 
deliberately hidden

Opaque until deliberately 
revealed







●Game map (revealed) 
●Player information 
●Dice rolls

Tabletop
●Narrative branches 
●Story events 
●Monster actions

Digital

Separate based on opacity:



Discovery 
(Using Opacity Well)

Replayability 
Emergence 
Patterns in Randomness



Cycle of 
Eternity
●Most-played 
   scenario  
   ...by a lot



William 
Vanderbilt

Eugene



Main 
Plot

“Side plots”





“No effect.”



“No immediate effect.”



Alchemists 
Czech Games



Public Reaction
Skepticism 
Buggy Launch 
App Worth It?



Skepticism
●Concerns plagued 
   announcement 
● Platform support 
● Obsolescence 
● Cost





“Why is an app worth the 
hassle?”



Interfacing
App is “Blind” 
Interfacing is Expensive 
Who is doing the work?



?



Interfacing with a device 
distracts from the group 
experience.



World of Yo-Ho 
iello



Am I doing work for 
the app?

Is the app doing 
work for me?-or-







●Where an investigator is 
●When they were there 
●How much they pass/fail 
●Roughly how much damage has 
    been handed out

From One Node:



●Prototype early 
●Be careful of scope 
●Divide mechanics between mediums 

●Make interfacing worth the hassle

Takeaways

●Flexible timing 
●Tactical interface 
●Social interaction

Tabletop
●Real-time interaction 
●Hidden information 
●Back-end complexity

Digital



Andrew Fischer 
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