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Back to four steps

Foundations

Structure

Formal details

Refinement



Foundations

Basic Idea
Problems with bugs

Still checking idea



Structure

and fun
Are players reaching the objectives?

Are players engaging in conflicts?



Formal details

Functional

Internally



Get Focus Back

Accessibility

Refinement

| Prototyping Stage

1) Foundations
2) Structure
3) Formal Details |

4) Refinement




Functional?

Give your prototype to new testers
Say nothing

Can they finish it?



Complete?

Missing rules and mechanics

Unfinished parts (in terms of design)



Exercise
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Shooter

Rounds

Spawns / Spawns Kills



Loopholes
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Is it a loophole or a feature?

Give your prototype to seasoned testers
Ask to break the game

How far can they go?



Dead Ends

Can’t move

Can’t win or lose



Balancing

Balancing Variables
Balancing Dynamics
Balancing NPCs

Balancing Skill Level



Variables

HP, Speed, Time, Bullets...
Build 3 difficulty levels

Change variables one by one



Dynamics

New combinations of variables
WOMBO COMBO

Many examples



Reinforcing Relationships

Early Advantage
Easy to predict result
Boring

You can measure it



Exercise

How to eliminate 7
TCG

BR

Strategy



Dominant Objects
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Dominant Strategies

Tic-Tac-Toe

Not the same as favorite strategy



Balancing Positions

Symmetry (of what?)
Going first

Length of the game is important



Asymmetrical Games

Different characters
Different positions
Different Goals

What about your game?



Ticking Clock

Weak Defender

Strong Attacker

Limited Time




Protection

Equal powers

May change roles



Exercise

Add asymmetrical mechanics to you game



Individual Objectives

First to win?

Many winners?




Completely Asymmetric Games




What to do?

Playtesting script
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