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Playtesting Review



Playtesting Review

e Was habt ihr als Feedback bekommen?

e Was war bei euch das grofite Thema?
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Planung

Workload

Polishing & Testing



How to squeeze more juice out of your game?




How to make your game feel better?




Keywords

( Randomization )

( Animations (Easing) ) ( VFX (Particles) )

( Impact Effects )

( Delay / Slow motion ) ( Higher Rate of Fire )

Make your game feel better

( Scaling ) ( Rewarding Sounds ) ( Dynamic Camera )

( Bouncing ) : Ul Sounds ( Screen Shake )

( Wobbling ) [ Action Sounds ) ( Explosions )
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https://www.youtube.com/watch?v=Fy0aCDmgnxg







Trails

KIKAN. HAW



Dust Clouds

Kawaida's Journey. Cultural Games



Dust Clouds

Kawaida’s Journey. Cultural Games



Ruickstof3

Kawaida’s Journey. Cultural Games



Coyote Time




Hitboxes

Tile Collsion Editor

1,000
= monkey0_icon.p...

spine.
(]

box2d:bodyType dynamic

box2d:sleepAllowed

emotional

environment global_character

life:despawnOnDeath

move:gravityScale 0

move:usePhysics

skeletonDef

usePhysics

0,0 (164, 215)

Kawaida's Journey. Cultural Games



Breadcrumbs

002578290 €269

New Super Mario Bros. U Deluxe. Nintendo 2019



Rule of Three

x+--once you've shown something to the player a minimum of
three times in different situations, you can start to mix it up
without being completely unfair.”
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Doucet, Lars (2010): Practical Game Design : The Rule of Threes. Gamasutra. https://www.gamasutra.com/
blogs/LarsDoucet/20100304/86796Practical_Game_Design__The_Rule_of_Threes.php (28.4.21)






Parallax Scrolling

e Background Layer F

e Foreground Layer ﬁ
e Gleiche Richtung

* Verschiedene Geschwindigkeiten : :
Atroxide (July 28, 2012). Parallax Scrolling. Imgur. https://

imgur.com/parallax-scrolling-vjkNf
Nicht zu starke Bewegung
Nicht zu viele Layer

Kein Parallax auf Laufebene

LayerPosition += KameraDelta x ParallaxFaktor



Lebendige Spielwelt
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Game Maker’s Toolkit (07.12.2023). How | polished my indie magnet puzzle game
(Developing 12). YouTube. https://www.youtube.com/watch?v=n8bqjpqOMIiw


https://www.youtube.com/watch?v=n8bqjpq0MIw

( Delay / Slow motion )

My Friend Pedro © 2019 Devolver (DeadToast Entertainment)






Camera for 2D Sidescroller
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e Directing attention
e Enhancing interaction

e Providing comfort

-> Supporting game mechanics

Follow The Action

Attention
% v
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Interactlon Comfort

The Elements of Scrolling © 2015 Itay Keren



Edge-Snapping
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Kung-Fu Master © 1984 Irem



Position-Locking (center)
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* Focus on player character

e Equal visibility in all

directions

e Unsteady and bumpy

Rally-X © 1980 Namco



Position-Locking (off-center)

e Lock Y-axis cecee 0 80000
o Static-Forward-Focus
e More visibility in one direction

* Non-dynamic

CREDIT 00 '

Pac-Land © 1984 Namco
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Level Design Review



Level Design

.Create interesting gameplay situations”

Lee, Steve (26.08.2024). Every game designer should understand Orthogonal Design. YouTube. https://
youtu.be/hW5s5Wb5vo4?si=tCybW9Rx48vy7iLi



Interesting Gameplay Situations

e Welche Stellen waren besonders schon und warum?

e Welche waren hakelig und wie konnt ihr diese besser
machen?






Difficulty

Situationen einteilen in
a) Easy

b) Moderate

c) Harder

d) Very hard...

-> Build ,, Template Piles”
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Pacing / Dramaturgie



Pacing

e General order and rhythm of your level

 Level of intensity



Beats and Variation

Metric Stress

Rhytmic Stress

fast paced / slow paced?

Anticipation Example © Max Bredlau




Gameplay Flow

e Complete involvement in the game plot
* Neither over- nor under-challenging

e Immersion!



Flow Channel

Flow
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Schell, Jesse (2008): The Art of Game Design. Elsevier. S. 121



Flow Channel

Anxiety Flow
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Schell, Jesse (2008): The Art of Game Design. Elsevier. S. 121



AKT3.. A
HOHEPUNKT (PERIPETIE)

Die Handlung erreicht ihren Hohepunkt (Klimax).

AKT 2 / AKT 4

Steigende Handlung - mit erregendem Moment
(Katastase) Die Situation verscharft sich. M o M E N I

Fallende Handlung mit hinhaltenden Momenten.

Die Handlung verlangsamt sich, um in einer Phase der héchsten
Spannung auf die bevorstehende Katastrophe hinzuarbeiten.

AKT 1 AKT 5

EXPOSITION KATASTROPHE

. . N Es kommt zur Katastrophe.
Die handelnden Personen werden eingefiihrt,

der dramatische Konflikt kiindigt sich an.

Wikipedia (2020): Regeldrama. https://de.wikipedia.org/wiki/Regeldrama (30.5.22)



Level Dramaturgie

1. Einleitung | 2. Exposition 3. Verwicklung 4. Peripetie 5. Losung

1. Start 2. Quest 3. INTRO 6. BONUS 9. PRE FINAL 12. Auslauf
4. TryOut (easy) 7. MID 2 (harder) 10. Intermezzo & end
5. MID 1 (moderate) 8. Intermezzo 11. FINAL (hard)

Kawaida’s Journey images © Cultural Games UG (haftungsbeschrankt) ,,Tiled” Map Editor by Thorbjern Lindeijer



Spannung

Level Dramaturgie

9. PRE FINAL (harder)

7. MID 2 (harder)

5. MID 1 (moderate)

11. FINAL (hard)

8. Intermezzo item 10. Intermezzo item

4. TryOut (easy) 6. BONUS scene

3. INTRO new mech / topic

1. Start item & 2. Quest (no danger)

12. Auslauf & end dialogue

Level Progress

>



Level Dramaturgie

1. Einleitung | 2. Exposition 3. Verwicklung 4. Peripetie 5. Losung

harder
moderate
— Bonus

3 =

1. Start 2. Quest 3. INTRO 6. BONUS 9. PRE FINAL 12. Auslauf

[ no danger ] 4. TryOut (easy) 7. MID 2 (harder) 10. Intermezzo & end
5. MID 1 (moderate) 8. Intermezzo 11. FINAL (hard)
Start slow Alternate Highs and Lows Avoid maximum intensity

Kawaida’s Journey images © Cultural Games UG (haftungsbeschrankt) ,,Tiled” Map Editor by Thorbjern Lindeijer



Your Turn

-> Aus Testszene 1-3 richtige Level konzipieren

1. START (easy) 2. MID (moderate) 3. MID 2 (harder) 4. BONUS 5. FINAL (hard) 6. ENDING

Wechsel zwischen Spannung & Entspannung



