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GAME DESIGN TEST

IPHONE GAMES
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Part one: game analysis
Select one of the three games you’ve just listed.

· Game chosen: Diablo 3
All the following questions in this part will refer to this game.
1.1 Game screenshot
Insert one screenshot that you think best represents in-game action.

1.2 Game structure
Describe the game structure: 

· Main goal: 
· Kill Diablo
· Secondary goals:
· Find better gears
· Challenge higher difficulty
1.3 Memorable moments
1.3.1 Describe one memorable gameplay moment happening in the game. Add screenshots if necessary. 

· Memorable moment: The player entered the chamber and saw the dead Skeleton King sat on his throne. Once the player put the crown on the Skeleton King, it made him alive again. There was a short cutscene. The scattered armors on the ground suddenly reassembled and attached to the Skeleton King. The Skeleton King slowly stood up and walked to the player, and started attacking the player.

1.3.2 Provide a quick analysis of this memorable sequence: why is it entertaining, why is it successful?
The Skeleton King is the first major boss that players will meet. When players put the crown on the king, the powerful magic brings the king back to life. The cutscene is not too long in order to keep intense pace. At this moment, players are still very weak but they are forced to fight. This tough challenge is a great chance to let players organize their choices of skills. Players need to sort out what skills are good against him. The development team did a great job here to arrange players’ level. Players unlock enough skills to build a good strategy to fight against the Skeleton King.
Part two: platform game design
Goal: define the basic elements of an iPhone platform game (like Rayman, Mario, Sonic…), and create a level using these elements. It must be a side-view game, 

2.1 Main character and abilities
Basic abilities are:

· Move to the right

· Move to the left

· Jump (Jump height = twice the character sprite height)
· Crouch
2.1.A) Design the main character, make a short description of him/her below: (no drawing needed)
The main character, Martin, is a young boy. His mother was a Japanese ninja, and she met his father in a car accident while his father travelled in Japan. They fell in love immediately and got married. Martin learned Ninjatsu from his mother since he was 5 years old. At the age of 12, he followed his parents and went to United States. He quickly loved extreme sports and started play skateboard.
2.1.B) Describe the game context shortly (setting, background…)
One day in the afternoon, Martin was surfing his skateboard on the street. A drug dealer came up to Martin and wanted to sell some drugs to him. Martin didn’t want to get in trouble so he ran away, but the drug dealer went crazy for no reason. The drug dealer called out all his gangsters and went after Martin. Martin decided to…fight back!
2.1.C) Define 2 special skills for the hero. Those skills should be available from the beginning of the game.
Special 1: Skateboard strike. The hero swings his skateboard to smash enemies right into their faces.
Special 2: Shuriken. The hero throws shuriken to harm enemies and destroy objects.
2.1.D) Define 1 special skill that will be unlocked at a specific point in the level (i.e. not available from the beginning of the level).
Note: This skill will be used in the LD of Part three.

Special 3: Wall Jump. When the hero jumps into a wall, he pushes off its surface and be able to make another jump.
2.2 Entertainment culture / Competitors
2.2.A) Taking examples from other entertainment products (movies, TV shows, music, arts…), what would be the key references for your game? Add visual references if needed.
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2.2.A) What are the direct competitors of this game? (i.e. of the same genre, on the same platform). Add screenshots if necessary.
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Random Heroes series
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League of evils series
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Metal Slug


2.2.B) What are the other competitors of this game in terms of gameplay? (i.e. on any other device). Add screenshots if necessary.
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Megaman
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Skater Boy
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Donkey Kong Country


2.3 Controls
2.3.A) Define the controls under the following constraints:

iPhone 3GS
- 1 virtual pad + 2 buttons.

- Double input (i.e.: two simultaneous inputs on different parts of the screen can be detected)
1) Move to the right: move virtual pad right
2) Move to the left: move virtual pad left
3) Jump: tap JUMP button
4) Crouch: move virtual pad down
5) Skateboard strike: tap ATTACK button when an enemy is in melee range
6) Shuriken: use virtual pad to indicate aiming direction, tap ATTACK button to throw a shuriken
7) Wall jump (to be unlocked later): tap JUMP button when the hero jumps into a wall
2.3.B) Which specific issues should you cover in order to ensure maximum usability on this touch-screen device?
· The virtual pad and two buttons have to be transparent on the screen and stay at the bottom side of the screen to maximize users’ vision.
· The camera should pan accordingly to fit level’s needs. The hero is not necessary to always stay at the centre of the screen.
· When developers work on level design, they should avoid overlapping critical objects and UI elements.
2.4 Gameplay elements
The goal of this part is to define the basic level design elements of your game.
Surface properties

The map is composed of different surfaces. 
Ex: basic surface is solid ground.
Properties: Objects (including player) collide with the upper part of the tile. Player and NPCs will therefore be able to walk on it.
2.4.A) Define 3 other surfaces

Surface #1: Solid ground
Properties: The most common surface. The hero can walk on it. When the hero’s walk speed reaches a certain level, the hero starts surfing.
Surface #2: Loop slide
Properties: The function of the loop slide is similar to the slide in Sonic. The hero needs to surf on skateboard to pass the slide.
[image: image9.jpg]



Surface #3: Spikes
Properties: Sharp spikes do fatal damage when the player or NPCs touch them.
Interactive elements
Players can interact with these elements to reach new places in the level, collect bonuses, destroy enemies or do anything else you want.

For instance: barrels from ‘Donkey Kong Country’, pipes from ‘Mario’, plums from ‘Rayman’.
2.4.B) Define 2 interactive elements and describe the gameplay they create.

Interactive element #1: Railings
Gameplay:

When the hero stands on railings, he will start surfing automatically. While the hero is surfing on railings, he can attack enemies by surfing through them.
Interactive element #2: Rope
Gameplay:

The hero grabs the rope to swing back and forth to jump over a long gap.
Enemies
2.4.C) Define 2 enemies and describe their behaviour.

Enemy #1: Gangster
Behaviour:

Gangsters use assault rifle to attack. They are weak but are very loyal to their boss. They won’t retreat or even move a bit until they kill the hero. Gangsters always face to the hero to shoot, but they won’t attack if they are off the screen.
Enemy #2: Mad chef
Behaviour:
Bad chefs are busy and strong. They are always running and swinging their kitchen knife in both hands all the day. They move forward recklessly and don’t care where the hero is. They reverse their direction if they hit a wall.
Rewards
2.4.D) Describe the in-game reward structure (during a level):
When the hero kills an enemy or destroys an object, it drops some coins. 
2.4.E) Describe the out-game reward structure (in-between levels):

1. Depends on time the hero spent on finishing the level, the system ranks the player’s performance from 1 to 3, where 3 is the best. Bases on the rank, the system rewards the player certain coins accordingly.
2. Before the hero moves to the next level, he can visit the shop and use coins he got in the level to buy advanced items and equipments.
2.4.F) What kind of behaviour is encouraged by this reward structure?

By this structure, it encourages players to pursue the highest rank in the level in order to get most coins. Coins can turn into better gears, and better gears help the player getting better performance.
2.5 Game audience
2.5.A) List the features that will make your game appealing for a casual audience (i.e. not hardcore gamers)
1. The control is instinctive and very easy to understand.

2. The theme is very interesting and combines two popular subjects, ninja and skateboard which appeals more potential audience.
2.5.B) Which additional features will you add to make it also appealing to a mass-market audience?
1. Achievements

2. Social Network Share/Gift giving

3. Speed run ranking
2.5.C) Could you imagine a concept targeted to the girl audience?

Yes. This game could appeal some girl audience. The main character, Martin, is a young boy who is a ninja and loves playing skateboard. All things Martin does in the game are cool stuffs, and it is what teenage girls are interested. 
Part three
Goal: Create a level using all the elements listed above.
3.1 Visual references
3.1.A) Taking inspiration from mass-market media, entertainment (music, movies, animation, comics…), or any medium of your choice, add a set of visual references that will help the team to set the tone of the level.


3.2 Level design
3.2.A) Describe how and when is the third character skill is unlocked in this level.
When the hero reaches the area, the hero learns the third skill immediately. A message pops up to teach the hero how to use wall jump. Also, the jump button on the screen keeps flashing to guild the player what and how to do.
3.2.B) What will you do to ensure players understand its use and master it immediately?
Using wall jump is the only way to solve the puzzle. The pop up message will stay on the screen until the hero successfully performs wall jump. The hero needs to complete 3 successive wall jumps to reach next area. The distance between two walls is very close so the hero doesn’t need to use virtual pad to move but press jump button.
3.2.C) Use all the elements you’ve just defined to build a level. 
The level should feature all the surfaces, design elements and enemies you have described in this test.
The constraints are the following:

· Max level size: 8000*2400 pixels (width*height)
· Max character size: 70*115 pixels (width*height)
(these are max values so they could vary if you think it’s appropriate)
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Actual level size: 6067*2220 pixels (width*height)

Actual character size: 55*95 pixels (width*height)
3.3 Fake screenshot
Using whatever bitmap editor you want, make a fake screenshot of your game
Constraint:

· Screen size: 800*480 pixels (width*height) – landscape format
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Rate your design experience in the following fields:




















Are you familiar with game prototyping tools? Y/N	Yes





Which ones?		UnrealEd, Unity, GECK and Torque X 2D





Rate your knowledge of these tools: (indicate their name)





Sports games





Puzzle games





Platform games





Racing games





Torque X 2D





GECK





Unity





UnrealEd





FAVOURITE GAMES





List the gaming devices you own or have played a lot (from most recent to oldest):





iPad, Xbox 360, iPhone/Android phone, Nintendo DS, Windows PC, CPS 3, CPS 2, NEO GEO MVS, NES, DOS PC





Name three AAA games of the past 2 years you have personally enjoyed from a game-design perspective. The games can be of any genre, and on any hardware (iPhone / console / PC / mobile).





Indicate their sales figures and/or ranking when available. 








Game�
Metacritic Score�
Sales Record�
�
Bioshock Infinite�
94�
BioShock Infinite sold 878,000 copies in the US during March (�HYPERLINK "http://www.videogamer.com/xbox360/bioshock_infinite/news/bioshock_infinite_sold_878_000_copies_in_the_us_during_march.html"��Source�)�
�
Diablo 3�
88�
Diablo III passes 12 million sales worldwide


(� HYPERLINK "http://www.computerandvideogames.com/390025/diablo-iii-passes-12-million-sales-worldwide/" ��Source�)�
�
League of Legends�
78�
Free to play�
�






� INCLUDEPICTURE "http://www.mmogames.com/wp-content/uploads/2013/11/action-mmo-games-diablo-3-review-screenshot-3.jpg" \* MERGEFORMATINET ���





Sample target hardware: iPhone 3GS





� HYPERLINK "http://www.apple.com/iphone/specs.html" �http://www.apple.com/iphone/specs.html�





Character:


� INCLUDEPICTURE "http://fc00.deviantart.net/fs70/i/2010/242/3/a/craig_tucker___skater_by_xxjaninexx-d2xmkyz.png" \* MERGEFORMATINET ���� INCLUDEPICTURE "http://t2.gstatic.com/images?q=tbn:ANd9GcRvmCWf9N9MMdjPLjtpNR1WiYwbEPdK7LZ5T84rP5FcpC6vzbig" \* MERGEFORMATINET ���� INCLUDEPICTURE "http://i1.cpcache.com/product/383586468/skate_dont_hate_hoodie.jpg?color=Navy&height=225&width=225" \* MERGEFORMATINET ���� INCLUDEPICTURE "http://25.media.tumblr.com/tumblr_m68m7axyzW1rqr3l4o1_500.jpg" \* MERGEFORMATINET ���� INCLUDEPICTURE "http://cdn.designrfix.com/wp-content/uploads/2010/01/skateboard-deck-design-14.jpg" \* MERGEFORMATINET ���





Level visual reference:


� INCLUDEPICTURE "http://www.skullcandy.com/cms/images/uploads/news/882/942_27_py0v1411__large.jpg" \* MERGEFORMATINET ���� INCLUDEPICTURE "http://farm7.staticflickr.com/6180/6194574737_9fe957f47c.jpg" \* MERGEFORMATINET ���� INCLUDEPICTURE "http://online.wsj.com/media/0320taxi01_J.jpg" \* MERGEFORMATINET ���


� INCLUDEPICTURE "http://spong.com/screen-shot/s/k/skate226548/_-SKATE-Awesome-First-Gameplay-Video-_.jpg" \* MERGEFORMATINET ���� INCLUDEPICTURE "http://www.bloglet.com/gallery/the-best-skateboarding-games/the-best-skateboarding-games.jpg" \* MERGEFORMATINET ���


� INCLUDEPICTURE "http://t0.gstatic.com/images?q=tbn:ANd9GcSUjGnqZ19W95e-DcsD-np0W9uZEAX48cw_yMqM1h3FdRPB5c0" \* MERGEFORMATINET ���
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