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DEPTH IN SIMPLICITY:
THE MAKING OF JETPACK JOYRIDE

Luke Muscat
Chief Creative Officer
Halfbrick Studios
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INTRODUCTIONS! UT" ¥

-Luke Muscat
-CCO @ Halfbrick

-‘Made these:
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WHAT THE HELL IS THIS ABOUT?

Like a post mortem... kind of

Lots of crazy random design points about
Jetpack Joyride

More than I can fit into an hour!
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CHAPTER #1: A GAME IN 4 WEEKS



4 WEEK GAME?

< HALFBRICK



GOALS / PILLARS

-1 Button

-Super accessible

-Ad break play

-Depth for the hardcore's



THE PROTOTYPE
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THE PROTOTYPE

Score: 19
Best: 19
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CHAPTER #2: IT BEGINS



PREFACE: JSI / RSO
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PROCEDURAL LEVEL GENERATION

-<3 Levels

-Only designer on
2 projects = time
poor

AUTHORED LEVELS

GVOIIYOM ¥3N9ISI0

PROCEDURAL LEVELS

TIME



Zappers
-Coins
-Lasers
-Missiles
-Tokens

TYPES OF ENTITIES

‘Vehicles
-Rotating Zappers
-Coin Streaks
-Missile Streaks



INTERVAL SYSTEM

-Everything is placed by the interval
system.

-Every entity type has a probability of
occupying next slot.



INTERVAL SYSTEM

REGULAR INTERVAL




INTERVAL SYSTEM

TOTALLY RANDOM INTERVAL




INTERVAL SYSTEM

MIN / MAX INTERVAL
e L ———
MINIMUM INTERVAL LENGTH MAXIMUM INTERVAL LENGTH
N i = W =
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MIN INTERVALS = UNFAIR
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MIN INTERVALS = UNFAIR

" THE PLAYER REACTION-O-METERS 2

"Ball B



UNFAIR GAME IS UNFAIR




COSTS OF FAILURE

-Time lost
-Feeling of failure

.Friction on starting again (retry loop)
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EMOTIONAL COST

FNSELS '
19 J \

.

IN SOME PARTS OF THE WORLD, TRAINED
MONKEYS ARE USED TO HARVEST

COCONUTS!




EMOTIONAL COST
E 16ATM

- LECTED 183 ® 3,48
AND COL AULTIME

THE STASH

15696 @
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~ — - I PLAY AGAIN
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EMOTIONAL COST
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GAME DEVELOP

EMOTIONAL COST

MISSION]COMPETE
OLLECT 400 Coins 13
AME.

I.EVEL UP'

i | rewarn: 2,000 ®
*% % HIGH FIVE 75 SCIENTISTS, 28 T0 GO.

ﬂi“‘
é‘% COVER 1.000m ON FooT. 1.000m TO GO,

(-,) BRUSH PAST IS Rep FLASHING LIGHTS |y ONE
S GAME

NEXT

CONTINUE
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| | ;

FINALSPIN |

YOU FLEW

2BlM

AND COLLECTED 4@

S

THE"STASH

1763 @

- I PLAY AGAIN



CHAPTER 3: TESTING TIME



CHRISTMAS 2010

o WACHINE GuN=g

JETPACHK
P~ &
[START |
I. i L
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CHRISTMAS 2010
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PLAYTESTING NINJA STYLES

MAChIYE @@m

UPDATE #]

CODENAME: PROFITABLE STABILITY

» ADDED PROFIT BIRD GRAPHICS AND SOUNDS!H!
* ADDED ART+SFX FOR BUBBLE AND STEAM JETPACKS!
* FIXED FONT + SHOP ISSUES ON IPAD

* TWEAKED DIFFICULTY PAST THE 2000M MARK (NsTEAD
OF GOING FASTER THE OBSTACLES GET CLOSER TOGETHER)

* ADDED CATEGORIES AND PROGRESS TO ‘MY STUFF'

<+ MCW DDATATVOLE CAMCIIMEADIC ITEMCIN (12181 B AST

HACH u@_ I
JETPRALK

FINAL BETA!

WE HAVE JUST 2 WEEKS LEFT! THIS IS YOUR LAST CHANCE
TO BETA IT UP AND REQUEST CHANGES!

HORX
D “E‘H =

CHANGE LisT:

N T et e ART HoLY HORX. ‘:\\_TERS 0“ & i;

—'ﬁ,h s »' SUPER “;‘“n 1\

\PHONE 4

3740x =" = NEW RESULTS SCREEN!
VT = s comsoars. 7 AWESOME
* MISSINNS SI1INER

NEW CLND ITEMCI
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PLAYTESTING NINJA STYLES
Bﬂ&&@&ﬂlﬂ@ @@Rﬂ L

. <4 THIS IS YOUR LAST CHANCE
'EQUEST CHANGES!

CODENAY _ Y ’;f : ,’r I 4 | =
~ ADDED PROFIT BIRD GR' / ‘\ 3\4_ | — & 5 _ m“\ﬁ

» ADDED ART+SFX FOR E_] S ' < 4
* FIXED FONT + SHOP IS¢ X KBTS

* TWEAKED DIFFICULTY F ““E 4 AND IPRD!
OF GOING FASTER THE OBSTAC

* ADDED CATEGORIES AND PROGRESS TO ‘MY STUFF' - 3740n. 2~ NEW RESULTS SCREEN Sp—

THE STASH =
L AMCW DDATATVRE CAMCIHIMEADI E ITEMCH frisiat mi & e a@ ' “ i.‘q"fm“ﬁéifﬁfs'.?" SCREENSHOTS! T T s o
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-Became obvious that this game needs
more time.

-Releasing a free, half assed game seems
like the wrong move after Fruit Ninja.
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E I RUBLEMS e o o

-Feels hard, and super intense... No low
points in the pacing, always one step away
from death.

‘Not enough variety. Players burning out
fast.



PROBLEM I- INTENSITY
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COD STYLE INTENSITY

LN

uld3




PROBLEM 2: VARIETY

How do we add more variety?
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PRIJBLEM - VARIETY




PROBLEM 2: VARIETY

What if we change the controls...?

People HATE it when you do that...
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NEW PACING STRUCTURE

NILN




GREAT SUCCESS

-Pacing = better

‘Variety = better

-More explosions = more better
-Game had a big injection of character
-Player’s quickly developed favourites



HIJW DUMB IZAN WE BE"

T T—— T,




EASING IN AND OUT

-First big play test = last years GDC!

-People would often make critical mistakes
in close proximity to control changes.



EASING IN AND OUT

o G T} T, o S P




EASING IN AND OUT
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CHAPTER 4: STICKYNESS



FOUNDATION FOR EXPERIMENTATION
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NEW GOALS / EXPERIMENTS

Make an ultra sticky game
Try out some IAP / economy type stuff

Learn stuff that we don’t know much
about!
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Provide incentive for the player other
than ‘beat my friends’

Allow players to express themselves!



STLINELS

HEADWEAR
TOUFE

FINF HAT

STACK HAT
BALD CLT

TOF HAT

FLNK

JET FACKS
FIGHT JET FACK
SHARK FACK
STEAM FOMERED FACK
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STILNELS

HEADWEAR
TOUFE

FINF HAT

STACK HAT
BALD CLT

TOF HAT

FLNK

JET FACKS
FIGHT JET FACK
SHARK PACK
STEAM FOMERED FACK
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PREMIUM

COUNTEREELT MACHIMNE

COIN BOOSTER BACKS 10,000 CoIrNS!
COINBOLESTER PACK: S0, DEONCaINE]
TN MEGS FACKE: TEmE, EE o=

I BT GATES AR 10 R EE e EE kS

THI= OFF THE SHELF COUNTERFEIT MACHIMNE
WILL ALLOW BARRY TO DOUBLE THE AMOQLUIMNT
oF COIMS HE EARMS PER LEVEL, ILLEGAL, YET
MIFTY!




MARCH 5-9, 2012 WWW.GDCONF.COM

NOT S0 GENERAL STORE
- * PREMIUM WARES o bave;

(=%

* * SHARKE POWERED IETEACK] 12 OO

premmiunm

.*. AN EARDIITEM £1 2545 S 1L e

* FEEMILIM ITEM & 125245 £09.00 AL

fazhion

' Every tirne Barry finishes a run, the amount of

coins he has earnt gets doubled! Highly illegal. H“Yl
ather SUper awesame., =
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NOT S0 GENERAL STORE
-

You have:
- *x PREMIUM WARES 12000

X

AMAZING ITEM #12345!

9, 110, 000 e

This ke 15 5@ amazing, [k defies
Ceschptian., In fact iere sht even
a real mame, ar indeed a reallimaEe
fimr this ammazing tenm, otally metk
due o [22iness,

BUY!




TIME TO STEAL...

. YES OPTUS = 5:45 PM 37% . YES OPTUS & 5:45 PM 37 % M

Categories Games Arcade

Top Paid Top Free Release Date ]




JETPALKS

FOR SALE

LAB LOAT
INCLUDES CLASSY POCKET PROTECTOR.

oHARK POWERED JETPACK
HEAVY. POWERFUL. CRAZYNESS.

T0P HAT
USELESS MAYBE. CLASSY DEFINITELY.

aLIPPERY LLUTHES
SLIDE FURTHER AT THE END OF YOUR RUN.

RUBBER BUNES
BOUNCE FURTHER WHEN UNCONSCIOUS.

UISPOSABLE BONUS THINGY

GOOD FOR OME USE. CAN BE REPURCHASED.

MARCH 5-9, 2012 WWW.GDCONF.COM

YOU HAVE
42,000 »

42,000 » >
2 000>
4,900 = >

2,ceae?

100,000 » >

13,500 = »




FOR SALE

MY STUFF

LAB LOAT
LOVED BY THE LADIES. INCLUDES CLASSY POCKET PROTECTOR.

oHARK POWERED JETPACK
YOU READ CORRECTLY. FASTER HEAVIER AND CRAZIER.

UDISPOSABLE ITEM 3 PALK

USED IN THE FINAL SPIN FOR SOME EXTRA SPINS WHEN YOU NEED IT.

aLIPPERY LLUTHES
SLIDE FURTHER WHILE UNCONSCIOUS FOR A FEW EXTRA METERS.

RUBBER BONES
BOUNCE FURTHER. COULD MAKE THE ALL THE DIFFERENCE.

N 7F GNNGIFS

CLOTHING

JETPACKS

UTILITIES

OTHER STUFF
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YOU HAVE 42000 »

PREMILM

42000 » >

42000 » »

42000 » »

42000 » »

42000 » >

GET FREE COINS
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T H Y RN

VEHICLE
CLOTHING JETPACKS UPGRADES UTILITIES

' -
’ MY PROFILE TACHIEVEMENTS oo GET COINS

IPACK S FOULOW]HALFBRICK| ONITWITTERITOJGET] AUUTHEIUATESTING)

—a
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y y  WmE
sce IS CLUOTHINGT = =i7c

E % SUPER SUIT g000e »

—
l [ . Jj‘ SENSEI'S HEADBAND v

STRAPPING ON THIS HEADBAND WILL PUT A SMILE ON YOUR FACE, AND FILL YOUR
BRAIN WITH USELESS FRUIT RELATED FACTS.

E,,,_ ® SENSEI'S THREADS 3000e »

-
p:l ROBO-BARRY PART #001 IS000e » .

E | ROBO-BARRY PART #002 ic.000e >



CHAPTER 5 WE ARE ON A MISSION



THE MISSION SYSTEM

-Inspired by Tiny Wings

-Wanted to do more, with full reward
structures and avoiding some of the pitfalls
such as getting stuck and burning out

‘Will take roughly 1 week... right?



3 COMPANY TESTS

-Daily
-Optional
-Progressive
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PAUSED

DAIY; MISSIONS

g COLLECT 200 COINS IN ONE GAME
COLLECT 2000 COINS TOTAL. 2000 TO GO.

COLLECT S FINAL SPIN TOKENS IN ONE GAME

QUIT |  RETRY| RESUME|
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MISSION 2: FAST LEARNER
RUN 800m IN LIL STOMPER IN A SINGLE RUN

SPEND A TOTAL OF 2000 COINS IN THE SHOP ON
JETPACKS

CONTINUE




PROGRESSIVE SYSTEM

CURRENT MISSIONS

@8 RUN 800~ IN LIL STOMPER IN A SINGLE
100xp RUN

@» FLY 1500 WITHOUT COLLECTING A SINGLE

60xe COIN

&f» SPEND A TOTAL OF 2000 COINS IN THE
40xr SHOP ON JETPACKS

CONTINUE




REWARDS

LEVEL UP REWARD!
WOULD YOU LIKE

s OR 1?,.3

THE MONEY WHAIS IN
2000 THE BOX

NOTE: SOME ITEMS CONTAINED IN THE BOX ARE

TOTALY USELESS. BUT ALSO TOTALY COLLECTABLE.
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GETTING VISCERAL

-Bars filling up were nice, but we really
wanted to give some punchy visceral
feedback for completing missions.

-Stars slam into place, with sparks, dust
etc.
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THE STARS

%7 COLLECT 400 COINS IN ONE

©
s "IGH FIVE 75 SCIENTISTS. 28 T GO.
W

3
“S_?* COVER 1.000M ON FOOT. 1,000m TO GO.

“‘“7) BRUSH PAST 1S RED FLASHING LIGHTS IN ONE

\.
&* GAME.

CONTINUE

LEVEL UP!

rewarn: 2,000 ®
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SURPRISE MEGA FEATURE

-Becomes a massive draw to the game.

-S0 many layers of goals! (social, status,
personal, intrinsic, extrinsic...)
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CALL OF DUTY 4 PRESTIGE MEDAL ICONS

47 "8

PRESTIGE PRESTIGE PRESTIGE PRESTIGE PR!SYIGE

PRESTIGE PRESTIGE

|||




[YOU[HAVE] 4 [{OUlHAVE]
11650¢ 749 le] |EACK 160! 749 JO NF.COM

5 “‘Qgg@o@ t@@g@?
TS seseee 908066
22222° ¢ecnce Bee008

#22 »47 #8 w9 #33 #0170 #32

le & MY/PROFIUE 7

@@t.@@,ggo@@@ s08848
208800 006800 0OO0OOQ
0O8800 ©06008 BoOBOES

'IDE 345 835 ﬂES *IE *“3 alIB 83] 8[3 330

MK MY REIFILE e |

@@g@@gé@atﬁt

#37 #74

esgees 666680

#73 #104 #l24 [ #75 slls

' @ . PERSONAL BESTS — [

g||33 g|7 343 .4 gmg MOST COINS COLLECTED 6,464 COINS
nnnnnnnnnnnnnnnnnnnnnnnnnn
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FRUIT NINJA VS. JETPACK

-Smaller audience(?), much much higher
engagement.



CHAPTER 6: GETTING THAT BASTARD
OUT THE DOOR
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PERFORMANCE RANGE




“MALRIN

JETH T'tf‘ﬁ‘éi'i' fl“ﬁ'?%"l?
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FINALL I UU I ase

-Massive critical reception

-Instant chart success, thanks to cross
promotional efforts and media storm

‘-Worth the extra 1200% effort
-Could not be happier!



MARCH 5-9, 2012 WWW.GDCONF.COM




THANKS!

LMUSCAT=HALFBRICK.COM
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| KNEW SOMEONE WOULD ASK THIS:

Sep 1 Sep 15 Dt 1 Qct 15 Mo 1 Mow 15 Dec 1 Dec 1% 20712 Jan 15 Feb 1 Feb 15 Mar 1



