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WHAT IS INDIANA JONES ADVENTURE WORLD?




EPISODIC CASVAL ADVENTURE GAME

Complete quests and explore on map

Mzynga
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EPISODIC CASUVAL ADVENTURE GAME

Travel to new areas and get new stories

Azynga



EPISODIC CASVAL ADVENTURE GAME

Upgrade tools and gadgets

Flute Dynamite

GADGETS ENERGY;

<

Charms animals. Blows stuff up. Finds the nearest

undiscovered treasure

room.
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Eagle Grappling Hook Flare Gun
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Clears fog. A Grappling Hook Drops supplies nearby.
allows access to new
areas.
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EPISODIC CASVAL ADVENTURE GAME

Build up your Base Camp to hold your
supplies and treasure

Mzynga



WHAT IS THE GAMEPLAY?

EINDATHEJAZURERSKULL!}

Locate the Azure Skull somewhere in the jungle.

e Quests

@ Recover the are Azure skl (NCTTIT RN

> The Azure Skull is at the end of the jungle
o path!

Mzynga
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e Quests
e Energy Management

Mzynga



WHAT IS THE GAMEPLAY?

e Quests

e Energy Management
« Combat

Mzynga



WHAT IS THE GAMEPLAY?

e Quests

e Energy Management
« Combat

e Puzzles

Mzynga
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WHAT IS THE GAMEPLAY?

e Quests

« Energy Management
« Combat

e Puzzles
o Exploration

Azynga
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WHY A SOCIAL ADVENTVURE?

e GO on a journey (leave the Farm)
e Tell a story (make characters matter)
e Evolve gameplay (casual adventure)

Azynga
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Go on a Journey Tell a Story
Mzynga
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FACEBOOK ECOSYSTEM SUMMER 2010

Goonal ;
Mzynga
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GAMES WE LOVE
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BUT THESE GAMES ARE DIFFICULT...

Play Zelda's
Lukaby by
Triforce

Pull black

Kill spikes

/

Push block
Use geyser to
cross gap
Switchin
dragon mouth

Light torches
K shell
blades

Play Zelda's
Lullaby by
Triforce

AN
Gaysar
alevator

Sink to towar Bomb the Hookshot to
basemant cracked wall high room
T T

Kill shell Small key

blades

T
Play Zelda's
Lulaby by
Triforca

Switches +
dragons +
hookshot

Like like +
spikes +
hookshot

Dark Link

Longshot to
boss room

Mzynga

emerge
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HOW CAN WE MAKE THIS GAME FOR

EVERYONE
(
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THE FIRST DELIVERABLE

e 3 Maps that are not the tutorial
o Explore "On map gameplay”
e Find the fun

o Bush Mazes
o Metal Detector Minesweeper
e Memory Puzzle

Azynga
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THE FIRST DELIVERABLE

e 3 Maps that are not the tutorial
o Explore "On map gameplay”
« FIND THE FUN

o Bush Mazes
o Metal Detector Minesweeper
e Memory Puzzle
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BUSH MAZES
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BUSH MAZES
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METAI. DETECTOR MINESWEEPER

.
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Use the Metal Detector to save Energy




METAL DETECTOR MINESWEEPER
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MEMORY PUZZLES
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FIRST TIME USER EXPERIENCE - PART 1

e Teach players about the game

Azynga

Coins, XP, Camera
Core Loop

Energy Management
Map Gameplay
Story
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~ THE DIG SITE
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~ THE DIG SITE

e

Place the Survey Flags
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THE DIG SITE
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FIRST TIME USER EXPERIENCE - PART 2

e Teach players about the game
e Coins, XP, Camera
o Simpler Core Loop (TOOLS!)
o Clearer Energy Management (fun?)
o« Simpler Map Gameplay
o Less Story

Azynga
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EVOLUTION OF A MAP

e First map of the game
e 30 Major Lessons

e 1 Major Reboot

e 612 Changes

Azynga
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Jungle Path

This will help keep me on
track when I'm uncertain of
the goal!
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Recover the Key Fragments




Open the Door
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1. Players want rewards for exploring




2. Establish relationships in the world

3. Teach everything again










Art changes




4. Don't teach everything at once

°










5. Every action should be satisfying |
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6. Focus players on a single goal

e —










7. Make real world connections




8. Make everything shorter










9. Characters need to be introduced

S— e ——







10. Default camera zoom matters







11. If you can’t teach it, just cut it }







12. Don’t let art break immersion
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13. Use stereotypes |
as teaching tools
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14. Players want surprise and excitement!
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15. Rule of 3. Seriously. §










16. Don’t orphan mechanics [




&

Art of A Game Design
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17 Make a clear path to the obJectlves
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18. Set the player up to be smart




Every trap acts differently ®










19. Players want consequences!







REBOOT!

Take a breather.

Players want one decision and one goal at a time.



The Legend of Zelda - 1986 World of Warcraft - 2010



20. Give a break between obJectlves
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TeII a player when they are “done
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21. Mechanics need to be consistent







8. Make everything shorter o

22. A single objective should fit in a single screen
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Introduce, Define, Challenge










24. Always show the objective
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29. Be consistent el
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30 LESSONS
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Players want rewards for exploring
Establish relationships in the world

. Teach everything again

Don't teach everything at once
Every action should be satisfying
Focus players on a single goal
Make real world connections

Make everything shorter
Characters need to be introduced

. Default camera zoom matters

. If you can't teach it, just cut it

. Don't let art break immersion

. Use stereotypes as teaching tools
. Players want surprise and excitement!
Rule of 3. Seriously.

Azynga

16.
17.
18.
19.
20.
21.
22.
23.
24,
25.
26.
27.
28.
29.
30.

Don’t orphan mechanics

Make a clear path to the objectives
Set the player up to be smart
Players want consequences!

Give a break between objectives
Mechanics need to be consistent

A single objective should fit in a single screen
Introduce, Define, Challenge
Always show the objective
Establish a sense of place

Make it personal

Repetition is boring

Give good examples

Be consistent

Make the world feel full
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WE ITERATED ON EVERYTHING
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POSTMORTEM TAKEAWAYS

« What Went Right?
o« We let ourselves wander
o« We questioned our Sacred Cows
o« We prototyped everything
o« We focused on iteration

Azynga
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POSTMORTEM TAKEAWAYS

e What We Learned
o« Don’t innovate everywhere

e Polish an aspect of the design to “done” early
o Don't lose your vision in the feedback

Azynga
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WAS IT WORTH IT?

"I like the little surprises. I like that AW
makes you use your brain to solve little
puzzles and work out strategies, even if
they're just simple strategies.”

Azynga
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WAS IT WORTH IT?

"I think the best so far is that feeling i get
for luring a snake to one of those traps.

Saves me energy, gets me coins and most

importantly, rids me of the snake..... lovely
stuff!”

Azynga
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WAS IT WORTH IT?

“Graphics are great, sound is great, and
the playability is perfect. Its just the right
combo of click, challenge, questing & story.
Kudos for using mouse-over instead of
mouse-click on prizes. Brilliant! Nobody
else has figured that one out.

Sorry guys, no complaints. ©”

Azynga
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QUESTIONS?

ssivak@zynga.com
Special thanks: DIA”AJGNE’
Bryan Pope

Nina Dobner [E-?E
Zynga Boston Design

Matt Fillbrandt

INDIANA JONES and all related characters, names and
indicia are trademarks of & © 2012 Lucasfilm Ltd

)ﬂ Zynga All rights reserved. Used under license.
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APPENDIX
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WHO IS THE AUDIENCE?
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DESIGN ASSUMPTIONS

These are your Sacred Cows
e Design in a vacuum
o Difficult to verify
e Widespread impact

Azynga
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DESIGN ASSUMPTIONS

These are your Sacred Cows
o Design in a vacuum ZLE
o Difficult to verify
e Widespread impact

Mzynga
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DESIGN ASSUMPTIONS

e Never punish ,
« ONn map gameplay is easy to understand
e Tasks are enough motivation

e Story is a trivial problem

e Players want evolving gameplay

Azynga
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e Turn based
e Avoidance e o O . @

Channel Air E . : - 4 laming Skulls™ ¢
SIS <) 3 Cl6L®3L.C3 1k
Entangle E

12

» Skill
e Puzzle

i|:7 callLightning [
{:.@.6 ®9 66 |

Rabid Bite
3

Mzynga
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COMBAT! SQUIRTLE

e Turn based e )

CHAR gDER

CHARMANDER

used EMBER®
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COMBAT!

e Turn based
e Stealth

Mzynga
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COMBAT!

iup HIGH SCORE 2Up
20 1Q00

e TUrn based
e Stealth
e Avoidance

Azynga
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COMBAT!

e TUrn based
o Stealth

e Avoidance
o Skill

Mzynga
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COMBAT!

Lk
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e Turn based 5
o Stealth
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e Puzzle
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COMBAT!

Frayed Whip Balanced Whip

2 DAMAGE 3 DAMAGE
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g/ S ISR =2

Slightly worn, but still You'll put someone's
good eye out

Mzynga



COMBAT!

Frayed Whip Balanced Whip

2 DAMAGE 3 DAMAGE
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g/ S ISR =2

Slightly worn, but still You'll put someone's
good eye out
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COMBAT!

(W

A ENERGY.

THE HAUNTED,VI




PUZZLES!

e Memory

Mzynga



PUZZLES!

e Memory
e Sequence

Mzynga



PUZZLES!

e Memory
e Sequence
e Hidden Switch

Mzynga



PUZZLES!

e Memory
e Sequence
o Hidden Switch

e Fire Traps

Mzynga
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PUZZLES

e Memory

e Sequence
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KEY TAKEAWAYS

e Facebook users are gamers
e Sometimes you need to go back to basics

e The best designer is the one who iterates
the most

e New genres are about creating a new
language for the player

Azynga



MARCH 5-9, 2012 WWW.GDCONF.COM

GADGETS ITEMS ENERGY,




"ON MAP GAMEPLAY"?

e Quests |
« Energy Management @& o S
, - DANECKLACE;FOUND! D X
° COm bat \ . Help ypends with their
e Puzzles

o Exploration
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