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What is Cut the Rope?

o Initially released on October 5th 2010 in
Apple App Store

e Average game session length: 3 min
e Average user rating in App Store: 4.86/5
e Over 100m downloads (free&paid combined)

e Om Nom eats an average of 24 million
candies per day
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The gameplay
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The goals in level design

e Make player feel smart

e Appeal both to casual
and advanced players

e Keep players hungry
for more




Our principles in level design

1. Positive reinforcement
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Our principles in level design

2. Self-manageable difficulty
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Our principles in level design

3. Enable planning
(not trial and error)
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Our principles in level design J
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Our principles in level design
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4. The solution of the level
should look logical, elegant
and reproducible.
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Our principles in level design

5. Level design shouldn’t uncover the weaknesses
of the game/engine.
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Our principles in level design
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6. Tutorial level shouldn’t be T OD

passable without using the
principle it explains.

s NS

Some rope hooks can be
moved with yovur Cinger



Our principles in level design

7. It's Ok to break those rules.
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Levels order

Air Auto Timed Movable Suctior Rotatable Flying Hidden Difficulty

# File Bubble Pump Rope Star Holder Spikes Spider Bouncer Gun cup Rocket Rocket Star Pict Scroll (1-10) Comments
Tutonial: rope
1 x 1 C
2 x 3 Tutonal: star
3 x 3 Tutons
Tutor
- X 5 level
5 x x 5 Tutonal: air F
Tutorial: leaving
6 x x 5 the &
Tutonal C
Z x x 6 rop
8 x x x 7
9 X x x 7
10 bs_02 x x
1 s_O X x X 7
12 'al20 x x 7
x x 6
x x x 5
x x x 9 TL
17 x x x x 6
16 x x x x 5
x x x 6 Tutorial
19 bs_10 x x x 8
x x x x v 7
x x 4 uncer
x x 4
x x x 6
x x x 8
x x x 6
x 2 Tutonal: Gun1
x 3 Tutonal: GunZ
x x x x 3
x x 3
x x x 2
x x x v 3
x x x 5
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Adding new gameplay elements
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Data driven decisions

Current Version 2511)  All ¥ ] SortBy: | M

help *
by Loverofember - Version 1.6 - Jan 20, 2012

level 9 in valentines box is IMPOSSIBLE!"!"""" why why why would u do this to me

Hmm.. Jekokokek
by Markwiisch - Vers

User reviews
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Data driven decisions

Asked By
('J«.: etk W Ask Friends Unfollow
oeeicia

Posts Friends - Others (51

Facebook polls
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Data driven decisions

6000 0O Weekly
submitted
scores

4500

3000

| -

)

)

(= 1500

()

O

) 0

E ot ot ot oot ot ot o ot
AC o e W& 0@ \C o

8 O,b_‘é‘ooa ?'So %Q ’ 6005‘(\ q ,a\e(\‘\ 1 \I‘ag .




GAME DEVELOPERS CONFERENCE' 2012 MARCH 5-9, 2012 WWW.GDCONF.COM

Data driven decisions

Fail Skip
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Results So Far

e More than 900 levels created, around 400 used
in the games (CtR Original & Experiments)

e Around 22 gameplay elements created

e Players want more!
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Thank you!

semyon@zeptolab.com
www.zeptolab.com




