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● Deeply Procedural
• Unpredictability + Minimal Input
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The Touch

8. Premade Rooms
● Surprisingly Plain
● Anonymity through 

Simplicity

● Familiarity
● Challenges and 

Rewards
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Final Thoughts
● Make Mockups
● Positive and Negative Interest-Space
● Include “Interestingness” In The Cost Of 

Fixing Things



Tyriq Plummer
– www.fourbitfriday.com
– twitter: @FourbitFriday
– tyriq.pixelart@gmail.com

Catacomb Kids
– www.ckgame.net
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