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Mansions of Madness 2nd:

JAYa AN DP- Inte gra ted Postmortem
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Board and Card Game Manager
Fantasy Flight Games
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Mansions of

Madness

A Lovecraftian App- |
Integrated Board
Game
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\ An endrable stands against the wall, holding a
telephone.

X Search
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History of Great
Board Games



A game of otherworldly horrors for}
your digital device g

*TAPTO BEGIN +

<

110000 FLSET CLEn




GDC GAME DEVELOPERS CONFERENCE | MARCH 19-23, 2018 | EXPO: MARCH 21-23,2018 #GDC18

One App-
integrated
game under
our belt
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Tabletop Digital

e Game map eReal-time turns
e Action cards

eCurrency

eResearch cards

e Combat units

eAlien invaders

e D
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‘Afarly Prototyping




1st Edition

e One-vs-many” multiplayer
e (Wanted co-op)

e [00 much setup
eNot enough discovery
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Simulating
An App

eMapped logic

eSeparated from
physical space

Stare 1: DiNnING Roonm

Eupene dends in the diving reorn. Am evemlme! mytieos cffecl crwsss ¢ culisf fo
panm v e dinivyg roonm, A whiica poiml, bugene trogresies o Sats 25 Lobby.

TPt |

Tl old suan Lrushes Livsd ! ull aed ties
celrm his shaken composure. “You came justin
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Greybox
e[ T designers able
to program

e...just don't look
too close

VTRV VN IRV VRV SNV IV I NIV
/f Item Reserve List

Reservelzem .38 Revolver
Recerveltem /ircane Manuscript
ReserveITem .18 Derringer
Reserveltem Shotgun
Recerveltem Dynamite

LEIIESTLETSS IS G TS A i i rf i refrrrr s/
/f Item Blacklicst

LIS IL RIS SIS G AT T TS i ir i ii i ir i ieirrirss

/! Prologue

AdcStoryEvent  Story  Prolojue

AddEf~ect Nessag2 You have nevar heard Grace that panicked before. Shz2 is usaally so
calm and collected. Ac your car barrals dcwn the dirt -~oad, you wonda2r what could nave
spco<ed her enough to cCall youa out TD he- is0lated estate In The country.

AddEf~ect Nessag= As you approach the turn for the property, tnhe road is pitch black in
frent of you. Suddenly, your neadligntes gc out ard csomething ctrikecs the side of your car
wlth a silckening crunch. The vehicle vee~s 27T the road and c-ashes into th2 diich.
AddEf~ect Nessag2 Unatlz to get the car started again, you heai out on foot and makz
your way through the woods toward Crace's hone. The darkneccs prescses in around ycu, and ydu
keep thinking you sens2 sonetnhing moving through the fTorest.

AddEf~ect Nessag= You emerge from the “orest in front of the massive =2state and -~@p on
the nak dcub’le doors. Grace answercs almost inmediately, a Look of relief waching over her
face. "Thenk yod you are here. IL's gellirg worse by Lhe minule. We've gol Lo gel oul of
here! Where s your cari"

AddEf-ect Neccag2 As you brezsk the rews to her, Grace's exprescion change:s to decgair.
"Nu! Whal are we golng Lo du qow? My enlire "amily s here and Lhal ... crealure is hunling
us! ?lease, help!"

AddEf-ect Meccag2 Invecstigatcr:s begin the story with the Wither Spell and tha .18
Derringe -, %2, %i, and %L Cummun Ilems. Ecun invesUlligalur begins wilh 1 Clu=.

LIELIESILELEL S I GIE S LL G L ST i I I A i il i i iiid iy
ff Sloury Evenls
AddStoryEvent Story Warring 1

AddEf-ect WaitFor TotalThreat ~ €
AUUET "ec L GelFlay Finels

AddEf~ect SetFlap Monsta2r Warning
AddSLoryEvenl Story Allccs 1

AddEf-ect WaitFor TotzlThreat > 13
AddEf-ect CetFlaz Finalz

AUUET "ecL SelFlay Monslzr Allack

AddStoryEvent Story Reveal Sourd MNodes
AUUET "ec L WailFur TulelThreal > 13
AddEf-ec: GetFlay Finalz

AJd L= _ _ [ Py L W -~ .. 2 Al _ J_ _




Tabletop Digital

eFlexible timing eReal-time interaction
e Tactical interface eHidden information
eSocial interaction eBack-end complexity

e D
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XColliding Workflows
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Scaling Team Size

eNO central documentation
oeNO communication channel
eNO middle man
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Greybox

eNot very scalable

eNot easy to learn for
non-programmers

e [0 be honest, kind
of a mess

VTRV VN IRV VRV SNV IV I NIV
/f Item Reserve List

Reservelzem .38 Revolver
Recerveltem Arcane MNanuscript
ReserveITem .18 Derringer
Reserveltem Shotgun
Recerveltem Dynamite

LEIIESTLETSS IS G TS A i i rf i refrrrr s/
/f Item Blacklicst

LIS IL RIS SIS G AT T TS i ir i ii i ir i ieirrirss

/! Prologue

AdcStoryEvent  Story  Prolojue

AddEf~ect Nessag2 You have nevar heard Grace that panicked before. Shz2 is usaally so
calm and collected. Ac your car barrals dcwn the dirt -~oad, you wonda2r what could nave
spco<ed her enough to cCall youa out TD he- is0lated estate In The country.

AddEf~ect Nessag= As you approach the turn for the property, tnhe road is pitch black in
frent of you. Suddenly, your neadligntes gc out ard csomething ctrikecs the side of your car
wlth a silckening crunch. The vehicle vee~s 27T the road and c-ashes into th2 diich.
AddEf~ect Nessag2 Unatlz to get the car started again, you heai out on foot and makz
your way through the woods toward Crace's hone. The darkneccs prescses in around ycu, and ydu
keep thinking you sens2 sonetnhing moving through the fTorest.

AddEf~ect Nessag= You emerge from the “orest in front of the massive =2state and -~@p on
the nak dcub’le doors. Grace answercs almost inmediately, a Look of relief waching over her
face. "Thenk yud you are here. IL's gelliryg worse by Lhe minule. We've gol Lo gel oul of
here! Where s your cari"

AddEf-ect Meccag2 Ac youa bresk the rews to her, Grace's expres:zion changec to decpair.
"Nu! Whal are we golng Lo du qow? My enlire "amily s here and Lhal ... crealure is hunling
us! ?lease, help!"

AddEf-ect Meccag2 Invecstigatcr:s begin the story with the Wither Spell and tha .18
Derringe -, %2, %i, and %L Cummun Ilems. Ecun invesUlligalur begins wilh 1 Clu=.

LIELIESILELEL S I GIE S LL G L ST i I I A i il i i iiid iy
ff Sloury Evenls
AddStoryEvent Story Warring 1

AddEf-ect WaitFor TotalThreat ~ €
AUUET "ec L GelFlay Finels

AddEf~ect SetFlaj Monstz2r Warning
AddSLoryEvenl Story Allccs 1

AddEf-ect WaitFor TotzlThreat > 13
AddEf-ect CetFlaz Finalz

AUUET "ecL SelFlay Monslzr Allack

AddStoryEvent Story Reveal Sourd MNodes
AUUET "ec L WailFur TulelThreal > 13
AddEf-ec: GetFlay Finalz
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Playmaker

e\/isual scripting
plugin for Unity

e Created a contained
environment for TT
designers
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x Exception-based
Mechanics

L

UBM
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Skill izens c2n appesr =ml 1 zarentheses following a sho-s
. asazion; It Ind cares char the Invessigaror

st test the 3 skill. When ar investigator resolves a rest, he

FOorBIDDEN WORDS

o He wlds o AR

=ttt S B B You fear words will be your
' ' downfall, and you think to
yourself that you shall never
ce ecunl o his dics pocl. '. speak again.

recihied oy odher efreci: such

i e o1 Cond icns,

4. Rell Dice: He ral £ a sumber

* If his Cice poo. is 1 one, ¢ ol s ane dic instead,

You cannot speak. You win
or lose the game as normal.

» greaser van the number of dice avalable, h=

1y Clice 26 poss poorcs te resalie, and rolls the

again until he

the effect thar des ared the resr

¢ A st dedararion may nclude a aumber separated from the
skill icor by a semicolon. Lhis 5 tae sest dificuley. L
difficuty bdicers iz et ouliiaguied w

el 4
ll" 1% ' Il i\ LS lllll IIH' ns ll lr“ lll rnves ;h (LR
falls the resr,

s A west declaration thac in cword “nezars:” kollowine

the skill icon e ices s st prevenes Damage o
Horsor. For eack W ro lee, the invesigaor prevers ane

Damage o7 an> “oeroe

2 Eftect that arc dezendert on a tos: axc preceded by i yeu pass”
or' l* you *l”.- .'\l‘lz.‘ lﬂ"k‘ in ll'.ll SINENCE occns unly I‘ e
e lb 107 prasses o Sils dhie w M, e -iu‘:.- A 1y ATect al e
'h.' P." ‘.\J or :\.ln o 4.1 new :‘.lr.tgup 1.5 J\'_".P-.' went ﬁ"_' m
previous effects.

Related Topics: App, Clue Dice, SECULs
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Golem Arcana
Hairbrained Schemes

L @



Create hard divisions:

Tabletop Digital

e Game map e Story nodes
ePlayer health eMythos events
eltems eMonster activations
ectC ectcC

e D
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ﬁoncealing Complexity
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Move Attack Interact
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£A: 3). Il vou pusy, e

art (€594 1).
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~

ATTACK_FIREARM_VS_SPIRTT_Q1, "You open fire, hur immediarely you hear vonir shors impacr somewhere hehind

| MARCH 19-23, 2018 | EXPO: MARCH 21-23,2018 #GDC18

Llade seens Lo cu
The

threuzh solid obiects, and vou Enow ye

ne cresn

the creature, althouph vou su yrds that did the maost hars Cie roonster sutiemn 2 damapge, 1 vou fail, tu

monster sutfors d]r‘ iQC A_".‘.V.'.ll O yOur LCst icsult ' n 2.bo frente a tl como st e ads 4 .2 34

s weepon wid do nothing, that it is bopeles, that you will die. You close your eyes and do your best

1 smare dawn the crearmre ar 1, A5 VO

\TTACK ARM VS SPIRIT 02, Buallets will be useless, you presume, 50 you “ire it anything but the spint, hoping to hit anec of its fetters or something slse that will buret it (S9; 2) Ii‘_ 1 pass, your gambit works; the monster suffers d amage equal o

\TTACK_ A\RM_VS_SPIRTT_Q3, You fircat the specrer. Tt docs nor wors. Instead, yon fncus your mind and sercam arit, ""Ger out!?™ (§8+7 nanster auters dam qua o your test eesule.”,Tisparas al capectro. No sirve dc nada. Diecidez camhi
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2 bullet

ATTACK_FIRFARM_VS_SPIRIT_QOR, You lift vaur wrapnn in unsready hands and, ro your harrar, find rhe harrel drifring; clascer
HEAVY WIAPON - V5 - SPIR
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ALTACK HEAVY V5_SPIRIL_ 02, You ectadk the spirit, t your etluns are utcerdy i vi You fall back i & panic, and ye
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ave a hand nnon YO r wWeanonn.
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gur o races wo
you hear th
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3 damage. If vou fzil, you bungle the sy

por it (W¥; 2). If you pass, vou load the bullet in the weapon and fire; the monster suffers
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WITH INFO AFTFR QUFST
MOVE FROM LOBBY

WHICII ROOMS5?
MOVE FROM BALLROOM
WITHOUT INFO EEFORE QUEST

CANCEL
:
MOVF FROM ATTIC
- ]

WITHOUT INFO AFTER QUEST 2 DPTION_1

| OPIION2 OPTION_2
2

[ CANCEL | CANCFI

WITHOUT INFO AFTFR QUFSTY
(PTIIN_1 _
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Interact

MOVE TO LOEBY MOVE TO LOBBY 2
[INISHED
MOVE TO BALLROOM MOVE 'TO EALLROOM 2
e FINISHEC L L NeT
MOVE TO UNEXPLORED BALLROOMI
NEXT B
MOVE TO ATTIC MOVE TO ATTIC 2
ATTIC FXPILORED?
5 :
T T 7

MOVE TO LINFXPLORFD ATTIC

NFXT

ik
UBM
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XActuaIIy Developing
That Complexity
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e¢5 Branching Scenarios
e 4 "Alt-maps” each

9 Monster types
e 5 Attack types against each

o6 Mythos Event types

e 24+ Events per type

o3 Puzzles
e 3 Skins for each




e¢5 Branching Scenarios
e 7/ "Alt-maps” each

26 Monster types
e 5 Attack types against each

e/ Mythos Event types
e 24+ Events per type

o3 Puzzles
e 3 Skins for each




BUGS!

e [abletop designers with
no software experience

eRelying on tabletop
playtesters to catch
software bugs
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x Lack of Transparency \‘%
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Transparent until ‘ N
deliberately hidden

Opaque until deliberately
revealed

L @
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<37
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Facts found throughout the scenario will be
recorded in the Incriminating Evidence and any
investigator may review the collected facts b
interacting with it in the app. Players ma af;o
wish to taic additional notes outside of the app
during the game.

e
0.2 M A T

Continue
——
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Separate based on opacity:

Tabletop Digital

eGame map (revealed) eNarrative branches
ePlayer information e Story events

eDice rolls eMonster actions

e D
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ﬁlscove ry

(Using Opacity WeII)

Replayability
Emergence
Patterns in Randomness



Cycle of
Eternity

e Most-played
scenario
...by a lot

e D



William
Vanderbilt
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“No immediate effect.”
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Skepticism

eConcerns plague

announcement
e Platform support
e Obsolescence

e Cost
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App experiences
No issues Minor issues - didn't affect game Crash - game salvaged Crash - game incomplete
iOS -scenariol 63.6% 4.5% 0.0% 7.6%
i0S - scenario 2 5.9% 5.9% 3.9% —> 33.3%
iOS -scenario3 5.7% 0.0% 0.0% 0.0%
iOS - scenario4 5.8% 0.0% 0.0% 0.0%
Android - scenariol 31.8% 4.5% 2.3% 0.0%
Android - scenario2 5.4% 0.0% 0.0% —> 13.5%
Android - scenario3 5.7% 0.0% 0.0% 0.0%
Android - scenario4 2.9% 0.0% 0.0% 0.0%
Steam (PC) -scenariol 46.7% 6.7% 0.0% 4.4%
Steam (PC) - scenario2 7.5% 2.5% 5.0% —> 15.0%
Steam (PC) - scenario 3 B.6% 0.0% 0.0% 0.0%
Steam (PC) - scenario4 B.6% 2.9% 0.0% 0.0%
Steam (Mac) -scenariol 17.6% 2.9% 0.0% 2.9%
Steam (Mac) - scenario2 0.0% 2.9% 0.0% 5.9%
Steam (Mac) -scenario3 5.1% 0.0% 0.0% 0.0%
Steam (Mac) - scenario4 0.0% 0.0% 0.0% 3.1%
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Interfacing with a device
distracts from the group
experience.
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Am I doing work for o Is the app doing
the app? of work for me?
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Your eyes dart around the room, stopping at the only
other door which leads to the back hall and bathroom of
the hotel. Place an Explore token as indicated.

TR 4
. ?

Continue
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From One Node:

e\Where an investigator is
e\When they were there
eHow much they pass/falil

eRoughly how much damage has
been handed out

ik

UBM



GDC GAME DEVELOPERS CONFERENCE | MARCH 19-23, 2018 | EXPO: MARCH 21-23,2018 #GDC18

Takeaways

ePrototype early
eBe careful of scope
eDivide mechanics between mediums

Tabletop Digital
eFlexible timing eReal-time interaction
e [actical interface eHidden information
eSocial interaction eBack-end complexity

eMake interfacing worth the hassle
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Questions?

Andrew Fischer

Twitter @Ethereal_Fish
Email

afischer@fantasyflightgames.com
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