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First, a brief digression...
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Growing Beyond Our Domain



Why Roguelikes?



Deconstructing Our Game
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DLC Provides a Stable Launch Pad

● Tools and tech are mature
● Team is familiar with tools
● Mechanics are established



Game Jam
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World Building and Storytelling



Process Intensity Theory



“Process intensity is the degree to which a program 
emphasizes processes instead of data. All programs use 
a mix of process and data. Process is reflected in 
algorithms equations, and branches. Data is reflected in 
data tables, images, sounds, and text. A 
process-intensive program spends a lot of time crunching 
numbers; a data-intensive program spends a lot of time 
moving bytes around.”

Process Intensity Theory
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Why make immersive sims?





Multiple Characters
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Simulation Reset



Persistence and the Afterlife



Replayability and Game Duration
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Replayability and Game Duration

Player A Player CPlayer B



Replayability Surfacing Agency



Session 1

Replayability and Game Duration
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The Threat of Infinite Content



Meaningful Variability



Environment Hazard “Channels”
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Level 1 Level 2

● A little bit of everything in 
every level resulted in 
homogeneity

● Consolidating the elements 
leads to stronger theming

● Avoid the “chopped salad” 
effect

“Chunkiness” in Random Systems
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The Corruption Meter



Kasma Orders



Kasma Orders

List Progress



The Escapes



The Escapes - Shuttle



The Escapes - Cargo Container



The Escapes - Portal



The Escapes





Breath of the Wild

The Occupation Shadows of Doubt

Minecraft
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Questions?

Rich Wilson
Twitter: @rwilson_design

Email: rwilson_design@yahoo.com


