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Core Gameplay




Core Gameplay

The basic set of game rules through which players
Interact with the game
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Core Gameplay

o« Match 3 tokens together
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Core Gameplay

o« Match 3 tokens together




Core Gameplay

o« Match 3 tokens together

e Clickona 2 or more .
tokens of the same color &




Core Gameplay

o Real-time battle of 5 characters
o Automated core gameplay




Core Gameplay




Core Gameplay

e Genre defining




Progression




Progression

Tracking of player progress through the game’'s content
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Progression

Tracking of player progress through the game’s content

e Metagame, Endgame or Elder game
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Progression
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Core Gameplay rogression
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ore Gameplay

rogression
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Core Gameplay rogression
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Core Gameplay rogression
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ore Gameplay rogression
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ore Gameplay Progression
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Core Gameplay Progression
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ore Gameplay Progression
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Core Gameplay rogression
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ore Gameplay rogression

_Qos o o (2)

qSombraSp v Lv.1 V.1 VI LV : b ~ s
< y = ! o | 4:
m ini Ancuaa
ala
Il'n'nl - 3 .
b

120

(=

’ Hre B e ' i
Steveiio? | . Qievens® | . Wieveilio? || Sileveias
e e - "

2= va A
“ 4 /\¢
: .
-
&‘A ~
= . ;‘ / )
SLevel 107 | | .SLevel 10#
0/4 f 0/4

.E : Malavida : |
- ‘ ‘,'f\v“ @ :
LV.1 LV.1 LV.1 Lv.1 Sileyeifio” | Sieyerjio® |
L@ 100 @ 100 @ 100 @ 100 @ 100 ﬁ — ‘ —
- | ®E va

0/4

v3.8.0




Core Gameplay Progression
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Core Gameplay Progression
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Core Gameplay Progression
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Core Gameplay Progression
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Core gameplay Iteration
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Core Gameplay Progression
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Core Gameplay Progression
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Core Gameplay Progression
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Core Gameplay Progression
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Core Gameplay Progression
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Core Gameplay Progression
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Core Gameplay Progression
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Core Gameplay Progression
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Core Gameplay Progression
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Core Gameplay Progression
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Core Gameplay Progression

-

' Natasha ,\x 6/6 3 3/3 = W
o = ' 5 '@133K‘€‘3104K m

Heroes Missions Alliance Inbox




Progression iteration
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Core Gameplay Progression
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Progression

Core Gameplay
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Core Gameplay Progression
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Progression
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Core Gameplay Progression

Metronome x2 e(‘:;‘el %l;{ls;:&l Binoculars x2  Lantern x2




Core Gameplay Progression

Metronome x2

P
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Progression

Core Gameplay

GOC cav

NCE | July 19-23, 2021 | #GDC21

nc
LL

=[EORERSICONE

DEY




ore Gameplay Progression

Pruning Shears Level 3

MERGE to create an Axe.




Core Gameplay Progression

Pruning Shears Level 3

MERGE to create an Axe.

Reward

w

1 XP




Core Gameplay Progression

Pruning Shears Level 3

MERGE to create an Axe.

Resources




Core gameplay Iteration

 ® GOC~ GAM= DEVZLOPERS CONFERENCE | July 19-23, 2021 | #GDC21



Core gameplay Iteration




Summary




Summary

e YoOu don't need to reinvent the wheel




Summary

e YoOu don't need to reinvent the wheel
e Don't copy directly — adapt/ iterate
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Core Gameplay
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Progression

Iteration
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Summary

e You don't need to reinvent the wheel
e Don't copy directly — adapt/ iterate
o FINnd a market fit — know your market
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Summary

e You don't need to reinvent the wheel
e Don't copy directly — adapt/ iterate
o FINnd a market fit — know your market
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Thank you for you attention

Looking forward to your questions
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