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Creativity through limitations 
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People began complaining 
 

They were tired of creating a new level  
every time they start over  

 



Limitation 5 
NO MORE GROUND EDITING 



Limitation 6 
Predefined traps 



Limitations: 
1.  Fitting the screen 
2.  Tiles instead of a free resizing 
3.  Bigger tiles & limited traps 
4.  Even smaller levels 
5.  No more ground editing 
6.  Predefined traps 
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Other design challenges 



Passing level twice in a row to save it 



Lock picks as an energy system 



GEMS AS A RATING SYSTEM 



TOTEMS AS A TIMING SYSTEM 



16 months TO FIND  
ALL THE RIGHT INGREDIENTS 



Soft launch 





Version 1  Results 

Ver 1 Ver 2 Ver 2.1 Ver 3 Ver 4 Ver 5 global 

DAY 1 26% 

DAY 7 9% 

LTV - 





60% of players didn’t try the multiplayer 



Version 2. What are we going to do? 
●  Improve the interface (multiplayer!) 
●  Improve the tutorial (multiplayer!) 
●  Respins 



Improving the interface 
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Improving the TUTORIAL 



Setting things up to explain the game 



Version 2   Results 

Ver 1 Ver 2 Ver 2.1 Ver 3 Ver 4 Ver 5 global 

DAY 1 26% 41% 

DAY 7 9% 20% 

LTV - - 



Version 2.1. Let’s make an experiment. 
A New economy 

●  10x upgrade costs increase 
●  5x timers duration increase 
●  Coins cost 10x decrease 



Version 2.1   Results 

Ver 1 Ver 2 Ver 2.1 Ver 3 Ver 4 Ver 5 global 

DAY 1 26% 41% 41% 

DAY 7 9% 20% 21% 

LTV - - 2.5x 



Transition from internal playtests 
to the big amount of players 
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- Ok, what’s next? 
- DUNNO, INTERNAL PLAYTESTS WERE MORE FUN 
- HOW CAN WE RECREATE THAT ENVIRONMENT? 
- LEAGUES! 



Version 3. What are we going to do? 
●  Leagues instead of a single leaderboard 
●  Expanding the tutorial with leagues 
●  Random rewards during lock picking 
●  Gem mine speedups 



Making leagues essential 
Tutorial, story, progression 



Making leagues essential 
League button. Everywhere 

Map Inventory Main Screen 



Making leagues essential 
League button as a widget 



Version 3   Results 

Ver 1 Ver 2 Ver 2.1 Ver 3 Ver 4 Ver 5 global 

DAY 1 26% 41% 41% 45% 

DAY 7 9% 20% 21% 23% 

LTV - - 2.5x 10x 



Version 4. What are we going to do? 
●  Trap upgrades & thief health 
●  Expanding the tutorial even more with trap upgrades 
●  Selling additional inventory slots 
●  Direct attacks in leagues 



Version 4   Results 

Ver 1 Ver 2 Ver 2.1 Ver 3 Ver 4 Ver 5 global 

DAY 1 26% 41% 41% 45% 44% 

DAY 7 9% 20% 21% 23% 22% 

LTV - - 2.5x 10x 18x 



Measuring the quality of the tutorial  
by Day 1 retention 



Version 4   Results 

Ver 1 Ver 2 Ver 2.1 Ver 3 Ver 4 Ver 5 global 

DAY 1 26% 41% 41% 45% 44% 

DAY 7 9% 20% 21% 23% 22% 

LTV - - 2.5x 10x 18x 





We were losing 5% of players on this screen 





Version 5. What are we going to do? 

●  Outfits 
●  Magic items & crafting 
●  Trap sets 
●  Shields 





Version 5   Results 

Ver 1 Ver 2 Ver 2.1 Ver 3 Ver 4 Ver 5 global 

DAY 1 26% 41% 41% 45% 44% 51% 

DAY 7 9% 20% 21% 23% 22% 26% 

LTV - - 2.5x 10x 18x 18x 



GLOBAL RELEASE. What are we going to do? 
●  Guilds (minimal functionality) 
●  King’s League 
●  Retrieving gems (Facebook friends) 
●  Localization, bug fixing, etc 



Global launch   Results 

Ver 1 Ver 2 Ver 2.1 Ver 3 Ver 4 Ver 5 global 

DAY 1 26% 41% 41% 45% 44% 51% 57% 

DAY 7 9% 20% 21% 23% 22% 26% 32% 

LTV - - 2.5x 10x 18x 18x 26x 





Some soft launch details 
●  Duration: 8 months 
●  Platform: iOS 
●  Country: Canada 
●  User acquisition: 20k users (3k users per update) 
●  Targeting: age 21-25, latest devices, mid-core 
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1.  Do soft launch as early as possible 
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Some other things learned 
1.  Do soft launch as early as possible 
2.  What was important before, becomes unimportant after 
3.  Multiplayer game design as coin with both sides 



DESIGN FOR EMOTIONS 





Thanks! 

Eugene Yailenko 
Senior Game Designer, ZeptoLab 


