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•  Brings	camera	closer	



WWE	Inmortals	
•  Swipes	without	interrup7on	



•  Gesture	based	ac7ons,	but	requires	two	
fingers.	

















Is	this	thought	process	repeatable?	







Conclusion	
•  The	success	of	MC	shows	that	arcade	games	
can	be	mass	market.	

•  If	we	work	on	coming	up	with	a	control	
system	that	fits	the	device	appropriately.	
Gesture	based	control	is	a	must.	

•  AND	PLEASE	PLEASE	PLEASE	KILL	THE	FUCKING	
VIRTUAL	JOYSTICK!!	



Control Design for Action 
and Arcade Games 
 
Juan Gril 
President and Founder, Joju Games 



Mobile Game Designer’s Notebook:!

lest ye be judged!
From Judge to Judged in narrative design !
!
!
Kenny Shea Dinkin!
VP DESIGN, GSN!




The JoNaH Complex 
Abraham	Maslow	

SHAME	&	FEAR	
Can	prevent	people	
from	“self	actualizing”	



Why JoNaH? 
 

 
				“In	my	own	notes	I	had	at	first	
labeled	this	the	“fear	of	one’s	
own	greatness”,	or	the	“evasion	
of	one’s	des:ny”	or	the	“running	
away	from	one’s	own	best	
talents”…It	is	certainly	true	that	
many	of	us	evade	our	
cons:tu:onally	suggested	
voca:ons	(call,	des:ny,	task	in	
life,	mission).	So	oCen	we	run	
away	from	the	responsibili:es	
dictated	(or	rather	suggested)	by	
nature,	by	fate,	even	some:mes	
by	accident,	just	as	Jonah	tried	–	
in	vain	–	to	run	away	from	his	
fate.”	(Abraham	Maslow)	



The JoNaH Complex 
 SHAME	–	FEAR	OF	JUDGEMENT	leads	
to…	
•  A	disconnec7on	from	the	group		
•  “I’m	not	____________enough.	
•  “excrucia7ng	vulnerability”		
–	Brene	Brown	
	
…leads	to:	
a	feeling	of	lack-of-worthiness	/	
prevents	“self	actualizing”	
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A long time ago… 
● Click to edit Master text styles 
●  Second level 

● Third level 
● Fourth level 

● Fifth level 





Disclaimers 
●  I do not work at either Capital Games or Kabam!, and to 
my knowledge don’t know anyone on either team.  
●  Any data shown has been taken from public sources  
●  The opinions contained herein are my own* 

*and hopefully don’t piss anyone off.                                                                                              much. 

 





● Click to edit Master text styles 
●  Second level 

● Third level 
● Fourth level 

● Fifth level 



There is nothing new under the sun 
●  GoH isn’t even the only SW based card 
collection battle game. 



Staying still is losing a step. 
For a game to establish itself in a known 
genre it needs: 
●  Improved mechanics 
●  Innovative ideas (execution need not be 100%) 

●  Compelling content (IP, additional polish, etc.) 



Where do these games differ? 
●  Use of IP 
●  Aspirational goals/pacing of content 
●  Delivery on the promise of IAP 





Locked items with clear 
language about what level I 
need to be.  
 
A promise of new content, 
outside of just feeling 
powerful/progression. 



Locked items with clear 
language about what level I 
need to be.  
 
A promise of new content, 
outside of just feeling 
powerful/progression. 



GoH has very clear 
communication about what 
the premium currency will 
get me. 
 
I can buy Chromium in 
Uprising, but I don’t know 
what that does for me early. 



Improving retention KPI’s 
through IAP. 
 
Worked on me.  
 
Twice. 



Both games have a 
mechanic like this, but GoH 
is MUCH more clear about 
what happens and when. 



1/3 Familiarity 
Already some degree of existing knowledge and mastery 
 

1/3 Improvements 
How can you improve the flow, the UX, where are the gaps? 
 

1/3 Innovation  
Surprise and delight 
 



● Click to edit Master text styles 
●  Second level 

● Third level 
● Fourth level 

● Fifth level 
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