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Streaming — Player Response

e YouTube and Twitch are huge
 But value isn’t universal
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Multiplayer & Community

e Can a community get involved?

« Level editors, mod support, leaderboards?
« Do your players spread your game?

« Multiplayer?
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What About Targeting a Niche? iy
e Yes, find an audience that wants what you are making!
« Be sure it is big enough to meet your commercial goals
e Is your niche saturated? Improving Gou Support
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Conclusion

Our player's brain in a mindset of play is more likely to
overlook little lies to make themselves feel very good and
positive things

» We want to ensure they know that while game designers
craft the experience for them, we do so because we care

ux USER EXPERIENCE about them more than anything else in our jobs.

» The very essence of our job is to bring things to players
they didn't even know they wanted

' that's why we all have probably fallen in love with games in
the first place.
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A Progression Through Flow

Boredom

Player Experience of Need Satisfaction (PENS)

e This could be a whole 3hr lecture on its own

o Suggested Reading
o Essential understanding of player motivations

Primarily affects the competency element

Allows players to feel mastery over the game systems
o Skill
o Experience (not XP!)

A powerful intrinsic motivator
o Intrinsic vs Extrinsic

The concept of “optimal challenge” is similar to “Flow”
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Mitigating Difficulty

e There are a number of ways:
O Player Skill
> Familiarity of game systems
Hero progression (hp+)
Better loot / gear
New skills and abilities
° Be careful to not to make the player too powerful!
Fun at first but gets boring

Difficulty Curves

¢ A useful way of seeing the game difficulty progression at a glance
e Challenge vs Time

o Different curves for different game types

Example - Legend of Zelda: Breath of the Wild

e Start with Simple Red Bokoblin
o Learn how to beat
o Familiarise with the enemy
e Introduce Blue Bokoblin
~ Same Core behaviour (speed, attack patterns, attack range, rate of fire)
o Increase the health - tougher!
o Change the weapon - does more damage!
o Can kick away bombs - removes a player attack
o Introduce Lizalfos
o Whole new attack pattern |
o So much faster |
o And he can jump !
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