Note: Please turn on the notes view to see the
spoken portion of this presentation.

One-Page Designs

Stone Librande

Creative Director, EA/Maxis




Overview

» Standard design documentation
« What are one-page designs?

» Creating your own one-page designs

» Benefits
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1. Game Mechanics
1.1. Core Gameplay
1.2. Game Flow
1.3. Characters/Units
1.4. Gameplay Elements
1.5. Game Physics
1.6. Statistics
1.7. Al
1.8. Multiplayer

2. User Interface
2.1. Flow chart
2.2. Functional Requirements
2.3. Mock-up

2.4. Buttons, icons, pointers

3. Art and Video

3.1. Goals, style, mood
3.2. 2D art and animation
3.2.1. GUI
3.2.2. Special Effects
3.3. 3D art and animation

3.4. Cinematics

4. Sound and Music
4.1. Goals, style, format
4.2. Sound effects
4.2.1 GUI
4.2.2.Special effects
4.2.3.Environment
4.3. Music
4.3.1. Events
4.3.2. System screens
4.3.3. Level theme
4.3.4. Situations

4.3.5. Cinematic soundtrack

5. Story
5.1 Backstory and world
5.2. Character descriptions
5.3. Game text, dialog requirements

5.4. Sample scripts

6. Level Requirements

6.1. Level Diagrams

6.1.1. Flow diagrams
6.2. Asset revelation schedule G D C
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Lnawr Sk Earry's Casins
Copright 1997 by Al Lowe

Lobwre Soor Lavry's Cunlos Do2ign DOCUDMSE Pupe 4
Copyright 1997 by Al Lowe
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Scene-By-Scene Description
e memm—————

0's, Miscellaneous Animation

Women
S000Paselonale
[T 1000. User Interface
Pt The 1000 numbers include everything that is shared globally: menus. curiors, icons. ek,
m Menus
f_"ww‘*'lu' ™ The right-<lick meno will contsin at least the following items (nsore will probubly follow a1
e 1p - . .
T = | Frearpr ron we discover what I've forgonen!).
st H-prshaie s | Intemet play |
NP My Staff., Thle Bar
embd e b | Options_..__| This only says “Rock Hard" if that's the player's chosen persona.
B Hep
insiape Exit Map

5100 Drew Barin
Beawiful, young,
much tme as possible g

Mext up s the bed
Dwvew Baringmom! As
her ime as posaible nd
really loved how Diew
lucky. befare., . (ih, wy
wou chooig Dew, you'

5200 Cavaricchi
Besuriful young b
senee pirl with well.de§

Well now, who b
ing hit om by men? Haof
like nuenber righd here
poor Lamy found owt, 8
beautiful young biscx
mcchi s one tough, nov
Cav ponight!

5300 Annetie Bg
A mEyisemious, dar
realiving bis name refe
hat She wanbed someo
Moving now 10
Jfilm moire woman n
gl acually she was
her. Ske never realized
mit mearder fior her. but
she lovely? Well, of oo
o chmic 19801 black
People an: d:ridlg i e

Takes you to the Map without leaving the current icene 50 in case you cancel whik on the
Map, you'll sl be exactly where you were. While i the Map, this meow isem changes 10 “Retwrn from Map.”

Internet play

Takes you 10 SIGS. If you are notin 2 game, kts you select the game in SIGS, then takes you there. If you are
already gambling, you remain in your chosen game. When you retura, your online sign-up mates am there with
you

Sruft...
m Opers a hucrarchical menu off the nde listing all the “swf™ you have m bvemory,
ooey — which at the very keast includes money and peobably other things you've bought or been

..(EL“"—:_ gven, Leficlicking on ooe of the wems expands snother layer of menu of verbe that in-
C‘f‘_‘"""“ = cludes “give” if the item i “giftsble ™ Give then has & sub-menu that lists all the people in
2‘“"‘"\'“"‘ Il your imemediate “chat asee™
Ot -

Opeions. ..

Goes to a tabbed dialog with all the choices n Hoyle's “Control™ dialog, except "Attitude.” Added to the
Hoyle's collection will be mdividual tabs for each of the games, allowing players w0 catomize everything we think
may ever be annoying. (For examples. see Office "97"s “Tools | Options™ menw ilem. ) Each game's specifics are
under that game. Gomg to Optaons from within a game opens 1o that game's sheet. Goang to Optaons from amywhere
clse opens to the General sheet. Here are just a few of the many icms available to futz withe

Text color tof twxt you send 1o others)
Background color (of weat you send to others)
Reading spocd (for others” caroon bubbles)
Help
Takes you to the standard Wndows Help system, and Al's np-off of Hoyle's help system

Exir
Sure, ask “em to confirm. but if they do. don't display a commercual, just et the bell cut!

Chat Bubble

Chat is dusplayed inside 2 rounded-comer mcungle, with one corner replaced wigh a comma shape leading from
the persona’s mouth. Bubbles scale 1o fir the 1ext typed. The left pesonss’ bubbies go to the nght, wiske the right
personas’ bubbles go o the lefi: the ianer personas” bubbles go above, while the cuter personas’ bubbles go below.
Each bubble attempts 10 not cover other bubble s, akhough that seems impossible. Keep them grace fully shaped and
proportionaee (ie., approximately 3x5 proportsons), rather than niged and within fived boundares.
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Pazzle Document
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/

I Get New Job I

Orim Faedangs Puzzle Documen

Cut-Seene: Choo-Choo Farewell

So it was Evaluna, afier all, who stole the suitcase. Afier doing that, she rallied the
L5 AL reserves, now a hundred strong, and secured the train station with them. Manny
finds a special ticket waiting there for him—first class for retired civil servamts. He gets on
the 1rain with Meche and Glottis (Demons mide free! At least, to the border) and they wave
good bye 1o Eva and her troops.

They speed across the world 1o the Mayan temple, where Glottis gets ofl. He can’t
leave the Land of the Dead, and there is a tearful farewell, but happy because Glottis has
found a home with the litthe demon mechanics,

All the cheated souls finally get their tickets and board the train. The angelitos ride
up front with hanny and Meche, singing “Chattancoga Choo Choo™ and dancing in the
isles until the train stants chugging out of the station and they all stick their heads out the

windows to see the new world coming.

To peotedx this dovseseel, |
Pn HEnc yeor fioe |
ey of poy do ghin oo —-

To protect this document,
please restrict your fallen

tears of joy to this box.

Thank you!

“Thix report. By £3 vy gt

Confidential and Proprietary r_ »

©199% LucasArts Entertainment Co|

G e

Condidential and Proprietary Page 72 April 30,1996 152 Pa
1% LacasArts Entertainment Co, Tim Schafer
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Pros

» Definitive source of information
» Entire design is in one place

» The act of creating the document is
the act of designing the game

Cons

» Doesn’t scale up
» Hard to manage updates
« Difficult to search




Design Wiki




HERO ARENA

navigation

= Main Page

= Design

= At

= Milestones

® Discussion Topics
= Recent changes

search

I
_Go | _search |

toolbox

= What Inks here

= Related changes

= Upload file

n Special pages

= Printable version

= Permanent link

page discussion edt

Design

The Game

= Gameplay Focus

= The X

= Metrics

= Story
= Characters
= Boss Characters
» Tutorial - Tier 1
» Cutscenes
= Comic Sequence

Dialogue

= Badges - Tier 1

= Replayability Brainstorming

= Funny Moments
Brainstorming

The Creature

= Creature Stats

» Body Parts List

= Body Parts Locations
= Special Abilities

= Special Abilities List
= Balancing

= Stat Boosts

Creature Creator

| history

Planets

» Differences between moon
and planets

o Meane—TFierd

= Planet List

» Final Planet Names

= Planet Brainstorm

Space Travel

= The Spaceship - Tier 1

= Gameplay - Tier 1

« Ul

= Forgotten Master's dialogue
= Controis

» Unlocking Parts

= Combat—TFer2

Arena Battling

= Gameplay

» Battle Types

= Arena Overview

= Power ups

» Power ups Brainstorming
= Controls

= Camera & Viewpoint

Multiplayer
= Multiplayer Metrics
= Friend Codes
= Records - Tier 2
= Local Play - Tier 1

= Nintendo WiFi Play - Tier
2

= Creature Creation Battles -
Tier2

» Creature Sharnng - Tier 2

= Pollination & Uploading
Creatures

= Sporepedia - Tier 1
= Demo - Tier3

2 Login / create account

Lists

= Animation Lists
= SFX Lists
= 3D Assets
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FronT PAGE (/

Edit this page (Last modified September 16, 2008 by pswearengen - diff) \&/)—\
Front Page | Recent Changes | Title Index | User Preferences | Random Page | Help

» Stone Librande Home Page » Front Page
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Player Character Awareness )10-

(o) -
(Coe s )48

Focal Document )&

Core X Playable )&% Special Abilities

Parodies/ Jokes ~ Ability Tech Trees &

Z Core X/Demos Character Switching
Focus & Kleenex Tests -4 Gameplay & Mechanics ) @ Bus Stop System -8

Prototypes = Controller Mapping =
Special Physics )}

Life & Death &5

%!l

(Garneplay. Story & IGC Flow Difficulty Levels }-4

Episode Triggers

(GuidelineslBest Practices

Episod ¥ Object Properties )&
Shony S Epitodes i”g é/l Game Design Document

‘f»! The Simpsons

Object Behaviors

=

Object Families

-

Glints & Glows

-

Item Drops

-

Springfield Citizens &
Springfield Layout -4 @ 3
Dynamic Springfield -4

Online Features
Collectibles
Scoring & Rewards =&
(XBOX 360 Achievement Points 9
Save/Load

" Full Design Design |
__& Status ]o [ChnngeLo,g &

l<Co-0|'.\ Multiplayer >—(¢—

Springfield Hub =&
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MARGE'S MEALS

INGREDIENTS

The secret to any great meal is the ingredients, Marge can find a wide vanety of food items as she explores Springfield and those items can
be combined in nearly limitless ways. Each ingredient in the game is described by a small number of parameters (which are not exposed to
the player). This lets us change the ingredients at any time without breaking the underlying cooking system.

* As Marge travels around the town she sees food icons. (Many of these are the same food icons that Homer can eat for calones.)
When Marge touches one she doesn't eat it; instead the food ingredient instantly teleports to the Simpson's refrigerator and a
message appears, *[Food name] collected®. In smaller text is the message, "Use your refrigerator to prepare a meal".

o All ingredients are stored in the Simpson's refrigerator. When Marge is in the kitchen and walks near the refrigerator a contextual
message, "Press X to open" appears. Confirming the message causes a full screen image of an open refrigerator to appear. This is
similar to an inventory screen in 3 typical RPG, with slots to hold items. A little number next to each item shows how much of that food
you have (up to 10 each). Some items are stored on the main shelves and some are kept in the door. There are exactly enough food
items in the game to fill up each slot. In this way the refrigerator acts like a3 trophy case, letting the player easily see if they have a
complete food collection.

g e §2 @

#25% attack power ko 12 meretes g head mode for 12 minutes

“l%

+50% run speed for 6 minutes

[/

+ 0% deferrse o 24 minutes

(s BLCLN

« In the example above there are 37 slots in the refrigerator, which means that there are 37 different ingredients in the game. (This
number can be adjusted as needed.) This allows Marge to cook approximatsely 5000 unique meal variations.

Ingredient Rarities

GDC




Pros

» Easy access

« Easy to update

 Bite-sized chunks

» Team contributions

» History tracking and accountability

Cons

» Requires constant maintenance
» Hides design relationships

» Low resolution

» Frustrating viewport limitations




Observation

» Problem: Most people don’t read
past the first page or screen.

» Solution: Only use one page.




One-Page Design
Inspirations
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VERTICAL

HORIZONTAL COOLNG INTERCOOLER

WATER
PASSACES

MAIN DUCT ,
YO INDUCTION: 2T e o)
MANIFOLD

INLET BRANCH
OF INTERCOOLER

INTERSTAGE
WATER COOLINC
PASSACES

INTERCOOLER
WATER PUMP

7 o 2 Ist STACE
7 o N\ e SUPERCHARCER
wal S = ¢ [| SR [P A——" ROTOR
LY SN TS : i ——\ § . 2nd STACE
o —z = £ X LB supERCHARCER
:w g p £ ROTOR
INTERCOOLER DX

e WATER PUMP

—

TWIN CHOKE

SU
CARBURETTOR

MODERATE GEAR [ NS
CLUTCH & CEAR f 4

FLIGHT

DRIVE o
FULL CEAR

© 2006 “...d Business Information TWO-SPEED
www.flightglobal.com CLUTCH & CEAR  CHANGE
DRIVE OPERATING

PUMP

REDUCING VALVE
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One-Page Design
Examples
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Aug. 18,2004 O
Opening screen A
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The World of DHack - Normal Difficulty

Outdoor area DRLG
(This is for demo purposes
Small town with healing shrine and can be any size.)

and identify shrine.

Mines (Levels 1-5)

It was once a prosperous mining
operation but now it lies in ruins.
What caused this destruction?

Level 1 - Mines
(Up and down stairway plus 1 random tile)

Level 2 - Mines
(Up and down stairway plus 3 random tiles)

Level 3 - Mines
(Up and down stairway plus 5 random tiles)

Level 4 - Mines
(Up and down stairway plus 7 random tiles)

Swarm Level Level 5 - Mines
Every 10th level, starting with the 5th, Swarm Level
m:: i‘r’)ler;:f\:yn':ebeorfs, weak (Up and down stairway plus 4 random tiles)

Caves (Levels6-10) ——————
The first group of miners that broke Level 6 - Caves
through to this vast underground (Up and down stairway plus 1 random tile)

cave system unleashed horrors
beyond comprehension.
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/R/ondahar
Skeleton
Crypt Child

Skeleton Archers
Skeleton Mage
Skeleton Boss

Fallen-Shaman
Crypt Child

\&o&vgu}zg‘s
Wilderness
Ravenshire
Noalani R
Random Cave Entrance

Tl

|

Bridge 7 &
/ Lord of Despair \

~
L)
R 5
‘ 2N i

WLosxlant

Wilderness
Cave Entrance

B

Snow Wilderness
Alamo (coming soon)

ﬁ?&\y}@
> ;

Crypts
Super Ghoul

al
o og L&KZQ@

o Burnt Wilderness
. Cave Exit

N\
\_ Random Cave

Mines \7‘}'{ \
Miners (3) ;

Spiders (3)

Rat Mage \7 >
Black Feeder Lyar

Spider Lich
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Level 13: 20 minutes (1:30-1:50)

10) WiddowsTier

TattooedCorpse
Melee,

Runs when hurt,

Eats dead for health

DeathClan
Melee
Buffs DeathClan

DeathClanShaman
Melee
Geots +damage buff

rel 12: 10 minutes (1:20-1:30)

9) CathedralofLostHope

Fallen
Melee, Runs away when
another monster dies

% HorrorMage
Range fireballs

RazorDemon
Range lightning

VerminLord
No direct attack (runs),
Seeking poison cloud

StoneBlight
Meleo

Level 13: 10 minutes (1:50-2:00)
11) Winterstone

X Fallen
Melee, Runs away when
another monster dies
«R DarkOne
Meloe
Balrog_Winterstone
(Q#? Boss)

. Random Name

FeralKin
Molee

______
-

Level 14: 20 n

12) Neph:

Needs n



Tower Upgrades

wer Nipounss

Nemeric upgrades Armlw« mw % Archer Numeric upgrades

aié%%%% =9

ﬂomemal tums

md M ”‘I pun
effecr  dwaten Fede apeed

Numerk upgrades

Offensive Upgrades

ST( Numerk upgrades
Fe 2 0 o
Alchermist | Elemental shot
vy
fome @ow mons  epates
ares wers  den buts
Effect upgrades
’ : Stat Upgrades
Main Gate ﬁ 553 e
: e If you want to start a Guild battle, click on the Main Gate. P~
N & §/ T & 1) If members of your Guild are already in a battle, Mchemist  HeaingWell  Numeric upgrades
LORN AN Sy and that game is not full, then you will join them. 2
¢ \Q o © o ¥ 2} If there is no battie to join then you will start a new game. power
Gawyad o 3 3) After matchmaking with another Guild, then a transition T — e e
(spownpaing @ =9y oceurs and you are removed from your "Quest Gulld” and havin  Shind Numaeric upgrades

—_— p ed in a “Bartle Guild”
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N '\
Direct Area - Circle
Shot does not travel along path, but hits target instaneously. Payloads delivered to all targets within area at a set rate.
0 - 'X, Parameters: o Parametess:
RS detay X frequency of payloads
3 o astelbution
Milee 5 el
A type of direct damage that can enly be delivered ‘ ::m:m m?g:r
by the source being within close range of a target, axz soheﬂ%ulovoh‘rﬂrknf
//_ N Parameters: '
( o a‘x_: same os Divect
A S INA-Max fange
N mavein and artack fonsoff) Area - Cone
A Similar to a circle, butin a specified arc.
~ ‘\ Parameters:
Instant . ‘ax'- sk P
Near instaneous delivery that cannot be dodged, but can )
be blocked by other objects. o 2 e
i Parameters: VA
0 —y»ax,_ min-max renge AN
» piesce fon/off} /
Propelled
Shoots out an object (actor} that can be dedged or Area - Beam
blecked by other objects. NI Similar to a cone, butin a rectangular shape.
;T"""““ fange Parameters:
/- istance trigger froquency of payloads
) & oo
O 3X lime trigger distribution
w?‘wry ; dissipation
prerce fon/ofl} Min-max X %7
.
Lobbed
A type of propelled defivery that arcs up and -
passes over objects.
P : Nova (Wave)
/ ‘ ::::::;:" d Attack radiates out from central point.
[ launch angle Target takes one hll‘as wave passes through it.
o x X {Note:novas are typically a full circle, but do not have to be).
.
Parameters:
Min-max range
Pathing (Homing) min-max arc
A type of propelled delivery that follows an arbitrary wocky
set of rules (Al) and attempts to reach a target, desplte 0030
obstacles. ground hugging fon/aff)
i dissipation
//' \ Parameters:
J same os Propeed
o = x > 9x§ pathing rules
> .
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Demonic Mage
Fire Chain
Skill Category

Fire

Description

Fire streams from the Mage's fingertips and spreads in chains to nearby monsters, burning them over time.
The Mage must remain still while this happens. If the Mage gets hit, moves or releases the mouse button,
the effect is broken,

X X e N
% % = Ko
Ot [(O=TEuiif || 0=

Croming hough beom x

As bavgets moves, .

hoid

couner damage. but doet
POL RN O teew AOSe.

Details

Target a single monster.

Medium range.

Click to create a flame rope that connects the Mage to the target.

Attack continues as long as you hold down the mouse button, or until you get hit.

After 1 second the flame will leap from the target monster and connect to a nearby monster (if one is in
e).

If the skill is leveled up, the flame will leap to additional monsters, in 1 second intervals, creating a

connected chain. A monster already connected to the chain will not be reconnected again.

Line of sight: Yes, for initial target. Additional targets need to be in LOS from previous monster, not from

the caster.

Auto-hit: yes,

Blockable: no.

Mana usage: up front cost paid on click, smaller cost paid over time (while mouse button is held down).

ul

Set up the Fire Chain skill on either the Left or Right slot.

Click and hold on a monster.

If the Mage is not within range, he will walk within range and then start the attack.
Release mouse button to stop attack.
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Main Doors
Trashcan (to exterior}

DA o
‘ N3 * Trashcan
T L@

Food (edible) 5\

5

Magr. Office

Dg . Counter .

2 w O n
- 6§ g Cash -
= 5sf 2 registers T
O E8l & S
U =
il
?:5 ﬁ' Trashcan

Trashcan Main Doors

(to extenor)

Drive-Thru
Window

To Get Beer:

1) Jump over main counter

2) Climb on drive-thru counter 2 s
3) Jump up > P>

4) Collect beer /B

NOT TO SCALE

yyyy

07-10-05

GDC




Film

Liser “uses” this
To Get Beer: Casﬁ?,{c}f Dobgafo;}d fo start camera
1) Take beer fram display J E-Z MO"E)’ acthities
Back room Freezer
| I
Kwik-E-Mart O Hotdog
NOTTO SCALE machine Donuts
] Fat food
08-05.06 | O O m
Apu gives Marge lotto tickets Hotdogs—
if she mobs shoppers to his store , B e |
- Snack shelves with g
o assorted food items
£
2 Squishee 5
I m ] O
% Gurmmi food
T Register—s= -
- Lﬁ_tto
machine
O [ I
Egg cartons +
behind sliding door O
Bart can “use” this to Magazine racks
start the Egging activity ‘ﬁ( +
_ u X o
Window Front Doors Window

(tar exterior]

Back room

Coffee maker

Plastic utensils

Juice machines

Buzz Cola
Use for Helium

Arcade Cabinet

Cabinets rotate each time
the game starts up.
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Csahsh| registzr, Crackable
1 elves an i front glass
Cabinet MItFor erackadiel Cabinet

Love tester o

-« Use'to test your love.
Get "Hot Tamale“and a
Homer power-up appears.

Breakable bottles
P}aygr can'tenter . l_
;|_§ To Get Beer: 1) Pick up from bar

Women Bar stools Window
Juke box (not transparent)
“Use"to turn on
and off music I
o .
DX | | Main Door
Score board — Overhead Light (o exterioh

B-baII—P-Q

i e
Pool tabl
ool table —L_

Dart board Only usable by Homer —~& Cigarettes
@) | @) | 1O | O @|g e
e - =
To Get Invention Part: Windows Pool cues
1) “Use”the pool table {not transparent)
2} Homer shrinks to ball size

3} Push all the pool balls into the pockets
4} If the 8-ball is the last ball then it glows
5} Coltect 8-ball by rolling inte it while glowing

Moe’s Tavern
TO SCALE

{(7-06-06
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Chalkboard

(equation resets each
tirne the game loads)

Computer
and Desk

Portrait of
G. Washington

Drinking fountain

School
NOTTO SCALE

07708

Fire extinguisher

Trashcan 0?::;

Front Doors

(to extenor}

To Get Beer:

1) Bart goes through roof vent

2) Bartopens Skinner’s door

3) Homer enters Skinner’s office

4) Homner hits or bumps file cabinet
5) Cabinet drawer opens

&) Collect beer

File Cabinets Phone
Mic —
¥
Wastebasket

ortrait of
Kinmer's rom

Canonly be opened
from Skinners office.

¢ Plant

. Vent shaft

(to school roof exterior,
Bart only)}

Trophy case
crackable glass

GDC
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Creating a One-Page Design




Title

date

Callout

/Sidebar

W Bullet points

\

Lots of whitespace!

AN

I\

Main
[llustration

Description

~
Detail
[llustration
J
Notes
Callout




{ L Adobe lllustrator - [layout-diagram.ai @ 66.67% (RGB/Preview) |
I

T File Edt Object Type Select Fiker Effect View Window Heb

-

Mixed Objects

m ? SAroke:

] opsty 00 e g B RS Taels T2 bb 3 44 Tonsform

| & Color x | Color Guide |

%m::

)
+ —
Q‘ s v 9%
)\ 1__. 2 3 — | 9%
23 - | e ct——
8, =
T | Swatches x ishes tyles fance |
NG Title Lots of whitespace! | | |
._.]‘ date
P4
“: . s Detail o, W 0 @ 3 9
Q; /_‘ lllustration (S0 © G aders x| = -’;
2, :_
@ \ Main Notes I:I e 9
L2 r - Illustration A e
3 ! Sidebar ! |
ua, Siteton « L Callout | |
= u
& &
E; . Description | Symbols x | ;
L."J \,—/
%
®
40
;;: @ - < O a 3
T o —————————— e . -
. [ Chatac| © Paragraph x inType | o= _ S—— - | Layers x |
S ey e a | Transform | Align | Pathéinder x | o= 3 o
4 E a2 svw = Staos Modis] ® 1[0 [Jueyert or
Egop Bl
" —— _ H PH DD B Y
| $lop & 2l op |
v -
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L)
Creature Traits Athlete
455 4041 FHE AN CTEANATE 00 £3 T BATiSh anl iessand These Egg: an'er rhmws ir Frﬂ”m
prTesy trak s Pk, Playful an o Ceeathes Eﬂb}".’ﬁ‘uﬂﬂfﬂg; Jumpmg
Thet % nra i v al 1388 Wh i N0 mha ochier T Pl H
:leEﬁmqﬂ?:lmsm.u?:l:hi::l:;ﬁmfhhn " Ch"rd' ﬁlmb“"g
e e Adult Skill: Gymnastics
ro o o0 s ot rortis B S Firal Skill: Karate

067 thi oin FOT CTetane Gt s ol AL Coss Uns £ 1 DNk B

L
oreakil ang naoe lesrsed, B oan revssr e fosgotien. B opcd mani Ph s, cal
1o i o WOl pou m | i 19 10 B Sl Craitanis

Sculptor Dancer
Baby: Pushing, Pulling Baby: Swaying
Child: Stacking, Building Child: One-Two steps

Child

A creature remains
a child wrtil:
1 trait = 80%
or
2 traits are both = 40%,

Adule Skill: Pottery
Final Skill: Procedural Staties

Adult Skill: Basic dance
Final Skill: Advanced styles

(disco, charleston, tap, etc.)

{Traits begin at 33.3% each}

Creative
Painter

Playful

Gamer

Eqeq: Owner leaves it in nest Eqa: Owner picks it up
Baby: Messy Baby: Needs attention
Child: Scribbles on walls ﬁqﬁ Child: Simple games (tag, chase, fetch)
Adult Skill: Sketch

Adult Skill: Structured games (dodge ball, etc.)

Final Skill: Creation of new games

Final Skill: Procedural paintings

Baby: Naisy
Child: Yelling, Drumming

gb f Musician
Qﬁt

Creature only moves to eat and sleep,
This is caused by excessive punishment.
(Al traits < 10%)

Creature ighores your commands,
This is caused by inconsistent eycles of

Adult Skill: Singing -
Firval Skill: Procedural songs . De flan t
punishment and rewards. G D C




Flow Charts

s T T T > Sleep (Exhausted to Energized)
| Food {(Hungry to Full)
| Beds, toys, food, sticks Emation (Happy to Sad) Go here, stay and other
| and other objects Obediaence (Rebel to Compliant) player defined actions
: |  Environment | | Needs&Mood | |  Commands |
l \ /
L A r
Update Training Hi c Chooses Acti
A Needs & Mood — Training History |—>L reature Chooses Action ) ~
( p
Player Chooses Action
m . J E
k. = \/Q 9 f By o C, \
Shake Discourage Ignore Praise Treat
-5% to play that -1% to play that -0% to play that +1% to play that +5% to play that
animation again. animation again. animation again. animation again. animation again.
1% to all related -1% to all related +1% to all related +1% to all related +1% to all related
personality traits. personality traits. personality traits. personality traits. personality traits.
\ S . 7 \ 7 . S .
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ADDITIONAL REGULATION UNDER TRI COMMITTEE BILL




BABY PHASE

EGG PHASE
[ \
2 %’-
- — - -
=
Choose a Creature Egg Hatches Baby Appears Care and Feeding
Select a creature you have built in The egg wobbles around then cracks open. itis tired and hungry and will Give your baby food and water.
the CSA. cry to get your attention, It will grow over time but cannot
KID PHASE learn tricks.

RY

»
. e - ANY TIME
.

-

-

Training Rewards Punishments -z
QOver the next few days (weeks?} Pet him or give him treats when -.or smack him if you disapprove.
the owner trains the creature he does something you like.
to do simple tricks. X -
ADULT PHASE - .
Invite a Friend Over to Visit
Give your friend your“address"and she
- N can visit your place.
Will yeur creatures play or fight?
= . -
Earn Money Start a Family
Certain tricks can earm you money. You can have 2 creatures In the cage ata time.
You must do better than a rival (A} creature. Adults can help take care of bables.

Specialize
Your creature can now learn advanced tricks
such as gymnastics, dancing and painting,

GDC




Time + Space

Epic prodaices

roam the lasd
Beware’

s CRG yeu

cannot sl o4 .
10 other isands, féecborn Combar »

Ending nests

@ AYorem ¢

&","’

e TP
> —’I"/ <

- - Haovd Combar

First migration pont
InvEud aege
of sarting nasy

- Fasy Combat
Al mgraticn pains Waond
e - FEN0N N - p sretiol
Insmesing andmark b
Sran Lew) 7 Bran Level 2 l Beain Lewe) 3 l Braw Level 4
CRG Average 6 mins . 12 mins. 18 mins 24 mins.
Gameplay ¥ | | ¥ | | | Y J\'J\wl}\‘\‘.l“,‘,
Minutes o 6 12 18 - ¥ 3% ¢ 60 May L2007
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Relationships Between Modules

('Robot Game Entry (RGE) )

This s ot & game mmode. 11 & 0 cweriiy ( Arena Map )
that sits ov 10p of the Asena Map.
Load ArenaMap
(chick an jock’s LFQ)
& Maxis-made
Brute therned arenas
4 leagues per arend|
Load Home Arena ; s !
(cck on jock’s planet)
Ajock's save gavne canlains:
- Robots created
- Campaign progression
Options, Login Create New Game - Trophies awarded
and Sporepedia felick an empty planet) - Common parts unfocked
« Rare parts unlocked
(__l__\ - Layour of home arena
Home Tutorial -Achievermnents
1) tMake a Jock - Caveer stars
2} Make Robot - Timeline flog)
3} Test Robar
4) Make a LFO
5}Fly 1o Arena Map
& A
l@ HomeArena |«
A\

Your horne planet is a speclal type of arena that grows over time,
‘You 2arn more iters by winning medals in the campalgn games.

8 Maxis-made

When you beat an arena you gain robot parns,
home arena iterns, and you unlock the next

© Planetary  fasy League (difficulty level).
Solar
© Galacti i Intergalactic mode Is the same as Hard mode
O c Hard except that the robot that has the bast arena
* Intergalactic Oniine score makes a ‘quest star appearance” and
will ight against the player as the current champion.
Get the best score in Intergalactic mode
and your robot will bacome the new champlon
and appear in other players’ games,
Click on any empty star 10 open
the Sporepedia and either:

e re 3= (Gpans Arena Edtor)
2 Load an existing arena

Click on an existing arena to either:

1} Eniter

2 Defete the arena (becames an empty star)

Locked

the arena | Select/Edit Robot

& Maxis-made

Click on an unlocked campaign star —————3=

wpalgn stars cannot be played

until you beat the previous arena.

| Futunion themed arenas Alren themed arenas
Garage City Hail House (4 leagues per arena) {4 leagues per arena)
l (Opensﬂomolma&liﬁor) l
(' Opens Robot Editor ) (Opens Accessory Editor) Game Types
Robots walk around the 3 There are 8 primary game types, Each of the 3 Maxis
home arena in “Test Mode™ Destroy o targets Classic Deathmatch Switch ail zanes toyaur color Protect targets from destruction campaigns includes all 8 of these types.
Marker: Assaul target Markes: Robot target Marker: Zooe aren Marker: Defend 1aeget
Sattinga: Points pee Larget, Settings: Poinls per laeget. Settings: Teme fo wwitch Sattings: Puints per targel, The arenas are themed based on the archelype:
A Required o optioeal | | Respawn time ) L b ok Fequied of optional | - Brute arenas tend 1o be viclent and reward aggression.
- Futurion arenas tend to be fast and reward dexterity.
3 & Roboball * Zo aster - Allen arenas tend 1o be tricky and reward smart play.
Firnd anxd collect obyects Reach the finish fine first Return bafl to you base Try to stay isice e,
Marker: Collect cbjuct Markes: Chackpainn 206, Marker: Ball object Marker: Tagee 206 Shared settings:
Sectings: Points per target, Fineh dne 2one Goal zone e Settings: Points per second Limeed Infwite
July 24, 2009 L Requiredoroptional | |_ Settings: Ordered 1) (SetingsiGonomnesiteomt ) | J ( B Grnes @ovette @i S i )




Relationships Between Units

Heavy
- o) Armor

Matorials; Metal
Fects Smoke
ounds:  Clanks

feference:  Steampunk

S
,\O
I

O

Futurions
& (Mage}

Fragile

Precise
Electronics
Photons
Quiet
Robotech

Tricky
Bio-tech

Auras
Gurgles
Insects

GDC




»

rions

Futu
Magel
Fragile

Brutes

(Warrior)

Fragile
Plastic

Precise

Fast

Electronics
Photons
Quiet

Computers
Magnets

Lightning
Beeps

Low hum

EVE (from Wall-£)

Robotech

GDC




Matrix
Attribute 1

Attribute 2




Character Class

Fighter Archer Mage Scout Thief Warlock

Faction
Metal Fire

Nature

Water




Faction

Nature Metal Fire

Water

Character Class

Fighter

Archer

Piercing

Hunting

Mage

Ice Bolt

Scout Thief Warlock

Backstab

Tracking

Swimming . Potion




- ? 2 4
world _ice

Jaw (autematic)
Jet{easy)

Chomper

¥ hep (00 ety 20 R0

Player's Stmin? Cell Gol
'

e mosth, foge mags i et

o

o 20
@ world rock
oS!

B.ROCK ;&

Poison (hard)

Shy_g;er Alp(\a-Sh ter Poisoner Chomper Stabber

Negri Ao podn o SopryIm ook

K

@ world_plant

= PLANT
Cilia {easy)
Proboscis (hard)

Pinky Alpha-Pinky Nosey

o ogr o Fops oo dhogrs peodecd, el

Squigaly

K 2X 4K
@ world_water
-

44 WATER

Flectric (hard)

Buzzy Alpha-Buzzy Jawhead Puffish

A0 eectc Dps etk 4Ny s AN e Ao Gpekes, pon

10K 208
@ world _beach
@)

Jetster Eggkid Eggmom EggDad Poker

ops ot ApE AN Séox e 3P S et Aot probatct oha
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PEER to PEER interactions

Base Interaction

5
0:

Probosci

(T

Y

CELL-B
T¢

Poison

0

Electric

©

Liquid food

PEER FOOD
it

Food chunk

Jaw Proboscis Spike Poison Electric
. Each stab does | damage. Each second in doud does Each zagy does 1 darmage
Ear.hb;LE::ue: 'Ihnl::lamage. Each sip does 1 damage. 1 stabs b kill. 1 dimigarid temprorily slows. aned temporarily shurs.
== o il % sips 1o kil Lesavess food chiunks and 3 sesconcls ko kill. 3 zaps to kill.
Lot Carcass.
possibly iquid (no carcass). Lo farcass Leaves carcass.
Jaw Proboscis Spike 0 Paison @ Electric
Deflact Both cells Jaws v, Spdbe wins, ws Cloud: Falson wins, vs, Balt: Electric wins

bounce aff aach other

Call-Atakes 1 damage,

Cill-B rakes 1 damaga

Wi Part Jaw wing

i, Fart; Lany wins

Defect, Both cells
bounce aff each other

Spilke wins
Cell-8 takes 1 damage

ws Cloud: Faison wins,
vs. Fart: Proboscls wins

vs, Halt: Blectric wins
vs, Fart: Proboscls wins

Deflect Both cells
bounce off each other

ws Cloud: Foison wins,
Vs, Part: Splee wins

vs, Balt: Bleciric wins
ws, Part: Spike wing

Cells with Poison Farts
are i b peison,

vs. Balt: Electric wins.
wi. Part: Paisomn wins

Daresn't target podsan douds

Elearic cell won't
Langer stler eleric cells,

Fetrruary 22, 2007

@<

Jaw Proboscis Spike Paoison Electric Filter Mauth
Slabibed food leaks two
Sip for 1 DMA point. -1 size liguid fead Paoigan cloud doesn't Electric doesn't Too bigg bo el

ke licpuid food.

Shrinks 1o -1 siz=

and then dissppears.
M fond fades quickly.

it o,

targel liquid food.

kgriores peser food.

Eite carcass once Lo

Soliny carcass inko Lhires

Paoisan cloud doesn’t

Electric dossm't

i | s if
SRR L it ehres Deflext. -1 size chunks. hurt carcass. targel carasses. gnares
-1 ipe chiunks.
B::;‘I:T:T::;Lm Deflect Splits chunk into three Poisan cloud doesn't Electric doesn't |amaras It
i sk chundes : 1 size chunles. hrt food chunks target food chunks gnares k.
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CLCIENNEIN © | H 1 S N e e RS O N W X Y| SZE AR | TAB FAC] T AD: AE | aF | AG

1| VARNING: DON'T EDIT THS PAGE ALL VALLES ARE AUTCMATICALLY CALCULATED!
2 | CIV GAME
3| CIV, INPLAYED IV, MRITARY CIV. ECONOIC CIV, FELGIOUS
4
5 CREATURE GAME CREATURE GAME CREATURE GAME CREATURE GAME
8| v v v v o R A A ) B & 8 [ [ [ G
7] Tribe Celi__w f 8 a Tribe Cell W [ [ [ Trbe Cell v 1" v o Tribe Cel " & a
8 v v Vairior VoW | Varies  Waereor v v v Vv
9 2 v A | varor Vamor é VA | Vamier  Vaerior 4 v =r g v r
08 v e v 8 8§ v @ 6 v ®
1 v & v G vV G vV G
12
13 CREATURE GAME CREATURE GAME CREATURE GAME CREATURE GAME
" v v v v R R A R e B B B G G G G
1% W R 8 G v [ B G v - P G v R e G
16 A v | Varor  Varrior v [ Vaeier  Vaeror AR v R v
172 n n | Ve Varor 2 n N | Vamio: Varkor Varor  Varrloe g ron Varios 2 OR R Varrioe
18/0 R B 3 R B W asrior O A B 5 R B
19 n G " [+] V# n o n G
20
21 CREATURE GAME CREATURE GAME CREATURE GAME CREATURE GAME
23 v v v v " S R R B @ 5] 3 ] G G G
23 v A F G v R B G v B i3 G v R 8 G
24 B W B W 8 v 8 v
2% 2 B R 3 e rm Vasrion g & R Z B &
% 8 &8 e g & & E B 8 & &
b4 B G B G & G BE G
B
-] CREATURE GAME CREATURE GAME CREATURE GAME CAEATURE GAME
= v v v v " " R " 8 e © 8 a a a o
3 | v A L] G v " 0 G o " 13 G W A o G
e G Vv G Vv & Vv G Vv
»id oln 4 & R Waerion dleln 41 e B
#8 o 8 8 & & 5’ G B 8 & e
» G G G G G G G G
*
3
» Wandsrer| = .
33 [Warrion 2 »
40 Trader 3
“ Shanen_| 2 -
42 Scisreat 42 %
43 Zeaiot 42
4“ 42 5
45 | Eccbopet 12 29
46 # 12
47 d 2 "
43 = »
4 Hohiote e v
0 s
1 3 4 2
g ! 4 ? ' 1 Vardier Wit Teader  Shaman Schoist  Zewot Diglomn Ecclogat Knight  Bad
=« 1
5
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Trader

GO@“GD-C‘? \ ET | Qﬂ@a

{ "’I v“"v ,"‘v’ ' ,fI‘ / /“ g
e e eee's Q
.' I" w’ ‘, ‘|‘ ‘.'
.‘.‘ \ A | 0 | Clv | ) "

Warrior

Shaman
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Calculating Space Game Archetypes

@ When you complete a game mede you eam a “token'. (These tokens will show up on your Sporepedia card.)
Your tokens will determine your SPG Archetype when you enter into SPG. Tokens come in 4 colorful flavors:

© 0 & 0

Balancad

@ When you slart a new creature it has 4 white tokens by defaull. As you play through CLG, CRG, TRG and CIV
you will replace your default white tokens with red, blue andfor green fokens. You can only eam 1 foken per game mode.

O ©] Q O

CLG: Carnlvore CLG: Omnivore Gt |
CRG: Strong CRC
TRG: Aggressive RX
CIV: Military V. Economic IV Relx

@ As you collect tokens you start to define your species. Collect 1 dominant color to move towards a paimary archetype.

Red fokens:
0 e ks, e incny Bes cokor posiion 0000 ‘4‘1’3:’!5;': t‘"»“v“?‘-"ih- total Mve, G
Forinatins, £ dosnt mafie 1945 kg 5 okin QO0® S (320
din QLG CRG TRG or AV,
By s7:::::g;:v mode e con g:a&/\;lm‘\’y oooo ¥ v
[ g pctiees This Akizes W suodis of
" ‘:uwmam foc 2‘:6 :\m:: :ﬂ/‘;}'/ OOOO
Blue tokens: Green tokens:
Trader Shaman
oooo i oooo Whathar pouéam 10f 4 gresn ke
okens | ke aSPG S
000® \nderer OB [ e e
QQOO 4 oooo OOOO Secrm, he e ::&:_wjl:éms Yoo
2 hove e more Super Fosers you | have!
@000 e 0000
* any color

@ Collest 2 colors to move towards a secondary trait. If you have a mixture of all 3 colors you will become a Wanderer

Sclentist Q ) Mmudiohens
0000 ; 0000 OOOO
Q000 Q000
0000 ‘-~ e 0000 Q000
S

FUN FAC TS'

1
; ' 2 J
Q I O Here's the formule (05 the chack above &ty

Q000 O Q000
Q000 Q000
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Q000 0000

Bard
ooog\zif\\\gi'

Q

000 0®
e 000

0000 0000
0000 0000
Warrior
0000 Q
Wanderer
Q
Q
0000 O
gggg Scientist O @
0000
Q
@
O

© © 0 0

Q

Trader Diplomat
Q000 Q0000 0000
Q000 0000 0000
QOO0 000 0000

Q000

O
Q

,Knight

~ 0000

Q000

Jen|or 9000
L TAaAiul OQOO

Q000

ccologist

0000

O

Shaman
0000 0000
0000 0000
0000 0000

OQQQO@ This pattem is special. If the player ends up with one of each color then look at the only the last color to determine the archetype.
For instance:

0Q0Q@ o QOO o« QOO@ -equals Trader. Ending with Q= Warrior and ending with @ = Shaman.




Benefits

« Team
Easy to share designs across team

Make sure the designs are seen

Hand out pencils and encourage
participation




Trader 3: The Llamaman of Gannet Island

The real Golden Liama has been traced to the prison island of Gannet. The Warden
protects other people's valuables - for a fee. The prison itself is one of the newer
‘open plan’ models. Built as a grid over the remnants of an ancient civilization, the

Act 1: Incarcerated!
The player beans (nto the prisan kn a hedge-maze like
conridor nof fas from a group of pyramids, At the
pyramids, prisoners Bght. Coflect the gems toactivate @

prisoners are allowed to walk free - but never Jeave the island...

Note: All creatures (except the Warden)
should spawn in, creating unlimited combat!

5:Warden
* Warden (patrol)
Golden Llama

4 Temple Warden Wall
Securi Bot

Race Three
Race One
Race Two
Gem Stones (colect)
Ruinad Temple
Warden Chair

2-3: Coliseum

Maya Stone
® Securi Bots jparral) Coliseum Wall
Gem Stones (colect)
Race One
Race Two
Race Three
Sacrifice Altar
T Prison Wall
Broken Wall
Rubble Wall
1B: Pyramids
Race One
Race Two

® Securi Bots (patrol)
Gem Stones {callect)

Maya Pyramid 1A: Entrance
Maya Monument Race One
Maya Stone Race Two

— — — EI el
before gems aftes gems
arecollected  ave coffected

u Securi Bots (parsal)
Gem Stones (colect)

big stone door that is distant from here..
Talk to Maya Monument
Collect 25 Gems

Talk to Maya Stone

Act 2: The Maze
The player completes the Act 1 goals and the Povral
apens. Venturing furthey, the Player eventually comes
upon @ Colisewn - bt not before encountering a thivd
race of prisoners..

Collect 25 Gems
Talk to Sacrifice Altar
Move to Race Three (hidden)

Act 3: Rat Race...

Races &1 and 22 go at &t again - if the player is there
(most gems therel he should get out! The player again
has to move around the Prisan looking for gems

Collect 25 Gems
Talk to Maya_Stone
Move to Race Three (hidden)

Act 4: The Warden

Get the requilred number of gems and fnd a néw
Portal...

Collect 25 Gems
Talk to Ruined Temple
Move to Warden Chair {(hidden)

Act 5: Flight of the Llama

The Warden is aaale? There's only one thing to do!
Geab that Golden Ligma and make a run for &Y

Move to Golden_Llama
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Trader 3: The Llamaman of Gannet Island

The real Golden Llama has been traced to the prison istand of Gannet, The Warden
protects other people's valuables - for a fee. The prison itself is one of the newer
'open plan' models. Built as a grid over the remnants of an ancient civilization, the
prisoners are allowed to walk free - but never leave the island...

Note: All creatures (except the Warden)
should spawn in, creating unlimited combat!
o

w:;f}" P 220

27 o5 5:Warden j
gt VA e Warden (parol 5 (0 A 1PN

Golden Llama =

\J—'{(“' AZL T
M(-.-X’ '(C“"T"Ni\

e -
@ Prison Wall
f'6 Broken Wall
fLHN‘,{ m ks Rubble Wall
W 18: Pyramids
% W Race One
Race Two
M ‘f#e Securi Bots (patrol
Gem Stones (colect)
M7 NerT |Maya pyramid 1A: Entrance
aya Monument Race One
Y ll(M { aya Stone Race Two ;
= R ': - m Securi Bots (patrol) j' P
fore gems ofter gems
O g Gem Stones (covect) &

%Act 5: Flight of the Llama

Act 1: Incarcerated!
The player beams into the prison in o hedge-maze ke
corridor not far from a group of pyramids. At the
pyramids, prisoners fight. Collect the gems 10 activate o
big stone door that is distant from here....

Talk to Maya Monument
Collect 25 Gems
Talk to Maya Stone

Act 2: The Maze
The player completes the Act 1 goals and the Portal
opens. Venturing further, the Player eventually comes
upon a Coliseum - but not before encountering o third
roce of prisoners...

Collect 25 Gems
Talk to Sacrifice Altar
~MovetoRace Threelhidden)

Act 3: Rat Race...
Races #1 and #2 go ot it ogain - i the player is there
(most gems there] he shouwld get out! The piayer again
has 1o move around the Prison looking for gems

Collect 25 Gems
Talk to Maya_Stone
~Move-to-Race Three thidden)

Act 4: The Warden

Get the required number of gems and find a new
Portel. .,

Collect 25 Gems
Talk to Ruined Temple
Move to Warden Chair (hidden)

e’
The Warden is owake! There's only one thing to do@
Grob that Golden Liama and maoke & run for it!

M Golden_Llama
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Benefits

» You (the designer)
Forces a complete understanding

Forces concise design

Highlights relationships in the system

Aids problem solving




» The goal of design is to efficiently
communicate ideas.

It can take a lot of time and effort,
but isn’t that what you are getting
paid for?

» People will read your designs!




Thank you!

www.stonetronix.com




