Get Across!

a tile-based multiplayer puzzle game



Presentation Outline

« Explain Game Mechanics
o What is Get Across? What makes it a game?

Discuss Player.lO
o What worked and what didn't

Logging Results
o Lots of Yummy Graphs and numbers

Game Improvements
o What did the data teach us? How did we fix problems?

Lessons Learned
o It's been a looooong quarter, what did we learn?

Questions



The Game

mechanics & implementation




Intro & Mechanics

Get Across is a multiplayer puzzle game with tile-based
movement.
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The goal Is to get to the red star.
The player also has £
Action Points (AP) which can >3
be spent moving over certain 4 %

terrain, or casting abilities.



The Player

Novice

5

Cook Crafter Planter

==

Monster Bacon Build Bridge Red Flower






The Map — various elements
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different elements provide challenges

every class has a tile only they can cross
o can cross River with bridge -
o Planter can cross Bramble with bloom
o can cross Hungry Snake with Snake Snack



Abilities — what are they used for?

* To get across terrain -- i.e. bridges over water
* Replenish AP -- I.e. red flower
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Multiple Ways to Solve a Level
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Multiple Ways to Solve a Level
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Multiple Ways to Solve a Level




Multiple Ways to Solve a Level




RﬁNards ';

« More experience = more Skill P‘on
 SP can purchase new abilities

* Gathering coins can buy new aya{
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quest complete!

Level 3 Class: Novice Skill Points: 2

Gained B XP!

Gained B coins!

Main Menu Next Level
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Novice

Avatars Q

Cook Crafter Planter




Player.10

scalable noSQL database

 use their servers to host synchronous multiplayer games
support for Kongregate and Facebook releases

helpful, error log can note errors, times, frequencies



« - [@ playeric.com/admin/quickconnect/overview/get-across

Ty L alme MY ACCOUNT
My Games » Get Across * QuickConnect

Dashboard QuickConnect for Get Across

Create Game SimpleUsers: O Facebook: O Kongregate: O
Total Users: 31 (disabled) Total Users: 226
Get Across

. Export Users as C5V Export Users as C5V
Multiplayer

BigDE

| (& Change QuickConnect Settings |

PayWault

PartnerPay
Sitebox Registered Users

- - Here vou can browse through the users that have registered in your game through QuickConnect.
ame!

QuickConnact
Error lag
Settings

Resocurce usage

Show:

ame
Zihton

MNewvou
Piratelvy
CraftyTurtle
divineaphasia
Zheben
McReal
jungart
Gabox

durk

god_of_war

OatouBby

<

ayniner

ConnectUserld
kong3767379

kongl1702783
kong5276679
ongld79469
kbng4334095
kqngd752281
kqngz2990610
k¢ng4269407
gongll27484
ong808581
kong232922
kong4192964

kong5228800

@ Delete Users

Registered
24 May 2011 06:05
24 May 2011 05:57
24 May 2011 04:41
24 M2 U3:44
24 May 2011 03:17
24 May 2011 02:55
24 May 2011 02:49
24 May 2011 02:45
24 May 2011 02:44
24 May 2011 02:43
24 May 2011 02:16
24 May 2011 01:46

24 May 2011 01:41




Frontpag

My Games BEVE-s]ilyis

My Games # Get Across # Error log

Dashboard Error log for Ge
Create Game W as3 | GetAcoss

Get Across
Multiplayer
BigDE
PayVault
PartnerPay __*__
Sitebox May 13: 2011 May 15‘: 2011
GameF5
QuickConnect Browse Errors

Error log Sho™\ Most recent errors =

Settings

Fesource usage

n : aeifed error: InvalidBigDBKey

First seen yesterday, latest 5 hours ago. (Delete 4 arrors) View Details (4)

3 TypeError

First seen yesterday, latest 11 hours ago. (Delete 2 errors) View Details (2]

May 19, 2011 May 22, 2011

View Details (7]

I In callback handler for BigDBE.loadObjects |

TypeError

First seen yesterday, latest 12 hours ago. (Delete 2 errars) View Details (2]

I In callback handler for Multiplayer.joinRoom |

TypeError

First seen yesterday, latest 12 hours ago. (Delete 1 error) View Details (1)

TypeError: Error #1889: Mo se puede acceder a una propiedad o a un método de una referencia a un objeto nulo.
at bridge::Connection()




BigDEBE for Get Across » NewQuests

All Objects

Object Key: |

Multiplayer

My Games » Get Across » BigDB #* NevwQuests

4k New Object B3 Edit Table

BigDB 15Woe2r_gOyB1BD9YB7euA

PlayerCbjects players
Abilities

NevQuests

StaticMaps

Storeltems

UserMaps

PayVault
PartnerPay
Sitebox
GameFS
QuickConnect
Monsters
Error log
Settings

Resource usage

StaticMapKey
tilevalues
MonsterCount
RoomID

¥ hide object
fb662066919 ¥ hids-s

20
®» show object

lastSessionEndTime ¥011-06-03 01:58:23

numPlayers 1 \/

¥ hide array
0 ® show object

1 ® show object

Campaign_2

2
xh556UYZ7kWxAVezzh6ApQ




Analytics &
Logging

numbers & graphs galore







Ar‘i'alytics on current version (Facebook)
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In the currenjt version of the game, the nurinber of Ie%?els

played decreased at a much smaller rate after tutorial level 1
i



Distinct count of F1
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Social elements and other analytics

Choosing class: Coalln 1
3 Cooker, 8 Planters, 8 Crafter
4 User-generated maps i
17 Games where there were 2+ players on the map
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Count af null
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Refinements

design, iterate, iterate, iterate, iterate..



"your character" more prominent
prettier in general

Main Menu

Level: 3 Class: Novice Coin: 45 more relevant informatio

Level 5 Planter
Get Across

Character Screen

You have 100 XP. 172 XP until level
61 —

Continue Your Previous Quest

Start New Quest

Quest Editor

S5kill Points: 1

Buy abilities with Skill Points

Buy items with Coins

Coins: 120



Game Refinement — Cooperative Play
& + + ‘ ]

Don’t make people wait! s
New tile types encourage

cooperative play
A




P Kelly Dunn WHY DO I HAVE TO WAIT FOR. AP
* 3hours ago - Like

focus AP usage less on movement, more on abilities
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Game Refinement — Classes

Problem: "Runner" doesn't sound cooperative
If the name of the game is "Get Across," it sounds like
Runner would just...run off

Solution: New Classes!
Ones that don’t have much of a "bias" with players



Game Refinement — Classes

Problem: Everyone loves Crafter
Crafter seems like the only one "conducive to getting
across," and what do Cook and Planter do? Who knows!

Solution
Flavor text to illustrate a class's general play-style



Game Refinement — Classes

New Problems: Class Balancing
Some abilities were over-powered or too expensive for
anyone to want to use

Solution
Just keep iterating



Game Refinement — Map Editor

Map Edito

’ « More informative Map Editor
Error catching, tile information

ll - U o ﬁ £) % .

** Use this palette to chaose
your tile, then click on the map
to place.

Once you are done, hit upload
to save the map!

ou currently have GRASS
selected.

hrass takes no AP to cross



Game Refinement — Server Load

8 Player]O Development Server (v2.2.0.0)

PLAYER.IO vy

Status | osmUobXIQDOX'&chmnﬁ;FV;’g

Bandwidth: 0.00KiB/s  Up: 0.00KiB/s  Down: 0.00KiB/s ») Play
Band... Id Player... PayVa... Partn... Name level AP positi... positi... chara... tutori...
0.00KiB/s simplend1 (1) {sp: 0... notlo... Player... [null] 0 20 0 ] Novice 1
at System.Net.Connection.ReadCellle=ak /T2 - = — -
at System.Net.Connection.Readd
at System.Net.LazyAsyncResult.lL 5 4« = o | .| = | . = P .
yo : Yooy FErrox: Thread was belng aborted.
at System.Net.ContextAwareResy ~
t tem. s vAS ult. + CQrra+ra= - ] a=a~d ALK - - o = /
at: Byatan.Nob-lazyfoynciosult at System.Threading.Thread.AbortInternal ()
at System.Net.LazyAsyncResult. C X
at System.Net.Sockets.BaseOvey  gaf System.Threading.Thread.Zbort (Cbhbject statelInfo) [erlerpeq)
at System.Threading._ IOCompledg] .
at ea.a(Boolean A 0)
d was being aborted.
Threading.Thread.BAbortInternal ()
at m.Threading.Thread.Abort (Object stateInfo)
at (Boolean A_0)
at (£t A_0)
atc rIQ.Server Client & Callback'l succe=ss, Callback'l error)
at ml. 11[2 d, & a
at PlayerIO. Cclie a 1 onError)
at PlayerIO. Clie b successCallback, Callback'l
at PlayerIC. .Creat 1 Callback)
at GetAcross DisplayC s \Users\nadine\Desktop\Get-Across\Serve
at PlayerIO. Clie t[ 3
at PlayerIO. Cclie ts
at ml.a.a.c()
at me.a(e A 0, BasePlayer A 1, Message A 2, Action A 3)

people won't play if game won't even load!
"After getting finishing the first tutorial Ivl it freezes..."

‘

- Kongregate User
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Game Refinement

« Retooled Tutorials multiple times to draw more people In

and help them understand the game

"Just the first tutorial level, if you realize you can collect stuff and want to
reach that pack of trees, in the bottom left, you end up having to wait at least
2 minutes to finish the level." - Kongregate User

’~" .

Your goal is to reach the red star on the map! Butyou
can gather some coins along the way.

Continue




| essons Learned

* Asynchronous function calls suck
o you never know If you have the data you want at the right
time

5, . NullReferenceException was unhandled

Object reference not set te an instance of an objet

Troubleshooting tips:

« Git Is amazing but merging is always dangerous




| essons Learned

« Learning languages and APIs takes time
o a lot of time

FLiHEL POMIEE GOOLS

« Artl Makes your game look really polished




| essons Learned

« 10 weeks Is shorter then it sounds (our eyes higger were
then our stomachs)
o couldn't implement cards, ability choosing

EVERYBODY PANIC!!!

Y ¢

* Nothing is obvious to users, they never read (and hate pop-
ups)

:'}:12 Jimmy Zhangi hate pop-ups

ik



done ||
done ||
done ||
done ||
done ||

3 make swflarger for facebook friends N

remaove the "goals” panel in the hud, place context-specific buttons there instead
(I.e. battling, gathering resources)

make the red star ending tile more shiny ]

E reset button for tutorial levels I
E— sparkle on star done |




| essons Learned

« Soclial games are complicated
o hard to iterate and find brand new players, or to get
people to come back
o we spent a lot of time with back-end and infrastructure,
versus social design

Social Games
get ()

across!



| essons Learned

 Don't release a game before it is ready
« Kongregate release flopped

sssssssss

fail ):



Questions?
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