
 

ESCUELA TÉCNICA SUPERIOR DE INGENIERÍA 

Y SISTEMAS DE TELECOMUNICACIÓN 

 

 

PROYECTO FIN DE GRADO 

 

TÍTULO:  ARMAQUEST PROJECT 

 

 

AUTOR: Mario Pozo Arroyo 

 

TITULACIÓN : Grado en ingeniería de sonido e imagen 

 

 

 

TUTOR: Toni Pippola 

UNIVERSIDAD: Tampere university of applies sciences 

CENTRO: Media (Finlayson Campus) 

PAÍS: Finlandia 

 

 

 
 

Fecha de lectura:       28 de julio de  2016 

 

 

Calificación: 

 

 

 

 

El Coordinador de Movilidad, 

 



 

Mario Pozo Arroyo | Armaquest 3 
 

Summary / Resumen 

Summary / Resumen 
 

Este proyecto se basa en la creación de un videojuego para Smartphone y Tablet, en el cual 
usaremos software de desarrollo de videojuegos como Unity3D y software de modelado en 
3D como Blender entre otros. Crearemos un grupo de trabajo, con tiempos de entrega 
definidos, dividiremos el trabajo focalizando los puntos fuertes de cada integrante del 
equipo.  

El videojuego, Armaquest, es un juego plataformas, divididos en mapas, en la que nos 
meteremos en la piel de un armadillo que intenta escapar de una mazmorra maya, en la cual 
habrá numerosas trampas y enemigos, al completarla obtendremos una puntuación en forma 
de estrellas, dependiendo de factores como el tiempo tardado en pasarnos la fase o los 
enemigos eliminados. Para ello usaremos recursos que nos ofrecen los Smartphones y 
Tablets tales como los acelerómetros y la pantalla táctil. 

Los objetos que se desean alcanzar con este proyecto se pueden resumir en los siguientes 
puntos:  

 Diseño, desarrollo e implementación de un videojuego, con su debido estudio de la 
métrica, la dinámica y la estética del mismo.  

 Creación y uso de un grupo de trabajo, interacción y uso de cada miembro del 
equipo, equivalente a grupos de trabajo reales en compañías de producción de 
videojuegos.  

 Uso de herramientas tales como Unity3, Blender y Photoshop.  

 Aplicación de los conocimientos adquiridos de las asignaturas ‘Game Design’, 
‘Game Development’, ‘Game Business and Production’ y ‘Software Engineering’. 

 

A lo largo del proyecto hay tres fechas claves en la que tendremos que exponer ante el tutor, 
demás profesores y diseñadores de videojuegos, quienes nos podrán aconsejar y guiar (no 
obstante en todo momento podremos pedir consejos y recomendaciones):  

 A los 10 días aproximadamente del comienzo, se expondrá la idea general del juego y 
la metodología del trabajo.  

 El 8/4/2014 se expondrá una demo jugable y cuáles serán nuestros siguientes pasos.  

 El 20/5/2014 exposición final del proyecto, se expondrá el videojuego totalmente 
jugable. 
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Summary / Resumen 

This project is about videogame development for Smartphone and Tablet, in which we use 
videogames development softwares such as Unity 3D, and modeling softwares such as 
Blender 3D among others. We will create a workgroup with defined delivery times, and 
we’ll will divide the work focusing on the strengths of each team member.  

The game, Armaquest, is a platform game, divided into maps, which we will be on the skin 
of an armadillo trying to escape from a Mayan dungeon, where there will be many traps and 
enemies. When the level is completed a score in form of stars appears, depending on factors 
such as the time taken or deleted enemies. We will use resources that Smartphones and 
Tablets provide such as accelerometers and touch screen.  

The aims of this project can be summarized in the following points: 

 Design, development and implementation of a videogame, with its study of the 
metric, dynamics and aesthetic. 

 Creation and use of a workgroup, interaction and use of each team member, 
equivalent to actual workgroups in videogame production companies. 

 Using tools such as Unity3D, Blender and Photoshop. 

 Applying the knowledge acquired from the courses ‘Game Design’, ‘Game 
Development’, ‘Game Business and Production’ and ‘Software Engineering’. 

 

Over the project there are three key dates in which we have to present to the tutor, teachers 
and other video game designers who can advise and guide us (we can ask for advice and 
recommendations at any time): After approximately 10 days from the start, the general idea 
of the game and methodology of the work will be discussed. 

 On 08/04/2014 a playable demo and our next steps will be presented. 

 On 20/05/2014 the final exhibition of the project will be showed, the videogame will 
be finished. 
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Introduction 

1.Introduction 
 

The video game market is growing daily; today the budget of a big video game production 
can be compared with the most expensive productions of entertainment. A good example of 
this kind of productions is Grand theft auto V, the second most expensive entertainment 
production1. But in parallel with these big productions are a lot of proliferating small 
productions, with a really small budget or none, with really small work teams or just one 
member. Probably the greatest example, or surely the most popular, of this kind of video 
games is Minecraft, developed by one person. 

The aforementioned small productions, in part, are thanks to increasing the number of free 
game engines, one of the most important tools for the developers, but they are not essential. 

This project is about the steps to create a video game through an example, Armaquest, from 
initial design to development through project planning, defining the tools used, with a small 
work team simmilar to a real company, with weekly time-definite delivery, developing the 
knowledge of each member, with cooperation between them. 

Armaquest is a platforms-arcade game in a Maya/Aztec setting, designed for mobile devices. 
It developed with Unity 3D software, a partially free game engine; the models are created 
with Blender software, free modeling software.  

In the game, the player takes the role of an armadillo. The goal of the game is to get out of a 
dangerous dungeon, which is divided into levels; in each labyrinth there are treasures, traps, 
enemies, etc. When the player completes the labyrinth, get a score of this level. The score 
depends on the time that the player takes to finish the level, the number of found treasures 
and the number of enemies killed. 

To take control of the main character, the game uses the resources that the mobile device 
offers, such as touch screen, and the accelerometers, providing a better gameplay experience 
and increasing the player’s involvment.   

                                                           
1 Report of the website, WCCFTech.com 
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1.1 Game as a service 

 

Video games are beginning to shift away from fixed length entertainment products, looking 
for ways to capture and engage with an audience over the medium in the long-term, and for 
ways to generate value out of this audience. This has been happening for a long time such as 
through downloadable content (DLC), multiplayer, micro-transactions, free-to-play, etc. 
These methods completely effect the way some games are being conceived and designed. 

For a start, it’s hard to engage an audience over a long period of time if the game ends at the 
end of a linear story so there also has to be a constant feed of purchasable items that the 
audience finds value in monetization. 

Games are becoming shops, this is due to increased sales with real money in the game. 

In addition, metrics are starting to drive design (discussed later in the project), A-B testing, 
heatmaps, paywalls, etc. This isn’t always a good thing, if games focus just on the economic 
part since it may not be fun for the player, but there are benefits... 

Today Free-to-play games have become a dominant business model as blockbusters2, 
achieving sales in the hundreds of millions of dollars through micro-transaction payments for 
in-game items and premium content. 

Gameplay becomes the attractor, not videos, demos or other forms of traditional PR, an 
engaged audience has much more power over development. Just look at CCP (crowd control 
production), and in turn; developers have much better insight into what their players want, 
it’s possible for games to provide more value, over a longer term, now, obviously, the 
industry for this stuff is still quite young. There are a lot of companies that are focusing on 
revenue extraction, at the cost of making happy customers.  

Illustration 1. An example about CCP game. 

                                                           
2 A thing of great power or size, in particular a movie, book, or other product that is a great 

commercial success. 
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Revenue extraction is largely done through artificial means: Pay Walls, a system that 
prevents Internet users from accessing webpage content without a paid subscription3, hard / 
Soft currencies to obfuscate pricing, psychological tricks, etc. 

This can actually split the game’s players; pay to win players with a distinct advantage over 
nonpaying peers. 

  

                                                           
3 A brief history of paywall, Jon Radoff. 

http://en.wikipedia.org/wiki/Content_(media)
http://en.wikipedia.org/wiki/Subscription_business_model
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1.2 History 

 
It is difficult to briefly summarize the history of video games and this project will focus 
more on the design, the production, the business and the development parts of video games. 
So, a passing glance will be displayed and with a more entertaining point of view. 

1.2.1 Aforetime 

 

Games on computers date back to the start of the digital age, even computer science 
academics liked to have a bit of fun with their computers, this may not seem serious, here 
largely it started everything (concerning video games). Computers were rare, expensive, had 
limited access, and for the most part you had to be in a university to even have access to the 
majority of games that were even made, even then, you may have had to port the source code 
of the game to work on the main frame your department had invested in. 

Artificial Intelligence, military Simulations, NIM (a mathematical game of strategy in which 
two players take turns removing objects from distinct heaps4), OXO (a computer game 
developed by Alexander S. Douglas in 1952 for the EDSAC computer, which simulates a 
game of Noughts and crosses5), chess was a legitimate field of study for some scientists. 

By 1960 Space War was born, one of the earliest digital computer video games and one of 
the most important predecessors. It is a two-player game, with each player taking control of a 
starship and attempting to destroy the other. A star in the center of the screen pulls on both 
ships and requires maneuvering to avoid falling into it. In an emergency, a player can 
enter hyperspace to return at a random location on the screen, but only at the risk of 
exploding if it is exploited. 

Steve "Slug" Russell, Martin "Shag" Graetz, and Wayne Wiitanen of the fictitious "Hingham 
Institute" conceived of the game in 1961, with the intent of implementing it on a DEC PDP-
1 at the Massachusetts Institute of Technology. After Alan Kotok obtained some sine 
and cosine routines from DEC, Russell began coding, and, by February 1962, had produced 
his first version. It took approximately 200 hours of work to create the initial version. 
Additional features were developed by Dan Edwards, Peter Samson, and Graetz6. 

 

                                                           
4 Jorgensen, Anker Helms (2009), "Context and driving forces in the development of the early computer game 
Nimbi" 
5 A.S.Douglas' 1952 “Noughts and Crosses game" 
6 Markoff, John (June 3, 2006). "Alan Kotok, 64, a Pioneer In Computer Video Games" 

http://en.wikipedia.org/wiki/Video_game
http://en.wikipedia.org/wiki/Multiplayer_video_game
http://en.wikipedia.org/wiki/Hyperspace_(science_fiction)
http://en.wikipedia.org/wiki/Steve_Russell
http://en.wikipedia.org/wiki/Digital_Equipment_Corporation
http://en.wikipedia.org/wiki/PDP-1
http://en.wikipedia.org/wiki/PDP-1
http://en.wikipedia.org/wiki/Massachusetts_Institute_of_Technology
http://en.wikipedia.org/wiki/Alan_Kotok
http://en.wikipedia.org/wiki/Sine
http://en.wikipedia.org/wiki/Cosine
http://en.wikipedia.org/wiki/Digital_Equipment_Corporation
http://en.wikipedia.org/wiki/Peter_Samson
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One of the most early arcade games was Periscope by Sega Industries in 19677, was an 
instant hit, achieving rapid worldwide popularly in fairly short amount of time, almost 
recognizable as an Arcade machine of 70s and 80s. In the game the player take a submarine 
combat, shooting boats using a periscope. 

 

 

Illustration 2. Sega Periscope advertisement. 

 

The coin operated industry worked on a pay-to-play, “rental” model, that don't have demos, 
but always an “attract” screen, which showed the game being played, the exchange was 
easily understood for the consumer, the client played the game for as long as its skill level 
allows. 

For the business owner, there are several benefits; most likely they’re renting the tables, so 
reasonably maintenance cost. Expert local players attract other players, so secondary 
business opportunities exist. 

                                                           
7 Sam Pettus; David Munoz; Kevin Williams; Ivan Barroso (20 December 2013). “Service Games: The Rise 
and Fall of SEGA: Enhanced Edition” 
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But it wasn't until 1970 that computer technology was adaptable for these markets. 
Magnavox Odyssey was the first home console, developed around 1971 / 72, that initialled 
played a simple version of Pong, not was a computer as we would understand it today. They 
does not have sound, the fixed function device that used TTL logic chips to create the game 
logic, the screen components displayed through a DAC to a standard television set and the 
‘cartridges’ were actually just a series of jumper settings to change the fixed function 
pipelines of the logic chips in the console. 

 

 

Illustration 3. Magnavox Odyssey console.  

This is a good exchange for the player; where they may spend a fair amount of money before 
they become ‘experts’. The games are played in a social space, the investment can lead to 
kudos and local fame, High Score tables invented to record the exploits of the best 
(Psychology took an important role), with that evolution, the player changed its game mode. 
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Shortly after it was launched Computer Space, by Atari, which was a failure due to too 
complicated of a control system. But it was a hit outside of the traditional Pinball playing 
scene and it paved the way for the electronic arcade business. 

 

Illustration 4. Computer Space advertisement. 

By 1977 / 78, there were two new electronic entertainment industries, the home console 
industry, and the coin-op arcade industry. Targeting similar player demographics, but in two 
different ways. 

At that time the home console markets were rare, due to high cost and computers were more 
than doubling in power every year, there were many technology leaps taking place at the 
same time, making the launched home consoles become quickly obsolete. 

Otherwise, the arcade industry had an advantage in that it could use the latest CPUs (often 
more than one) leading to custom graphics co-processors and multi-channel sound hardware; 
with the cabinets themselves being unique ways to attract an audience. That ultimately lead 
to the “golden age” of arcade games. 

Now, history can be divided into three parts, arcade business, home Console Business and 
home Computer Business. 

 

 

Focus in Arcade video games, they had declined in popularity so much by the late 1990s. 
Furthermore, by the early 2000s, networked gaming via computers and then consoles across 
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the Internet had also appeared8, replacing the venue of head-to-head competition and social 
atmosphere once provided solely by arcades9. 

The arcades also lost their status as the forefront of new game releases. Given the choice 
between playing a game at an arcade three or four times (perhaps 15 minutes of play for a 
typical arcade game), and renting, at about the same price, exactly the same game (for a 
video game console) the console became the preferred choice. Fighting games were the most 
attractive feature for arcades, since they offered the prospect of face-to-face competition and 
tournaments, which correspondingly led players to practice more (and spend more money in 
the arcade), but they could not support the business all by themselves.  

 

In parallel, in the home computer world, by the late 1970s to early 1980s, games were 
developed and distributed through hobbyist groups and gaming magazines, such as Creative 
Computing and later Computer Gaming World. These publications provided game code that 
could be typed into a computer and played, encouraging readers to submit their own software 
to competitions. 

IBM, the world's largest computer company, introduced the IBM Personal Computer (PC) in 
1981. IBM and others sold some games like Microsoft Flight Simulator but the PC's CGA 
graphics and speaker sound were poor, and most customers bought the expensive but 
powerful computer for business10. From mid-1985, however, what Compute! described as a 
"wave" of inexpensive IBM PC clones from American and Asian companies caused prices to 
decline; by the end of 1986. 

By 1990 DOS comprised 65% of the computer-game market, with the Amiga at 10%; all 
other computers, including the Apple Macintosh, were below 10% and declining. Although 
both Apple and IBM tried to avoid customers associating their products with "game 
machines, the latter acknowledged that VGA, audio, and joystick options for its PS1 
computer were popular11. 

 

 

 

By 1993 PC games required much more memory than other software, often consuming all of 
conventional memory, while peripheral device drivers could go into upper memory with 
DOS memory managers. Players found modifying CONFIG.SYS and AUTOEXEC.BAT 
                                                           
8 Mabry, Donald J. "Evolution of Online Games". 
9 Fuller, Brad. "Awakening the Arcade" (21 September 2007). 
10 Loguidice, Bill; Barton, Matt (2014). “Vintage Game Consoles: An Inside Look at Apple, Atari, 
Commodore, Nintendo, and the Greatest Gaming Platforms of All Time” 
11 "Fusion, Transfusion or Confusion / Future Directions In Computer Entertainment". Computer Gaming 
World. December 1990 
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files for memory management cumbersome and confusing, and each game needed a different 
configuration. (The game Les Manley 2 satirized this by depicting two beautiful women 
exhaust the hero in bed, by requesting that he again explain the difference between extended 
and expanded memory.) Computer Gaming World provided technical assistance to its 
writers to help install games for review12. 

 

Talking about home consoles again, throughout the early 1980s, other companies released 
video game consoles of their own. Many of the video game systems (e.g. ColecoVision) 
were technically superior to the Atari 2600, and marketed as improvements over the Atari 
2600. However, Atari dominated the console market in the early 1980s. 

In 1983, the video game business suffered a much more severe crash. A flood of consoles, 
low-quality video games by smaller companies. Nintendo released the Family Computer (or 
Famicom) in Japan. The Famicom supported high-resolution sprites, larger color palettes, 
and tiled backgrounds. This allowed Famicom games to be longer and have more detailed 
graphics. 

 

That concludes that brief look over to history of video games. 

  

                                                           
12 Weksler, Mike (1993-06). "Memory Management and System Configuration for MS-DOS 
Games". Computer Gaming World 
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1.2.2 Nowadays 

 

The average age of the console player has increased, this means new players are not entering 
the market, which also means that next gen is going to be mainly for the hardcore. 

This mirrors what has been seen in the decline of other industries. 

However, the next generation is going to suffer, in the last two years the excitement about 
the console space in general has decreased. This is due to the 60 € per boxed game market, 
which is really going to have to work hard to justify itself. Furthermore, that business model 
often includes DLC and micro-transactions which will not be accepted within that space. 

Compounding this 'problem' are the gaming options that are available now, as online 
platforms like Steam, which offer cheaper games, more convenience and have millions of 
users. 

 

Illustration 5. Steam logo. 

 

Over the last 10 years, PC game sales have been static, or slowly increasing, and general 
purpose computers will always have a place in the home, without count that many people 
have switched to PC rather than Console as the players have other media benefits with it. It 
is possible that some combination of mobile and PC will begin to replace the console. 

 

Then the next graphic will show the platform adoption between mobile platforms and 
consoles. 
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Graphic 1. Platform Adoption Ramps13. 

 

This is an order of magnitude faster adoption rate for mobile versus consoles, and there is at 
least another year of that sort of growth in mobile games, even if the console market 
manages to increase, for this reason the project take mobile platform, this is a phenomenal 
big market.  

                                                           
13 Information obtained from Tampere University Of Applied Sciences 



  

18                  Mario Pozo Arroyo | Armaquest 
 

Introduction 

However consoles will not disappear. It is Also safe to assume that some form of Free to 
Play or subscription based economy will ultimately take over the industry. 

But there is another thing that I believe is significant, each of these cycles, has been shorter 
than the last and the mobile cycle has been incredibly short, yet we’re already at the point 
where IPad is at near Xbox 360 levels of performance, that means mobile will be disrupted 
in the very near future, and in very similar ways. 
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1.2.3 Future 

 

It is difficult to predict the future, but visible right now are some tendencies in consumer 
technology, such as virtual and augmented reality games, , that  totally replace the lounge 
based gaming experience. However, it will not disrupt mobile. 

Noting trends, the biggest problem facing the mobile industry are saturation, predatory 
practices and lack of regulation; these will all be forced upon developers over the next two 
years approximately. Mobile will also go through the same phases as the rest of the industry, 
games will increase in cost and complexity, the developers themselves, in order to survive, 
will merge. The games will need worldwide marketing reach to ensure a hit. 
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2. Game business 

2.1 Market 
 

The game being developed, Armaquest, is for mobile platforms, and is a free-to-play, so the 
focus is on these two points. 

Free to Play was first successful in the east, due to internet cafes, piracy and because of low 
amounts of disposable income. Developers and publishers in the west combated this with 
multiplayer, DLC, and open access. 

Focusing on the market in the world of non free-to-play games, its creators look for an 
equilibrium between the number of players (in this case is the same that the number of sales, 
but not in the case of free-to-play games) and the amount of money a player is willing to 
spend; with that equilibrium a company can try to find to get the maximum gains. 

In the next schematic is visible the relationship between the amount of money a player is 
willing to spend and the number of players. The curve shows the same amount of gains. 
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Illustration 6. Relationship between the amount of money a player is willing to spend and the number of players for non 
free-to-play game. 

 

In the free-to-play games market it isn’t necessary find this equilibrium, since all the players 
are included regardless of the amount of money a player is willing to spend, so, focusing on 
graphic 2, free-to-play games include the entire area below the curve (the area represents 
gains). 
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Illustration 7. Relationship between the amount of money a player is willing to spend and the number of players for 
free-to-play games. 

 

Whales are the small number of players which are willing to spend a lot of money, in several 
cases those players finance the entire game. Also in free-to-play games, most of the players 
are non-payers; this is not bad, as a big number of players can attract others players including 
whales.  
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In graphic 1, it is visible that the leaders of platform adoption are Android and IOS, mobile 
platforms. 

Mobile games start out as very simple and control limited, but by nature of the way people 
use the mobile phones, they are omnipresent, they offer an ease of access benefit, just like 
arcades and consoles before them, and, like the two previous incumbents, their rate of 
technological advance is incredibly rapid. If anything, Mobile has got better, faster, than any 
of the previous generations of devices. But mobile has been stunted for a long time due to 
the way the games were distributed. Until the iPhone, it was the carriers who controlled the 
distribution of games, and even set the price, for the most part without good carrier relations, 
you could not get in the shop, or sell anything over the air; the App Store changed all this, 
and completely levelled the playing field.  

Suddenly there was another open platform to develop on (Not just for PC), where it is free to 
set price and engage with your audience, unlike console games. In many ways it started to 
mirror the only remaining open platform, the PC, except the potential audience was massive, 
so game developers flocked to that platform and with that increase in developers, came the 
race to the bottom, this was in large part because a price cut would act as a new release and 
bounce you to the top of the app store listings. 

The next illustration shows the disparity resolutions in Android, a small problem for 
Android’s game developers. 

 

 

Illustration 8. Schematic resolutions of Android and iOS devices. 
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The next graphic shows the mobile operating system percent market share in the world. It is 
visible how Android won in a number of devices with its operating system, but keep in mind 
that iOS has other kind of business model. 

 

Graphic 2. Mobile operating system percent market share in the world14. 

 

Mobile has also, like the arcades and consoles before it, widened the market. Independent 
developers now have much greater access to sell its games worldwide app stores have much 
further reach than any of the consoles and have sold in far greater numbers.   

                                                           
14 Information obtains from stats.areppim.com. 
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2.2 Retention 
 

For a game like Armaquest, free-to-play and for mobile devices, one of the most important 
value is the retention. 

Games have different ways for increasing the players. Big ones are well known, Call of 
Duty, World of Warcraft, etc, which grow by word of mouth. 

There are common mechanics like leader boards which encourage competition between 

friends, a well known concept; in game currency can be as valuable as real-world currency, 
keeps players invested (this results in 'gold farmers'); and living worlds, such as MMOs 
make players feel like they are missing something if they do not play. These are some 
examples, but it all has to be done in ‘fun’ ways. 

Some examples about these 'fun' ways are give the players unique events like Halloween or 
Christmas; players care about the other players around them in ability and progress, they will 
race and compete; context is important, understand what players find important and present 
it to them in context ;support user generated content; and support trade. 

It is really difficult known the details and they process those details for its study in small 
productions: 

• What are the minute to minute core loop actions? 

• What are the hour-to-hour actions, and how do you session this? What is the drive to come 
back? 

• What are the day-to-day actions? Long term goals for the player? 

• What are the player-to-player interactions and how do these generate value between 
players? 
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Illustration 8. Game type by usage and retention15. 

 

In the games is a hedonic adaptation which could be interesting benefit of this. Hedonic 
adaptation is how the human brain adapts to reward and pleasure ("first bite of chocolate is 
amazing, second, less so"). The most games free-to-play are specifically engineered to avoid 
this through sessions. The next list show common tricks: 

Return Triggers: 

•    Limit play via gating, for example some action that the player can do it just one time each 
day 

•    Use messages to bring them back to the game 

•    Give them gifts, if done correctly, is very powerful 

•    Use time to your benefit, for example the player must wait to complete some building 

•    Daily spawns, or other daily rewards 

                                                           
15 Flurry Analytics, Top 200 iOS Games tracked by Flurry, March 2013 
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•    Appointment based - the time/energy drain mechanic, for example the player must wait 
determinate time for do again some action 

•    Competitive events 

•    Clan/Guild, the goal is the player wants be an effective member 

 

Rewards 

• The reward for achieving a goal should directly tie into achieving the next goal; this must 
be measurable progress for the player 

• And over time, increased effort is required for each reward, which means player 
engagement, but they have to want the reward, and the reward’s intrinsic value needs to 
scale. 
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2.3 Currency 
 

Single currency games tie real-world money to in-game money, means the player knows 
exactly how much their interactions cost, so you start thinking about what else you could be 
doing with the money, this is Hard Currency. 

Dual Currency masks this problem through obfuscation (For example in League of Legends 
the player have Riot Points and Influence Points, two kinds of currency), the soft currency 
is earned in game, and the hard currency is bought, very little hard currency is ever earned in 
game, so commonly, the ‘best’ items will use large amounts of soft currency, attainable 
through currency conversion. 

 

 

Illustration 9. League of Legend shopping menu. 

 

If the soft currency is used as reward, the game can give a lot, makes the player feel like the 
game is being generous and increases the chances of them buying something. sing soft 
currency as a reward for social activity they are lowering user acquisition cost (cost to get a 
new user to play the game), so it is worth something. 
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It is advisable to allow user trading with soft currency items; allow with hard currency, 
purchases soft currency, but trying to vary the rates; gifts for friends should be in hard 
currency; accelerators should be hard currency; server moves, character changes, etc, should 
be hard currency; create value; and make sure the player is constantly rewarded. 

Offer something of small value, at a very cheap price, once the initial purchase is made, the 
player becomes invested, this is the purchase slide, and the players will be more likely to pay 
for further content. This is a really common resource. Allowing for the social networks to 
echo this first purchase, once other players see someone buying, they will assume this is 
‘normal’ behavior and it lowers the barrier of entry for all players. 

 

There are lots of strategies to use in free-to-play games, and not all are known. Also is 
important to know player tendencies, and their changes, to take advantage of that. This 
branch is more bearing on psychology than engineering, but it is really important for its 
market. 
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3. Game production 
 

Not all game production is the same, there are differences between platforms and business 
models and differences in how you release and maintain a product once it is in a sellable 
form. 

Not all games are the same, there are different types of project; 'work for hire', licenses, 
brand extension, ports, etc; and 'original intellectual property', creating a new game, with 
new characters. Both of these are affected by business and funding models. 

'Work for hire' projects have little freedom, they have fixed time frames, budgets and 
platforms; most likely there are design restrictions. This is one of the most common types of 
project for PC and console, and is increasingly common on mobile. 

In the case of 'Original intellectual property', the producer of video games are inventing 
something new, often self funded; developer has the majority of control of look, feel and 
design, but even this is affected by the business model. 

Until recently the path to selling a game required a publisher, who had access to a 
distributor, who had access to the shops (the box model). The producer had to have a fully 
playable demo to pitch to the publisher. 

That is changing as we now have numerous digital store fronts, and with the web we can 
even sell directly to players, but with that comes the exposure issue, we need to be 
discovered and seen by potential customers. 

If the producers are a platform owner they could ensure a certain amount of games would be 
released on your platform, which was also good for the developers on those platforms. But 
limited number of releases limits competition in the market place. But publishers still had to 
ensure distributors and shops ordered enough of them. 

That is changing and mobile and PC now have ‘open’ distribution platforms, the role of the 
publisher is greatly diminished. This has lead to the rise minimum viable product for 
'original intellectual property'; getting a game to a playable state and tracking player 
statistics. 
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3.1 Project stages 
 

Assuming a traditional game for this section; projects can be broken down into the following 
stages: 

• Pitch & Signing 

Verbal pitches may be made to management within the developer company, and then 
presented to publishers. A game proposal may undergo one to several green-light meetings 
with publisher executives who determine if the game is to be developed. Demos may be 
created for the pitch; however may be unnecessary for established developers with good 
track records. 

At the end of the pitch process, the producer should have a game idea that all sides agree on, 
this is turned into a set of contractual milestones, each milestone is a set of deliverables that 
producer are agreeing to up-front, based on the meetings they have had. 

If the developer acts as its own publisher, or both companies are subsidiaries of a single 
company, then only the upper management needs to give approval. 

• Pre-Production 

There are several of well known process methods for Pre-Production, for example Cerny. 

• Cerny method: 

Myth 1: “It is possible to plan and schedule the creation of your game” 

Use a core team; create multiple prototypes, prototypes become like shippable game 
levels. 

 

Myth 2: “Working productively means throwing nothing out” 

Pre-production is about refining the design. Centre on the camera, character and 
control system. Prove the key technology. 

 

Myth 3: “Technology is important, so build the tech first…” 

It is really difficult try to create GDD-TDD-Build or/and Tech-Build Game, rarely 
works in practice, normally it is built in parallel. 
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Myth 4: “Frequent Project Review is essential” 

Split the team off, have fixed deliverables and fixed time, then results of the 
experiments are visible to the team. 

 

Myth 5: “Alpha is first playable” 

Aim for a first playable / vertical slice that is shippable. 

 

Myth 6: “Killing a game is a sign of bad management” 

Games do not improve core design during production 

 

Myth 7: “The more defined your vision the better” 

Projects without strong vision holders lack direction, and flounder difficulty can 
create a massive GDD. But producers need some sort of macro design to sensibly 
track and schedule as you exit preproduction. 

 

Myth 8: “If you want a hit, listen to the customer” 

Now producers use metrics all the time, however, if you ask a player what they want, 
they will only ever respond in terms of what they know. 

 

So, pre-production is an iterative process for finding the fun in the game. Outputs will be a 
playable “something”, a solid idea of the design (GDD), a technical plan (TDD), and the 
risky parts of the schedule tested. 

 

• Production 

Production is the main stage of development, when assets and source code for the game are 
produced. Mainstream production is usually defined as the period of time when the project is 
fully staffed. 
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• Alpha 

The stage when key gameplay functionality is implemented and assets are partially finished. 
A game in alpha is featured complete, that is, game is playable and contains all the major 
features. These features may be further revised based on testing and feedback. Additional 
small, new features may be added, similarly planned, but unimplemented features may be 
dropped. 

• Release 

Release is the stage when all bugs are fixed and game is ready to be shipped or submitted for 
console manufacturer review. This version is tested against QA test plan. 

• Iteration / DLC 

Depend on the kind of game, In the case of a massively multiplayer online game (MMOG), 
the shipment of the game is the starting phase of maintenance. Also it is possible create some 
DLC a posteriori. 
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3.2 The project triangle 
 

 

Illustration 10. The project triangle 

 

In an ideal world the production can have all three edges of the triangle: great quality, in a 
sensible timeframe and for a reasonable cost. 

But in reality producer normally pick two which leads fixed time frame, capped budget, not 
enough people, etc. Any of these will affect quality. 

Some ideas for avoiding those problems are to have great ideas, implement quickly, early 
access, know when to throw productions away, and know when to stop16. 

Always it is referring to small productions, with a small team or just one person. 

It is advisable to do a paper design, and test before development, focusing on the core 
mechanics and where the fun is. Iteration can lead to better ideas or new experiences. Create 
monetization plans, need to be tested and refined just as much as your gameplay mechanics 
do. 

  

                                                           
16 Gareth Noyce's ideas, TAMK profesor. 
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3.3 Project planning 
 

The plan is very important for to develop any project, a good plan could avoid disasters, 
reducing risk, control costs and efficient use of time. In essence, the project planning is to 
distribute work, ensure people do the things they love and are best at, be able to 
communicate goals and work better as a team, evaluating the resources available, people, 
time and the right skills. 

In Armaquest case, it is important have a minimum shippable feature to set quickly, as is a 
Free To Play game and count with a small team. 

Take a board game and list all the tasks required to convert this game to an iPad. 
Organise the tasks into a set of milestones that you’d propose to a publisher. 
Be mindful of the production phases, so first playable should be at the end of pre-production. 

Assign the tasks to 5 developers (several members take different or same roles depending on 
the tasks): 

1 coder 
1 artist 
1 designer 
1 audio 
1                                       animator 

How long will the port take to complete? 
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Focus on the size of our project and the number of people assigned, I choose the agile and 
waterfall mix mode. 

We did the project using software focus on the project planning, like Microsoft Project. 

 

The next picture shows a screenshot about the project planning, the development time does 
not match with the real time taken, we had to take more time. 
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Illustration 11. Project planning screenshot 
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4.Game design 
 

In this section we are going to focus on the game (the game like an experience platform) 
metric, dynamics and aesthetic.  

The videogames strengths (comparing with others media platforms) are: 

 Exploring systems: 

The video game has many moving parts that interact with each other while responding to 
player inputs, the system’s reactions will often lead and direct player responses, which in 
turn educates the player, providing opportunities for the system to grow, adapt and 
evolve over time.  

 

 Exploring relationships: 

There are many relationships within the context of a game, the player’s relationship to 
our systems and rules, the relationships between players, and the characters contained 
within our world. 

 

 Reflecting choice: 

The act of interaction causes the player to make constant choices, they are free to replay 
these choices to take many different paths, so are offered many more ways to see the 
outcome of these choices. And although many games reflect only the most primitive 
actions, the medium is growing rapidly to reflect much more emotive topics. 

 

 Exploring Dynamics: 

Online communities are constantly evolving, and are often operating under a totally 
different set of social dynamics to the ‘real world’. Add to this the dynamic nature of the 
systems that we create, and it’s possible to have a very rich and complex set of dynamic 
interactions for the player to learn, and explore. 

 

 Exploring worlds: 

We can take the player anywhere that we can possibly imagine, also we can take them 
back in time, and we can create all sorts of unique situations for them. We can also put 
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them in far more danger than would be comfortable in the real world, because, for most 
people, when the interface is transparent, they are projected into the interactive spaces 
that we have created. 

 

 Ambiguity: 

Unlike other forms of play, with computer games, the computer keeps track of the rules, 
the player may not even be aware of all the rules at any one time, and we can control 
how these 'hidden' rules are explored and revealed to the player (We are also free to 
change them, or to evolve them, over time). 

 

 Complexity: 

Hidden rules can be subtle, and humans have an amazing capacity to understand and 
learn complex, hidden rules. We do it all the time as part of our pattern recognition 
process. We can adapt to very subtle changes extremely quickly and apply it to the 
patterns that we already understand, so, even a few simple interaction types can create 
very complex methods of play. It is the act of discovery, uncovering rules and how best 
to process them, that forms one of the central and most important motivators to continued 
play. 
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4.1 Mechanic 
 

 

Mechanic is a subset of rules, within our system. Describes in detail one of the aspects of 
interaction between the player, and the system. 

Mechanics fit into our game structure as follows: they provide the tools that the player must 
use to achieve the goals that we given them, we teach the player each mechanic, often 
through a smaller series of challenges or tests, until they become proficient in their use, as 
such, they are the secondary interface (after the joypad / mouse) between the player and our 
system. And the primary tool we, as designers, use to control the interactions the player may 
perform. 

Incremental changes, or the evolution of a mechanic, leads to new types of interactions for 
the player, and it is as often as simple as changing one aspect of the mechanic, this in turn 
gives us the ability to provide a level of pacing to our game. 

It also allows us to unlock: new routes of exploration, which provides an additional sense of 
progression for the player; new abilities for the player to learn, which also allows the 
designer to have more freedom in how they create a level.  
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4.2 Dynamic 

 

 
Dynamics describe how the rules act in motion, responding to player input and working in 
concert with other rules, in programming term, the mechanics behavior in time. 

The dynamics (and mechanics) of Armaquest include the following: 

 

 The inputs to move the protagonist (the armadillo) are with the accelerometers of the 
device (smartphone or tablet). The movement is like a ball on a table  

 The player can control the armadillo to run through the dungeon. 

 The player has to find the key to escape the dungeon. 

 If the armadillo touches the harmful traps or enemies, the player loses. 

 In the dungeon there are no deadly traps but there are sticky traps. 

 Depending on time taken on each level and the enemies killed the game will reward 
the player with more or less stars.  
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4.3 Aesthetic 

 

 
Aesthetics are the emotional responses evoked in the player, in other words, the part that 
helps the player immerse in the game, creating emotions in the player. 

Now with this last metric we have the MDA, which is a design methodology, its acronym of 
Mechanics, Dynamics and Aesthetics. MDA is a tool used to analyze games. It formalizes 
the consumption of games by breaking them down into three components (Mechanics, 
Dynamics and Aesthetics). These three words have been used informally for many years to 
describe various aspects of games, but the MDA framework provides precise definitions for 
these terms and seeks to explain how they relate to each other and influence the player 
experience. 

Depending on the role, player or designer, there are different focus points of view: 

(M – Mechanics, D – Dynamics, A – Aesthetics, from most to least important focus) 

Designer: M-D-A 

Player: A-D-M 

The story of Armaquest is really simple, an armadillo (the protagonist) falls into a Mayan 
dungeon. The main character has to escape, finding keys and treasures; and avoiding the 
traps and enemies. 

The strengths of the Armaquest aesthetics are: 

         The player interface, the player controls the protagonist with accelerometers. 

         The music, we create a song that suggests speed during the level. 

         The color palette and the 3D modeling. 

 

The next pictures represent part of Armaquest’s artistic aspect, which is directly related with 
the aesthetics. 



 

Mario Pozo Arroyo | Armaquest 43 
 

Game design 

 

Illustration 12. Main menu 

 

 

Illustration 13. The armadillo in a treasure chest
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5. Tools 
 

Unity 3D is a cross-platform game engine developed by Unity Technologies and used to 
develop video games for PC, consoles, mobile devices and websites. First announced only 
for OS X, at Apple's Worldwide Developers Conference in 2005, it has since been extended 
to target 21 platforms. It is the default software development kit (SDK) for the Wii U.  

 

Blender is a professional free and open-source 3D computer graphics software product used 
for creating animated films, visual effects, art, 3D printed models, interactive 3D 
applications and video games. Blender's features include 3D modeling, UV 
unwrapping, texturing, raster graphics editing, rigging and skinning, fluid and smoke 
simulation, particle simulation, soft body simulation, sculpting, animating, match 
moving, camera tracking, rendering, video editing and compositing. It further features an 
integrated game engine. 

 

Adobe Photoshop is a raster graphics editor developed and published by Adobe 
Systems for Windows and OS X. 
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6.Conclusions 
 

The most important conclusion, which I have obtained from months of working in a 
workgroup, similar to a real company, is the work is really hard. Every persons in the world 
(of this field) thinks to create the perfect video game, but this is really difficult, because each 
person is unique, and creating a video game implies a lot of hours of work and resources 
spent. There is a high risk and a market study is essential to understand the audience to 
which it is aimed. And all these things do not correspond with your primary ideas. 

Managing a workgroup is essential to create something great, and we must pay careful 
attention. Usually this is the general weakness of a real company. 

A lot of people think that the most important thing in creating video games is the programming 

(and in particular engineer people), but in real life it is different how we see in the point 4.3, 

aesthetics is the part which the player quickly notices. The player immediately dives into the 

video game thanks to aesthetics. Of course, the mechanics are important as well and are 

essential for a fun game. Each part is important and one cannot forget any aspect. 

 

 


