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JULIL

June Software, Started in 2010. Studios in Pune and

San Francisco.

Indie Games Studio that makes Educational Games via
TaplolLearn and Real-time Multi Player games.

One of India’s biggest gaming studios and have over 35
million downloads spread across their apps and games.
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Project brief

.~ 20.73 Design a new semi-RPG online multiplayer platform
runner from the existing game engine.

Incorporate character progression and define the core
loop of the game.
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Build a monetization model for the game.
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Ninjump Dash

Characters are costumes and does not affect the
gameplay.

Power ups are common to all characters.

o Weapons add definition to each character, but lacks
Grr... JoclBalley! . gameplay involvement,

Go ahead Ioc&
up. Then Run!"!




Character design

Defined four base character classes which are unique
visually and in abilities.

Power-ups were re-defined for each character.




Primary Stat Actions Base Range

Powerup Throw Speed 2000

Punchbox Power 400

Strength

Upward Slope Speed Factor 0.2

Downward Slope Speed Factor 1.1

SuperRunSpeedFactor 1.25
Run Speed 1150

. Jlump Height 240

Agility -

Swim Speed 3680

Upward Slope Speed Factor 0.8

Downward Slope Speed Factor 1.1

Punchbox Resistance Factor 0.5

Freeze Time Effect Duration 2.5

'\Irltﬂ“t'g" Freeze Time Speed Reduction Factor 0.3
Shuriken hit Effect Duration 2.5

Rocket Hit Effect Duration 2.5

Hit Effect Speed Reduction Factor 0.3

Character progression

Parameters of the current game engine were categorized
info three base stats for each character.

Update factors for stat increase were calculated and
tested in the existing version to balance the game.




EXP. Percentage Change Per Level Increase
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Character progression

Experience gain and level up system were formed from
the stat values.

Each character now levels up in a particular way,
guaranteeing different experiences with different
characters.

The test values promised a total of 92.2hours of gameplay
session from a player to bring one character to its full
potential,

Average length of sameplay time reaqd. to complete the same

5537.6 Minutes

Wins read. to reach max level per Character

3461

|l oses reqd. to reach max level per Character

13340




Race or
missions

Buy or
unlock items

Level up ( Gain EXP

Spend EXP
to upgrade

Core loop

Play races or missions to unlock achievements and gain

EXP.

The EXP can be spend to upgrade the base attributes of
the characters.

Milestones are set where the characters would level up.

Also, items are unlocked at particular milestones. These
are rewards or sometimes could be bought.



Gameplay variance

To add variety to the gameplay and character
progression, class specific maps were introduced, where
one class will have slight advantage.

A persistent world with clans and leagues was sketched
out.



Monetization

Fully customizable characters.

Consumables and collectibles throughout the game.
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1 Waiting... Waiting... Waiting...

Waiting for players to join...
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Project brief

Game mechanics for the upcoming online multiplayer FPS,

Visualize and lay out interactions for different functionality
in the game.

Design User Interface and User Experience to reflect the
modifications in the core interaction loop.
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Learning

How a game studio works?

What are the important roles - animators, FX artists,
game designer, level designer, Ul/UX designers and more.

Familiarize with Technical infrastructure.
An overview of the Production pipeline.
Deconstructing and analysing game mechanics.

Visualizing how to expose the game functionality and
experience to players.

Roadmaps and how to pitch a game to investors.

Methods to test a game.
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G |
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Publishing Mockup
Promotion Monetization

Final render
and
development

Life cycle of a game

What are the phases of the life cycle of a game from
concept to publishing?

KPI metrics, their analysis and what all mechanics works
on specific scenarios.



Skills learned

=
unliy Essentials of Unity 3D game engine.

Introduced to Spine 2D animator.
Hands on with Flurry analytics.

FLURRY

wom YAHOO! Finally, a month of Counter Strike Global Offensive and
Foosball.
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