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A rather weird evolution
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Mercury Shift 2D

» Started as a 1st semester idea

» |t should be a game about real cooperation®

= Adobe Flash CS 6

» Released on Kongregate in 31 july 2012

= Nominee at the DCP in  Best Student Concept”
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Co-op? | The Shift-Mechanic

= Change your mass between each other
» Both players can shift

= Both players are affected by the shift/affect each other
» Forces communication




First Experiments | Concept

Robot characters

NIO)




First Experiments | Flash

Golem characters




First Experiments | Prototyping

= Fast, iterative  tests”®
= No Level Design

= Test feeling® of shift
= Try other mechanics




Box2D | Further Prototyping
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Box2D | Further Prototyplng

= Better physics
» Objects: poles, seesaws
= Character movement

= L evel Design: Tutorials
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Level Design | Tutorials

- A~ ™

Tell player by

what to do

Task: Build a ,ladder™ with
3 crates and throw

the tiny ball upwards into
a trigger to open the exit.
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= Tell controls via text and
Input pictures

= Too many inputs: Shift,
Revive, Catch,
Throw-Up, Interaction
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Level Design | Tutorials

= Tell controls via text and
Input pictures

= Too many inputs: Shift,
Revive, Catch,
Throw-Up, Interaction

» Bad implementation
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Box2D | Release Kongregate

= Improved tutorials

= New Ul / menu

= New Level graphics

= Bonus levels

= Namechange The Shiftings®
— ,Mercury Shift*

= Google Analytics




First 3D experiments

= New technology

= New gameplay ideas

= New environments

= 3 character sizes: S5, M, L
= Robots again?!

» Dummy graphics




The very first level




3D Project | Templesetting

= No big character

= Singleplayer!

= No character design
= Last milestone




3D Project | Bismo and Plom

= Bismo and Plom are born!

= Animations and Low-Poly Style
= Improved tutorials

» Testchambers with Shift-bags
= Singleplayer mechanics

mostly final
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Testchambers | Concept

= | earn new abilities and mechanics
IN @ save environment

= Force players to do new things at least once

» Don't distract or overwhelm players
» Both players can learn on their own pace
» Players don't interfere with each other
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Testchambers | Singleplayer

= Additional inactive character

In the testchambers

= Player learns to handle
two characters

» The Shift must be realistic
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Testchambers | Shift-bags

Problem: Shift prevents individual learning

= Bags tried to explain mass-exchange
and the story of the testchambers

= Players did not understand the bags

= No transfer learning:

Throw bag = Throw character




Testchambers | Shift-machines
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Testchambers | Final version

= Clearly stand out of the

level flow = players know they are o0 0

In a tutorial o

] l
. . 104A
» Players are in a safe learning Throw Them

environment —

» Worked pretty well:
Newbies copy the other player
and can learn from him

Throw Them v |
<

= Inconsistent gameplay/story is

iIrrelevant for players



Level Design |  Credo®

= Everyone should be able to understand and have fun playing Shift Happens!
[very wide target audience)



Level Design |  Credo®

= Everyone should be able to understand and have fun playing Shift Happens!
[very wide target audience)
= No interruption of the gameplay flow



Level Design |  Credo®

= Everyone should be able to understand and have fun playing Shift Happens!
[very wide target audience)

= No interruption of the gameplay flow

= No text



Level Design |  Credo®

= Everyone should be able to understand and have fun playing Shift Happens!
[very wide target audience)

= No interruption of the gameplay flow

= No text

» Both players should learn and do all mechanics



Level Design |  Credo®

= Everyone should be able to understand and have fun playing Shift Happens!
[very wide target audience)

= No interruption of the gameplay flow

= No text

» Both players should learn and do all mechanics

= A good learning curve
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Level Design y 2013 / 2014/ 2015/ 2016

= L ots of playtests

» Testchambers and tutorials had the most redesigns of all levels

= Tutorials and testchambers are by far the most tested levels

» Most discussed gameplay rules and questions about the mechanics were
In the first stage: The laboratory



Level Design | Evolution

Levelsequence before
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Level Design | Evolution

Levelsequence after iterations

Tutorial Tutorial Testchamber Level 1 Level 2 Level ...

Appropriate Easy Advanced Moderate Hard




Level Design | Evolution

Levelsequence final result

Level 1 2 3 Testchamber 1 A 2 3 4 H 5 6...

Easy Appropriate Easy Approp. Easy Approp. Easy Moderate




Game Design | Singleplayer

= Get 1t published

= More content

= It'sajump & run.”
= Selling the game
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Game Design | Singleplayer Co-op?
What about the second character?

= Controlled by program (A.1.]
» Play with only one character all the time
= Play both characters, only 1 at a time
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Game Design | Play both characters

Swap controls between characters
Problems:

= Controlling both characters at the same time is almost impossible
— no simultaneous actions

= Camera logic of multiplayer not great®
— Fixed this by trying to create extra levels
» Players have to play a part twice



Game Design | Shift vs. Swap

Still a problem Shift get's confused with Swap

Shift

Swap
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Game Design | Shift vs. Swap

Did we fix 1t?

= Played around and tested the controls/inputs a lot
— Current defaults of the swap had the best results
» Added special swap-feedback
- Inactive/active animation, active-arrow and a unique sound

= Well, we didn’t really ,fix“ the Problem

— Singleplayer is mechanically as close to the multiplayer as possible



Shift Happens | Current version

Improvements (mainly since

Steam Early Access)

= Cutscenes = New Achievements
= Art Improvements = Improved Gameplay
= New Themes = Cloudsaves

= Worldmap (The Lab) = Bugfixes / Hotfixes
» Bonus Levels

= New Multiplayer Levels

= Online Multiplayer

= New Singleplayer Levels
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Shi(f)t Happened | 5 Years?

= No full time 5 year development
» Klonk did a lot of contract work to survive
= The core concept still remains
= Singleplayer good or bad for the game?
= Game still hasn't got a strong story,
but is still a lot of fun
thanks to a good level design
= Shift Happens 2.







