
Milestone 2: Prototype 

Explanation with photos and sketches 

 
The cardboard prototype shows the game at nighttime and nighttime means combattime. 
During Combat the player and one npc are fighting and the others are watching from the 
stands.  
The same model can be used to represent the daytime. There the npcs and the player just 
walk around and can interact, improve their skills/weapons in the shop, etc.  

Experience playing the game 
The fight mechanic was not so fun because it was a little bit unintuitive. It doesn’t have a 
place for tactical gameplay but just pure luck. 
The NPC-Interactions were very promising and were hilarious to chat with. 



Lessons learned 
During our session of playing with the prototype we realized that implementation of karma 
points to combat is not that fun. So we propose a new approach to our karma system. You 
will have it as an attribute and you can make some special skills by using that karma points. 
If you have zero karma points you cannot execute that power. At each duello it will be 
recharged to full. The maximum size of that attribute will be affected by your interaction with 
NPC’s and opponents. 
 
We decided to switch from 5-Way Rock-Paper-Scissors to 007 (Load-Shield-Shoot) because 
it has a more strategic gameplay. While playing, we figured out that having more options 
would make the game better, so we added Dodge and Disarm to the set of actions. 
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