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Are kart racing games fun?

Prototype Goals



Are kart racing games fun?

Prototype Goals

The numbers don’t lie.



Are kart racing games fun?

Do the mechanics specific to our kart racing game work?

Prototype Goals



Prototype Goals

Does the water 

system lead to 

meaningful choices?

How well do our water 

tank mechanics go with 

a kart racing game?

Do the items and 

water tank system 

preserve competition 

between players?

More Specifically...



➢ Constant water loss from driving

➢ Discarding items also creates a puddle

➢ Position-dependent item distribution

➢ Water loss for targets hit by an item

Game Idea Changes
Before / During Prototyping



Prototype Design
● Turn-based representation of a racing game

○ Board game like
○ Progression through a mix of luck and player choices

■ Vehicle speed & events mostly luck based
■ Water management & Items controlled by players & events

○ Rules for the order of actions

● Functional as both E-paper prototype and physical prototype
○ Google slides   ↔     LEGO bricks 
○ Online ↔ Local multiplayer
○ Slides as save states ↔ Manually take photos of everything



Prototype Design

Race Track:
● Linear progression towards goal
● Events along path



Prototype Design

Player stats:
Base speed
Skill
Luck
Tank Fill

15

Velocity = (Base Speed + Skill + Luck) * (1 + Tank Fill * Tank Speed Multiplier)

0

Static

Dynamic



Events:
● Item box
● Waterfall
● Puddle
● River

Prototype Design



Prototype Design
Item properties
● Area of Effect
● Range
● Progress Modifier
● Water Cost
● Water gain on Discard
● Puddle on use
● Puddle on discard
● Pickup Condition



E-Paper Prototype Screenshot



Physical Prototype Photos



Rules



Demonstration

TA-DAAA!



Prototype Results & Experience
● Less player choice as a result of simplification to turn-based board game

⟹ Prototype too luck-driven

● Fair amount of dynamism given through water tank system and items

● Good players may feel like they are given too many disadvantages

● Helped us think through our water tank system more thoroughly
⟹ adjustments made during and after prototyping phase

● Prototype highlighted the many balancing parameters available to us



➢ Constant water loss from driving

➢ Discarding items also creates a puddle

➢ Position-dependent item distribution

➢ Water loss for targets hit by an item

➢ Skill checks that can benefit players 

further forward

■ Water preservation during drifts

■ Active Item Discard

➢ “Blue Shell”-equivalent (Snowstorm)

➢ Item list rebalancing

➢ Other balance considerations

Before / During Prototyping After Playing Prototype

Game Idea Changes



Thank you!


