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● MOBA Puzzle Game
● Focus on environment interaction and puzzle solving
● Cooperative gameplay is necessary for success
● Boss fight at the end of each level
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Game Idea Recap



● More focus on the puzzles and interaction with elements 
○ Less actual enemies
○ environment as “enemy”

● Cut Single Player mode & Focus on Multiplayer
○ two-player mode first off
○ each player has one element at first, gets a second later
○ switch between elements

● Too vague ( story, gameplay )
○ More detailed scenario with the prototype
○ story was revised
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Reaction to feedback



● Two different kinds of paper models
○ Two Puzzle Paper Prototypes
○ One Bossfight Paper Prototype

● Use a chessboard as playing field
● Turn-based interaction → Further from actual gameplay, but focus on game 

mechanics
● Show exemplary scenarios of environment interaction with elements
● players support players
● Every player has different abilities

5

Prototype



● Experience
○ It was fun! 
○ Exploration
○ Rules had to be grasped first
○ Playtesting iterations and tweaking variables

● Design Revisions
○ Interesting puzzles
○ More challenging boss fight
○ Elements should be used to support each other
○ More variety in elemental powers
○ Checkpoints
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Experience and Design Revisions
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Puzzle Prototype ! Let’s Play ! 
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Bossfight Prototype ! Let’s play !
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Thank you for your attention ! 

Enjoy the rest of the week ! 


