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— ABOUT ME

@ Game designer & co-founder
@ Strategy and Tactics games

@ Mechanics oriented
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Volcanite Games is a game studio based in Turin, Italy, founded in 2023.
We're a passionate team with complementary skills, united by our love for well-crafted design.
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— OUR PILLARS

Qur focus is on attention and care to detail, refining the We strive to craft captivating experiences in which game We use visuals to enhance gameplay, not gameplay to
core experience. mechanics reign supreme. show off visuals.
We believe in less is more if the “less” is made with high We aim to blend them seamlessly to deliver truly unique All the elements blend form and function in a sensible
quality. and original products. synergy.

© R N

LA, N ~

These are the pillars that build up our development process and guide our decisions.

We want to deliver the best game experiences possible, captivating players with immersive and dynamic gameplay.
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— GAME MECHANICS

@ Rules are the heart of a game

+ CHALLENGES

@ Form follows function

@ Mechanics keep you engaged

= GAMEPLAY @

Saey




— MDA FRAMEWORK

Actions Interaction Experience

—




— MECHANICS

@ Game's Rules

@ Actions

+ CHALLENGES

@ Define limits and possibilities
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— DYNAMICS

\

@ Mechanics and Dynamics —

MECHANICS + CHALLENGES

@ Strategies and combinations

@ Replayability

= GAMEPLAY @

swits.




— AESTHETICS

@ Player experience
¢ Emotions

¢ Wide variety

Game as sense-pleasure Game as social framework

Game as make-believe Game as uncharted territory

Game as drama Game as self-discovery

Game as obstacle course Game as pastime




— THE PROBLEM

DEVELOPER
PERSPECTIVE
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— THE PROBLEM

PLAYER
PERSPECTIVE
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— GAME PILLARS

@ Design guiding principles

PLAYER EXPERIENCE

® |dentity and consistency

@ Few, clear, shared




PILLARS IN ACTION

PARADOX PILLARS

WHAT MAKES A GAME A PARADOX GAME

Looks Good, Plays Perfect

Paradox games never sacrifice function to form, and always
prioritize gameplay over everything else.

Gives Agency to the Player

Paradox games give players the tools to express their
creativity, and make their gaming experience their own; from
character customization to emergent storytelling, or extensive
modding.

Challenges the Mind

Paradox games challenge the player's mind more than their
reflexes. They reward curiosity, dedication and intelligence.

Offers an Endless Experience

Whether through replayability, alternative playthroughs, or no
end state at all, Paradox games provide content to play for a
very long time

Invites a Deeper Dive

Paradox games provide incredible depth and endless
engagement, but strive to onboard players in their worlds and
gameplay systems in a smooth and forgiving way.
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— GAMBIT SHIF TER

@ Grid based puzzle game
@ Shift form

@ From prototype to release




— PILLARS

@ Tight
¢ Chill

©® Minimal
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— GAME DESIGN

@ Base mechanic: shift form

@ Special abilities and extra rules

¢ Staying true to pillars
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— MECHANICS

@ Simple, easy to learn rules
@ LOT of iterations

@ Few mechanics, lot of dynamics




— DYNAMICS

@ Unexpected tester strategies
@ Emergent combinations

@ Variety without extra rules
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— AESTHETICS

@ Mental challenge

@ Cozy gameplay

@ Chess experts and novices
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— TIPS

@ Define pillars ASAP

@ Test early and test often

@ Few strong mechanics > many weak mechanics
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METRICS

GAME METRIGS 101

WHAT THEY MEAN AND WHERE T0 USE THEM
RETENTION susoumnmaesicer| @\ 1|/ SESSION

AFTER TRYING IT. REVEALS HOW EFFECTIVELY YOUR GAME RETAINS
PLAYERS OVER KEY TIME FRAMES (E.G., DAY 1, DAY 7, DAy 30). o LENGTH

o In game metrics POPULAR AHONG ALL GAHES. By, | HOW LONG SOHEONE

‘ PLAYS YOUR GAME
¢ IN ONE 60. SHOWS
HOW DEEPLY
= = PLAYERS ARE
CoST PER INSTALL. THIS IS NOT A METRIC. C H U R N RATE YUU%N[?:SIENSU\:{:;:
SHOWS HOW MUCH RATHER IT'S THE HARMONY | | 76| 5 you How MANY A SINGLE SESSION,
E t | t t MONEY T COSTS TO GET | | |OF YOUR KEY POINT PEOPLE STOP PLAYING THE INFORMING
vents playtests SOMEONE T0 DOWNLOAD. | METRICS WORKING TOGETHER, | o AFTER STARTING. THE | | DECISIONS ABOUT
YOUR GAME. IT'S CRUCIAL | | |AND NEEDS TO BE SET BY LOWER THE GAMEPLAY LOOPS
FOR EVALUATING THE YOUR TEAM, FOR ALL GAMES. CHURN, THE PAC|NG, AN[]’
EFFICIENCY OF YOUR ECONOMY HEALTH | serrer _) OVERALL USER
MARKETING EFFORTS. GAME IS AT EXPERIENCE.
POPULAR AMONG FREE KEEPING /'
T0 PLAY MOBILE GAMES. PLAYERS. /'
o POPULAR AMONG ALL GAMES. ¢/,
@ Beta playtests tidive Vs
DIVE TAKES YOUR

COMPLICATED DATA,
OFFERS A CLEAN AND Wt
SIMPLE SOLUTION WITH A

CONSTANT HANDS-ON EXPERT

DATA TEAM, TO TACKLE ALL YOUR
DATA ANALYTICS CHALLENGES,
OFFER SOLUTIONS, CLARITY AND
ACTIONABLE INSIGHTS. GREAT

FOR ALL GAMES & PLATFORMS, ™=
INCLUDING ROBLOX.

DA DAILY ACTIVE USERS. SHOWS HOW MANY

PEOPLE PLAY THE GAME EVERY DAY.
PROVIDING A CLEAR PICTURE OF CONSISTENT ENGAGEMENT AND HELPING
YOU MEASURE THE SUCCESS OF IN-GAME EVENTS OR CONTENT
UPDATES. POPULAR AMONG MOBILE, PC AND CONSOLE GAMES.

$ LT HOW MUCH MONEY A PLAYER WILL SPEND
IN YOUR GAME FROM THE TIME THEY START
PLAYING UNTIL THEY STOP. ESTIMATES THE TOTAL

I I I I REVENUE A PLAYER WILL GENERATE. POPULAR AMONG

B ALL FREE TO PLAY GAMES ACROSS ALL PLATFORMS.




TAKEAWAYS

@ Mechanics are core
& MDA connects rules and player experience
O Pillars are identity

@ Testing and iteration are key



— THANKS!

V@wLCANITE
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Gameplay isn't magic. It's craft.

Drop us a line and we'll build it together

m.pastorino@volcanite.games

www.volcanite.games
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