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WORKING TITLE: Simplicity

Platform: Smartphone/Tablet, PC
Engine: Unity
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CONCEPT

Simplicity of Complexity - Emergent Art and Gameplay

The concept of emergence describes how complex structures and behaviours can arise from a system of
seemingly simple rules and components, or even chaos.

From the self-organizing behaviour of a beehive to the similar but endlessly diverse structures of snow crystals
and to the human mind itself: Emergent behaviour plays a major role in many areas, such as nature, social life,
systems thinking or artificial intelligence. It is not governed by a central instance but develops rather
spontaneously when the parts of a system interact with each other. But the beauty and complexity that appears
when emergence happens is greater than its parts and cannot be fully predicted.

Games like ,Go’ and ,Tetris’ achieve endless hours of deep emergent gameplay from simple rules, while

,Dungeons & Dragons’ defined a system of rules for the collaborative creation of ever-evolving emergent
stories...

www.gamelab.us.edu.pl
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GO TETRIS CONWAY’S GAME OF LIFE

o few components e rotate & sort: no other e system with simple rules

e simple rule system mechanics added during game e complex shapes but surprisingly,

e very high complexity & infinite e Infinite gameplay by changing also complex behaviours
gameplay situations just 1 parameter (falling speed) emerge!
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EMERGENT VISUALS AND BEHAVIOURS

= = Adenine
=3 = Thymine
=3 = Cytosine

=3 = Guanine

:] = Phosphate

backbone
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Show the work completed so far, in any form: drawings, diagrams, concepts, models, etc.

Do not forget to indicate elements that are innovative, fun, interesting and worth creating, playing or
watching them for, even if you fail to implement them, should be included in the project.

www.gamelab.us.edu.pl
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IDEA DEVELOPMENT

#1 BLOCK SHIFT FIRST PHYSICAL PROTOTYPE
mechanics inspired from Board Game SWIPE or use D-PAD to move ALL
L11psy” moveable ELEMENTS at same time

b
P |
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IDEA DEVELOPMENT

V2: CHARACTER MOVEMENT & OBSTACLES: V3:ITEM COLLECTING

—EXIT blocked and 1 ENEMY remaining ITEM COLLECTING

—Exits are blocked
—Path to ITEM (Key) is blocked

Swipe Right

@

www.gamelab.us.edu.pl
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IDEA DEVELOPMENT

#2 KALEIDOSCOPE / MIRROR LINES

REMOVE colors...

—Draw MIRROR lines to...

For example:
~remove UNWANTED colors .

-get AS MANY colors as possible

ADD colors...
(use only 3 mirror lines)

EXAMPLE:
—-Get AS MANY COLORS as possible
~You can use 3 MIRROR lines

www.gamelab.us.edu.pl
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SYSTEM

KRGS IR ERTIANS —Simple COMPONENTS with different behaviours

that INFLUENCE each other
COMPONENT BEHAVIOUR .
—this way, we can create complex gameplay
() SLIDE (Normal)
O MOVES FREELY (Like Enemy...)
e > SLIDE (Normal) + REMOVE other Objects Ideas for Behaviours
=prA T SLIDE (Sticky): Slide 1 Ste -
B s 17 : P per move B = .
.‘hfj i Iyt ) ; STICKY BLOCKS
] l o € '
[u HOLE: Fill with block & create path =
1 i ‘ WALL : Block path v ‘ ' NON-STICKY
| / g | .
e
2 o S N Sl B o
i 5~ R DESTROY BLOCKS
I \ \

www.gamelab.us.edu.pl
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GAEMEz LAB

Minimalist Character Art
(Strong Art Direction, Color Schemes etc.)

Abstract / Geometric

Stage 16  Knight
#16,997

LR e

>
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IN KATOWICE FOR ACADEMIC EXCHANGE

Moodboard ART STYLE #2 Like infographics

PRODUCT STATISTIC CcREDIT @ ienc o Ry @m #
Moodboard ART STYLE #2 Sample Image ETT— Bamevaes .m"‘a"]m e &-"4
vk e A L5 T laR el o
— 2% | lillaN: = |l = oncn [)seled (L~ AP, S0 ot 5
‘mmum.. mv.n:m ,. Sy : @. T,?
il JES ddea
AcTvITY PROOUCT STATISTIC cael \D A

IVYWER S o

TIMELINE INFOGRAPHIC

Moodboard MOOD&FEEL #2 Artistic / Quiet /Simple
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HARMONY

A Create order out of chaos
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COMMUNICATION
e.g. what platform do you use for communication, frequency of meetings, division of work,
segregation of duties, etc.

www.gamelab.us.edu.pl
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COMMUNICATION

¢ 2] Search GAMELAB: 34
— nvmv[—,f LA “« ® | Q Search GAMELAE (0 p.
| TRy meaw rg‘
.-4 9 V| GAMELAB:Si... v 'a ¥chat:genersl 3y 8l : & 0

‘ "
2 R A ! Add a topic
Z g N | X :
00 M Dominik Wilhelm K‘J\ Takuma.Wabiko -y 5 @TakumaWabiko for ©~-~ © Tech experiments,

@Dominik for Mech. Today v Ac.

@ Takuma.Wabiko 2:33 M
Is it like creating a place on Unity where each person can
experiment?

We use it to...
e SEE each other
e SHARE SCREENS

# Dominik 2:33pMm
% Yes!

Just using a folder?
@Takuma Wabiko Do you have a FOLDER STRUCTURE in

Unity you prefer?

"@ Takuma.Wabiko 2:35 P11

\_J I'm not too particular.

New

# Dominik 2:35pM
& | will think of a structure

Naming conventions?

If you like: Please write your preferred naming
conventions for files/assets on confluence

So we ALL can use them from the BEGINNING
ANI_BlockTypeV2aC or CH_CHaractername05 etc
ANI_BlockTypeV2aC --> this is not so good

End of first sprint in 2 weeks = Thursday on march 4th

=) good for TEAM BUILDING to see faces
of team members once a week.

=) less misunderstanding, even during text
chat (understand nuances by mimics,
emotions...)

IF we are too fast &, we can add more functionality in
this sprint too

g @ o

www.gamelab.us.edu.pl
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COM M U N ICA I ION . Slack File Edit View Go History Window Help & 82 0O - 0 C L= Thu 25. Feb 14:21

o RE ching, Online ¢

& miro.com ®0 &

SLACK GAMELAB: Simp... - @ o am; - i
Y

€ Approve requests to join =

After todays meeting, | will write a SUMMA., TMJY .eatures in CONFLUENCE "_

1 " . Dominik Wilhelm ‘ﬂ
miro GAMELAB- # L Need a SYSTEM for different BLOCKtypes and their PROPERTIES e R A

We use it to... -
e TALK and DISCUSS SLIDE..BLOCKcanMC;VEFREELVW:

. . . - o Movement properties - for example; SLIDE speed, MOVEMENT speed (for free moving blocks
e Post idea S, questmns’ Images etc. : o Appearance properties - Color, Animation etc.
fchattes Mayuriiwata(JpTUT) 214 9
Maybe a floor that teleports blocks when blocks ride it?

¢ ae»

Dominik 214 pMm
Yes!

Also: Wall blocks, maybe Holes that can be filled etc.
Let’s collect all ideas for new blocks and properties! | will make a confluence page for it

For 1st prototype:
e Input
o Blocks slide
o maybe: Blocks MERGE when they collide?

=) written communication is easier to
understand. Team members can use
DeepL or Google Translate with written
text or use a Slack Translate add-on.

=) we have Slack & Zoom open at the
same time

FOr MECHANICS, this would be a good start

@Takuma.Wabiko What is the best process for you?
--> You create a UNity project & share with us via GIT / Bitbucket?

3
in]
T
[P
O
7
A
&2
i
[

@ Takuma.Wabiko f
o lve already listed the project in Git.

www.gamelab.us.edu.pl
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COMMUNICATION

.
® ®© Q Search GAMELAB: Simplicity @ p‘,
GAMELAB: Simp... ~ @ llfools_and_workﬁows * .: B 3 ®

Add a topic

S CK A Starred © Drafts Dominik 1232 pm Sunday, February 14th v @ a~n

5
@ Mentions & reactions # PROJECT MANAGEMENT
# abOUt HOW CAN WE SCHEDULE A MEETING?
#TO O LS & WO R K F LOWS C h a n n e I_ . o Please signup for spacetime.am here: https:/gamelab-simplicity.spacetime.am/join/6frOx5
# team'introducﬁon : o enter your working times in spacetime.am
[ CO lle Cts a Ll i m p 0 rta nt li n ks (ZO 0 m ed o we can find common time slots to meet each other this way.
’ # tools_and_workflows # about WHO CAN DO WHAT IN OUR TEAM?

. . .

M I ro J I ra G O O g le D r I ve CO nflu e n Ce etc.) B S introddction o check out our SKILL MATRIX on Google Sheets: https:/docs.google.com/spreadsheets/d/1jy-

’ ’ ’ prNqOSFALTECPAOGMDUY1a0QynDGelbOljc5sPMc/edit?usp=sharing
M v Cha nn elS Ftonsand: e o please fill out the Skill Matrix yourself, so everyone knows about your experience
e explains our workflow and the tools we e
HOW DO WE MANAGE TASKS IN THE TEAM AND ORGANIZE OUR WORK?
u S e Chat_ a rt v Sl e we use JIRA by www.atlassian.com to manage the project, workflows and tasks
" o JIRAs a tool that is used in many professional game studios too.

. # t-gener o an invite link to our JIRA project will be sent by e-mail. Please join the project there!
Chat' ga med esl gn ﬁ g o choose DASHBOARD from the JIRA menu and bookmark it as your START PAGE. Your
tasks and project news will be displayed there.
team-inspiratior o ‘the JIRA project is still a bit empty - | will add more data in the next days...

chat-general

team-lounge

WHERE DO WE COLLECT INFORMATION ABOUT OUR GAME ?
o da3i e we use CONFLUENCE by www.atlassian.com as a wiki to write the Game Design Doc, Art
Chat teCh Documentation, Tech Documentation etc.
o everyone in the team can write articles there and upload images.

team-ins 0) | rati on ninik o please comment, ask questions and participate actively! i,
Mayuri.lwatalp TUT) o aninvite link to our CONFLUENCE project will be sent by e-mail. Please join the project
t l X iy there.
€am-lounge Srrtle: : o YR the CONFLUENCE project is still a bit empty - | will add more data in the next days...
Add teammates
Add channels
| B I & @ & IE = I O AA @ ® 0

www.gamelab.us.edu.pl
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COLLABORATION

SKILL MATRIX on GOOGLE SHEETS

| A 8 c

GAMELAB: ,,Simplicity of Complexity"
SKILL MATRIX (SELF ASSESSMENT)

' Use the DROPDOWN MENU (Arrow icons in cells) to select your skill or experience with

the different areas of game development:
Low

2 MEDIUM
HIGH
UNSURE

Please assess your skills

First Name Family Name

4 m011802793@edu.teu.ac.jp
5 @ m011730317@edu.teu.ac.jp
dwilhelm@hs-harz.de

3D ART | 3D ANIMATION  UI/UX DESIGN ‘

GAME DESIGN CODE
LEVEL DESIGN
UNSURE UNSURE
MED

MUSIC
-] UNSURE “[ A
= "UNSURE <
- m—— - —=

ONLINE PORTFOLIO /
SHOWREEL

(Insert URL)

WISHES FOR THIS PROJECT...

SOUND PROJECT EXPERIENCE IN TEAMWORK WHICH LANGUAGES DO YOU UNDERSTAND?
3 MANAGEMENT /
PRODUCING
4 MED Japanese, English
s MED Japanese, English
HIGH > HIGH English, (alittle), (a little)

Graphics and Ul design for different cultures
Make the game for different cultures
1. Make a game with a creative, international team!

2. Focus on but exiting gameplay, art and user experi

3. Make a game concept so minimal (but awesome) that we can finish
during this and actually release the game in

GRADE
(Freshmen, Master, Post-Graduate
Junior year

' Senior year

www.gamelab.us.edu.pl
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COLLABORATION

@ Harz university Get the App &, Create Group 3% Add Teammate + @

v

SPACETIME / DOODLE

HARZ UNIVERSITY (3)

Dominik Wilhelm Thu, 12:00 Berlin, Berlin, Germany ™=
is at work for about 3 more hours t Sche which is 0 kilometers away

We use it for...

e finding COMMON TIMESLOTS

Mayuri.lwata(Jp.TUT) Thu, 20:00 &Tokyo, Japan '

is at work for about 4 more hours t Sct which is 8,916 kilometers away
|
15
{2

=) Spacetime is connected to SLACK

Takuma.Wabiko Thu, 20:00 &Tokyo, Tokyo, Japan e
is at work for about 4 more hours X which is 8,920 kilometers away

6 ) B

WORLDTIMEBUDDY.COM
el + | BR 25 Foos |27 28 1 2 3 X Setings LNk TOTHS viEw
We use it for... ® Bern e B
» checking the time of day in multiple  Tolyo = oaut6
locations -

www.gamelab.us.edu.pl
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COLLABORATION

@  [[] GAMELAB-Sketching, Online v X

MIRO (Collaboratlve Whlteboard) L mito GAMEL;B_Skmhing % L [ book v 0 @ - w®Poa g

L ' ‘MQ ﬂw ;;xa rey X

We use it for...

 BRAINSTORMING, sketching together
when talking about ideas

e VISUAL DEVELOPMENT of ideas

o EXPLAINING complex issues through
sketching

€D >

U
@:
1

= sketching together really helped to get
the team talking and get creative
together!

= MIRO is connected to JIRA and SLACK

www.gamelab.us.edu.pl
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COLLABORATION

JIRA

We use it for...

o TASK MANAGEMENT & assigning tasks
to team members

e planning SPRINTS

e keeping track of progress in the project

e tracking & prioritizing BUGS

i © Jira Software

GAMELAB Slmphcﬂy
xt-gei

Roadmap
Backlog
Board

Code

Project pages
Add item

Project settings

You're in a next-gen project

Give feedback Learn more

re project

Your work  Projects v  Filters v

Projects /

Backlog

Let's brainstorm and create concepts f

(< J < N < IO < BN < B < I < BN < N < |

< < |

<]

GAMELAB: Simplicity

Dashboards + People ~

080: -

v Brainstorm & Pre-Production 23 Feb - 1 Mar (14 issues)

or a gamae based on th

SiM-18 Install Unity 2019.4.2011

SiM-21 Create moodboard 'MOOD & FEEL'
SiM-22 Create moodboard 'ART STYLE'

SiM-7 Prepare toolset and project structure

SiM=19 Install Unity 2019.4.2011

SiM-37 Install Unity 2019.4.20f1

Apps v

Label

SiM-25 Talk to team about schedule & meeting times

SiM-#1 Setup first meeting with team members

v

o theme “Simplicity

SIM-20 Collect ideas and sketches for THEME of the game

Type v

of Complexity”. - s

SiM-24 Talk to team about contents for FIRST PLAYABLE Prototype

SIM-6 Prepare presentation of our Game Idea PHASE 1: IDEATION

SIM-16 Create project in Unity & put on Git / Bitbucket or similar

Q Search

Do
009000 H®OO

0 @

2 @@ Complete sprint

once, JIRA, Slack, Unity, Git/Bitbucket

) - decide on a work!

DONE @

DONE

DONE

IN PROGRESS

i

www.gamelab.us.edu.pl
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COLLABORATION

© JiraSoftware  Yourwork Projects ~ Filters v Dashboards v Peoplev Apps v

Projects /| GAMELAB: Simplicity

Brainstorm & Pre-Production

GAMELAB: Simplicity

Next-gen software peoject

tools (Confluence, JIRA, Slack,

? Roadmap L‘u“ 'Lum st
g
i11]

orm and create concepts for & game based on the theme *Simplicity of Complexity® -

Q Search * 00 Q

P & ©ommms

setup the project
GiyBitbucket) - decide on a workflow and sched
ypes of our idea - document and refine our idea with sketches, mindmaps, descrip

let

Backlog 0pts for our game
Board Q @.o & Epic v Label ~ GroUPBY  Assignee v
4> Code
o T0 DO 2 ISSUES IN PROGRESS 3 ISSUES DONE 9 ISSUES v ONHOLD
roject pages
[ Additem lv @ Dominik Withelm 8 issues
£ Project settings Prepare toolset and project
structure
PROD

v . HENHW 4issues

Collect ideas and sketches for
THEME of the game

You're In a next-gen project
Give feedback Learn more

SiM-7 va Q

Setup first meeting with team
members

2 sim-n1 v 0

Create moodboard 'MOOD & FEEL'

ART

)k Projects v Filters v Dashboards v

Projects /| GAMELAB: Simplicity

Roadmap
Q @ - Status +

Epic
> B3 SIM-1 Phase 1: Ideation

B3 SIM-2 Phase 2: Pre-Production
> [ SIM-3 Phase 3: Profiuc(ion

+ Create Epic

*00Q

UPDATED 3 DAYS AGO

[ Link to page o Share  Export

Type v Today 23 View settings

Months Quarters

www.gamelab.us.edu.pl
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COLLABORATION

CONFLUENCE

We use it for...

» Wiki/ GDD / documentation for each
department (Producing, Art, Code,
Game Design etc.)

e collecting MEETING NOTES etc.

m» Confluence & JIRA are connected
m» S| ACK is connected to both &
notifies team about changes

it ¥ Confluence  Home Recentv Spaces~ Peoplev Apps~ Templates Q Search @ 0 el @
Item Notes Tasks

Q GAMELAB: Simplicity 1IN dUUUL LUNICEPL UL LIS pruject alig ¥ UISLUSSEU PIUJLUIIUG Ul £ YdiTiE lueas

ek first ideas + decided on idea 1 "slide mechanic”

@ Pages
Which Platform? « Mobile, PC or Nintendo Switch?

« About this project ) i .
o Decided on Mobile (option for PC)

v Producing o Switch brings to many unknown issues for the short

> Team, Tools and ... development time we have

v Meeting notes Which engine and tech? * Decided for Unity SIM-17: Install
o Unity is the engine in which our programmer @23 Unity 2019.4.20f1
*12021:02:23M... #% is most experienced DONE
« Decision log o Unity version 2019 LTS is recommended.(2019.4.20f1) SIM-16: Create
s PostMortem o @BEHE will setup a dummy project and hookup project in Unity & put
Git/Bitbucket on Git / Bitbucket or
*."Game Design similar IN PROGRESS
« Art ; . T
What is our workflow? * We use a simple agile method
« Tech o Tasks are managed in JIRA
. UIJUX o A Backlog (in JIRA) to collect and prioritize our tasks

o Development based on Sprints (14 days?)
Audio

: = Tasks from Backlog are selected in Sprint planning @ Quickstart
> Other meeting

www.gamelab.us.edu.pl
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GENERAL PROCESS

o WEEKLY team meetings (Zoom, Slack, o POST MORTEM after the student project
Miro) is finished:

e We work in SPRINTS (14 days each) What worked well?

e asynchronous communication during the What would we change next time?
week What would we recommend to other

* every team member updates their tasks teams?
in JIRA etc.

e every team member keeps their section
(TECH, ART, GD etc.) up-to-date in =) maybe collect this data for all the
CONFLUENCE GAMELAB projects?

www.gamelab.us.edu.pl
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IN KATOWICE

@ Slack File Edt View Go History Window Help

- $ % a2 1 ’

#chat-general ~a o
w5 am:
a'
Today ¥

After todays meeting. | will write a SUMMA, """ __ .eatures in CONFLUENCE

Need a SYSTEM for different BLOCKtypes and their PROPERTIES

For example:

* Behaviour properties - for example: BLOCK can CONNECT/MERGE with other block, BLOG]

SLIDE, BLOCK can MOVE FREELY.

o Movement properties - for example: SLIDE speed, MOVEMENT speed (for free moving bloc

. properties - Color, tion etc
. Mayuriiwata(Jp.TUT) 2

Maybe a floor that teleports blocks when blocks ride it?

Dominik M
Yes!

| 3

Also: Wall blocks, maybe Holes that can be filled etc
Let's collect all ideas for new blocks and properties! | will make a confluence page for it

For 1st prototype:
* Input o
o Blocks slide o [] GAMELAB-Sketching, Online v X +

o maybe: Blocks MERGE when they collide? C & miocom

i Apps ) Projkt GAMELAB [ FNANDY (B Tracingiview £ Other Boos

0@ EEl w Paa B

FOr MECHANICS, this would be a good start
i % 1

Takuma Wabiko What is the best process for you? MIFO  GAMELAB-Sketching -
--> You create a UNity project & share with us via GIT / Bitbuckd

v’o‘? Takuma.Wabiko
N I've already listed the project in Git.

ITE@>N00-80 ~

BERBERECOHHO P s
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PARTNERS

¢ Benemeérita Universidad
Autdnoma de Puebla

BUAP « Tokyo University of Technology, TT R TEAE

SChOOl Of Media Science TOKYO UNIVERSITY OF TECHNOLOGY

+ LUCA School LUCA o Universiy.of Dstiava .@, UNIVERSITY

gCF?HOOL OF OSTRAVA
ARTS

e School of Art at Northern e Harz University
ILllinois University =3 Northern Illinois of Applied Sciences A Hochschule Harz

& University
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