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Abstract 

This essay will examine the design process used to develop a prototype of an innovative 

combat system. Insight will be provided on how early design decisions on fundamental 

gameplay mechanics were made, and how the impact of those decisions will be felt 

throughout the rest of development. Some of the design challenges caused by these decisions 

will be analysed in this essay, as well as how those challenges were tackled. The majority of 

the design challenges that are discussed in this essay revolve around the communication of 

game mechanics and critical gameplay information to the player in an unconventional combat 

system. In addition, the advantages and disadvantages of real-time and turn-based systems 

will be discussed, and the kind of conflicts that arise when elements of these two 

fundamentally different systems are combined in a single combat system. Finally, this essay 

will discuss the playtesting and iteration process used while developing the prototype. 
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1 Introduction 

I started my graduation with the idea that I wanted to develop a prototype of a combat system 

for a role-playing game (henceforth referred to as RPG) that allows for more ‘realistic’ and 

‘skill-based’ combat than seen in most RPGs.  

1.1 Skill-based 

First of all, let me clarify what I mean when I talk about ‘skill-based’. Usually RPGs have a 

combat system which is very level-based, that is to say that the systems favours players or 

computer controlled characters that have higher levels. From the player side, these levels are 

often gained by investing more time into playing the game as opposed to actually becoming 

better at playing the game. Instead of making a combat system that is level-based, I want to 

create a combat system that is very skill-based, meaning the system would favour players 

who have a better understanding of the game and are able to make better decisions because of 

that.  

1.2 Realistic 

With ‘realistic’ I refer to the degree to which the combat system makes sense in a narrative 

context. Most traditional RPG games employ a turn-based combat system, which gives the 

player a lot of time to think about the actions they want to perform. And because the player 

has so much time to think about their actions, turn-based systems also allow for a lot of depth 

in terms of gameplay. A lot of information can be given to players in a turn-based 

environment because they have the time to go through all that information to find the most 

optimal solutions. However, in a narrative context such turn-based systems often make little 

sense in a combat scenario. Every ‘turn’ one faction can perform their actions, while the other 

faction stands idle and lets their opponent(s) do as they please.  

In contrast, real-time environments are much more realistic since time works the same way 

that it does in reality. Real-time systems allow both factions to immediately react to the 

actions of their opponent and as a result there is a lot less time in such systems for the player 

to think about the actions they want to perform. Because of this time pressure players have 

less time to process information, meaning they should also require less information in order 

to make correct decisions. As a result, real-time systems are usually less complex than turn-

based systems.  
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I intend to take the best of both the real-time and turn-based systems and combine them into a 

single combat system. The goal is to create a combat system that makes sense in a narrative 

context just like real-time systems do, while at the same time allowing the combat to have the 

same amount of depth as turn-based systems do. Below is a concrete list of my goals. 

1.3 Goals 

1. Battles need to be realistic like they would in a real-time system instead of being 

abstract like they are in turn-based game like chess. 

2. The combat system should allow for a lot of depth in terms of gameplay, just like in a 

turn-based game. 

3. Players should be able to dodge attacks in combat by playing skilfully, not by having 

good in-game stats. 

4. The combat system must allow for random encounter battles to be short and simple 

5. The combat system must allow for boss battles to be longer and more complex 
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2 The Game Concept 

To achieve these aforementioned goals I conceptualised a combat system in which characters 

execute their actions in real-time, but time is frozen whenever players give a command to a 

character. This system gives players the time to carefully consider their situation and evaluate 

all their options, just like they would in a turn-based game. In addition, this system also feels 

more realistic than the combat present in many turn-based games. The name of the project is 

Fairy Tale and throughout this document I will refer to the game with that name. 

In order to talk about the design challenges of Fairy Tale’s combat system, I first need to 

explain the system in more detail.  

In order to create Fairy Tale’s combat system I had to make a number of design decisions 

early on that would define the fundamentals of the system. These fundaments will have a 

huge influence on every design decision made from that point on in the project and thus need 

to be considered carefully. I started by considering the two primary fundamental factors of 

the combat system: space and time.  

2.1 Game Fundamentals: Time Systems and Game Spaces 

The way that space and time work in a game have a great impact on the way in which players 

perceive and process information presented in the game. In a first-person shooter space is 

three-dimensional and continuous, and players measure the distance between them and their 

enemy in the amount of time it takes for their avatar to move from their current position to 

the position of the enemy. In contrast, a game like chess space is two-dimensional and 

discrete, and players perceive the distance between one of their pieces and a piece of the 

enemy by the amount of tiles that they are apart. Equally important though, if not more 

important, is the amount of turns it takes for a piece to capture a piece of the opponent and 

the path that the piece takes during that time (provided that the opponent’s piece can be 

reached at all on its current position). Because of these differences in the way that space is 

represented to the player, a distance of one metre can mean completely different things in any 

two games. In fact, in chess a distance of one metre has no meaning at all due to the abstract 

and discrete nature in which space is represented in the game. Similarly, the way time works 

in a first-person shooter and in chess is completely different. In a first-person shooter it can 

be measured in seconds whereas in chess it is measured in an abstract time unit which we 

refer to as ‘turns’. Because these game spaces and time units work so differently from each 
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other they have a big fundamental impact on the way the game works, and by extension the 

gameplay experience that players have.  

2.2 The Time System 

Because my goal is to make the combat feel as realistic a possible I decided to use a real-time 

combat system. A real-time combat system is the most straightforward way to make time 

function in a realistic manner since it functions the same way that it does in reality. But, in 

order to facilitate gameplay, time will be stopped when players give orders to their characters. 

This way players are given all the time required to think through their actions just like in a 

turn-based game, while at the same time preventing combat from feeling as unrealistic as in 

turn-based game.  

In order to prevent time from being frozen constantly because players are giving orders, I 

decided that characters can only take orders when they are not on cooldown. Whenever a 

character has finished performing an action, that character will be in cooldown. The duration 

of this cooldown varies per action and usually correlates with how powerful that particular 

action is. This provides players with choices about which actions they want to use, requiring 

them to consider both the strength of these actions, as well as the time it takes before a 

character can perform their next action.  

Final Fantasy uses a similar cooldown system for its combat gameplay which was named 

‘Active Time Battle’ System. The main difference between Fairy Tale’s combat system and 

that of Final Fantasy’s is the latter’s lack of spatial gameplay. That is to say characters are 

unable to move in combat, instead the player’s choices are limited to which attack or item 

each character uses.   

2.3 The Game Space 

The type of game space that I want to use for combat is something that is less pinned down 

by the design goals. Any game space that allows players to dodge attacks by playing skilfully 

would suffice, although of course the more realistic the game space, the better. After 

considering my options, I decided that I wanted to use hexagons in order to streamline 

character movement. The reason for my decision is that while everything in combat will 

happen in real-time, orders can’t be given at any point in time. This means that players will 

need to be able predict character movement in order to be able to make calculated decisions 

about what orders they want to give to their characters. By limiting character movement to a 
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grid, it allows players to make better estimations of where characters are moving than if they 

were able to move through space in a continuous fashion.  

There are a few reasons why I decided to specifically use a hexagon grid instead of a square 

or another type of grid. The most important reason is that hexagons allow for fairly realistic 

movement, at least in comparison to movement on a square grid, which aligns nicely with my 

goal to make combat feel realistic. Another reason is that hexagon grids are commonly used 

in turn-based strategy games and as a result, most games are familiar with the concept of 

hexagon grids. As a bonus, I also have prior design experience working on Age of Wonders 

III (Triumph Games, 2014), a turn-based strategy game that uses a hexagon grid for its 

combat gameplay.  

2.4 Hybrid Game Spaces 

It must be noted that Fairy Tale’s combat system does not adhere to the limits of a hexagon 

grid in its entirety. While character movement is certainly limited to the hexagon grid, certain 

characters can use spells that travel in a continuous manner. The behaviour of these spells is 

something that originated from my second goal:  

‘Players should be able to dodge attacks in combat by playing skilfully, not by having good 

in-game stats.’  

Traditional RPG combat systems often feature spells that are fired at a certain character and 

can’t be dodged by that character, or can only be dodged if that character has a high dodge 

agility stat, a specific item, or a buff of some sorts. In the combat system I am designing, I 

want players to be able to dodge attacks because they are skilled at the game. Therefore I 

decided that instead of having attacks hit their target immediately when they are being used, 

attacks themselves are also executed in real-time, meaning they are subject to the time stops 

that occur when players are choosing new actions for their characters. Because of this players 

will be able to react to incoming spells, allowing them to either shield characters from 

incoming spells or dodge them altogether.  

One type of attack that can be dodged is a category of abilities referred to as ‘directional 

spells’. Thematically, directional spells are similar to fireball spells seen in many RPG and 

Fantasy games. The ‘directional spells’ function as follows. In contrast to most other spells 

and movement of characters, ‘directional spells’ travel over the battlefield in a continuous 

straight line and can fired in any direction, regardless of the orientation of the hex grid. 



10 

 

Instead of hitting a character with these type of spells when the character and the spell occupy 

the same hexagon, these spells only hit a character when they collide with the actual character 

model. This type of behaviour also enables players to shoot ‘directional spells’ past their own 

characters even if those characters occupy a hex in between the targeted enemy and the 

character firing the spell. 

The reason why I decided that the movement of these spells isn’t limited to the hexagon grid 

is that they otherwise would only be able to be fired in six different directions. This would 

feel really arbitrary and unrealistic considering that the only thing that is preventing 

characters from firing their spells in certain directions is the orientation of the hexagon grid.  

2.5 Game System Summary 

Combat will be real-time and uses time-stops to allow players to provide input. The 

movement of characters as well as the target selection of most combat abilities are limited to 

a hexagon grid. However, movement between two adjacent hexes is continuous, as are the 

travel trajectories of certain combat abilities called ‘directional spells’. 

2.6 Controls 

The dungeon gameplay of Fairy Tale is inspired by the Golden Sun series (Camelot Software 

Planning, 2001). Golden Sun is a handheld game series that had its inception on the Game 

Boy Advance (Nintendo, 2001) platform and has seen a recent instalment on the Nintendo DS 

(Nintendo, 2004). Because the dungeon gameplay in Fairy Tale is so similar to that of 

Golden Sun, I decided to use gamepad controls for the development of the Fairy Tale 

prototype since a gamepad is quite similar to the control layout of a handheld. This allows me 

to use similar controls to that of Golden Sun for the Dungeon gameplay and only leaves the 

new combat gameplay to be fully mapped out.  

Note that while keyboard and mouse controls can be added later, I decided that focusing only 

the gamepad controls would deliver the best results for the purpose of my graduation. The 

goal of my graduation is to develop a new combat system, determine whether the system is 

fun to play, and how to best communicate the system to the player. Therefore, I determined 

that developing more than one control scheme for the project would provide no additional 

benefit for the project.   

The control scheme for Fairy Tale’s combat and dungeon gameplay is shown in table 1.  
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Button Function in Dungeon Function in Combat 

A Opens the Dungeon Ability Menu 

Select/Confirm 

Select/Confirm 

B Cancel/Go back Cancel/Go back 

Left analog stick Moves the player’s avatar around 

in the dungeon 

Navigates through Menus 

Navigates through the action 

selection window 

Moves the selection cursor 

around 

D-pad Navigates through the Dungeon 

Ability Menu 

Navigates through the action 

selection window 

Right analog stick Moves the player’s avatar around 

in the dungeon 

 

Moves the camera around 

Left Shoulder Button (LB) In the Dungeon Ability Menu it can 

be used to assign an ability to ‘LB’ 

as a shortcut. 

 

When walking around in the 

Dungeon ‘LB’ can be pressed to use 

the ability that was set to ‘LB’ as a 

shortcut. 

Slows down the game time 

Right Shoulder Button 

(RB) 

In the Dungeon Ability Menu it can 

be used to assign an ability to ‘RB’ 

as a shortcut. 

 

When walking around in the 

Dungeon ‘RB’ can be pressed to 

use the ability that was set to ‘RB’ 

as a shortcut. 

Speeds up the game time 

Start button Opens the in-game menu  

Table 1. The control scheme of Fairy Tale.  
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3 Movement and Actions in Combat 

When I started to design the combat system in more detail for its implementation, I came 

across a number of issues. One of the first issues that needed to be tackled was the movement 

and attack selection system.  

As a requirement of virtually any game system, and by extension combat system, the player 

needs to be able to give input somehow in order perform actions. In the case of Fairy Tale’s 

combat system, the goal of the input is to select actions that are performed by the player’s 

characters. Among the actions available to the players’ characters, there are movement, 

attack, defend, and spell actions.  

Most games that feature hexagonal combat use an input system where character orders can be 

broken up in multiple segments. That is to say that a character can first be given an order to 

move to a certain hex, which they will immediately execute, and then after the movement 

order has been completed an order can be given to attack an enemy adjacent to that hex. The 

reason this system works in those games is because they are turn based. There is no way for 

players to interact with the battlefield while it is another player’s turn. Therefore there is no 

consequence to breaking up the action of a single character into multiple smaller actions.  

3.1 Action Cooldowns 

This is a different matter in the real-time system I designed for Fairy Tale. In Fairy Tale 

actions of multiple characters can be executed all at the same time, so there certainly are 

consequences to breaking up a character’s action in multiple smaller actions. The shorter the 

time between actions is in a real-time environment, the more opportunity the player has to 

react to the actions of their opponent. A dominant strategy that would quickly surface is for 

players to move their characters only single hex at a time, enabling them to dodge or attack 

anything that comes close with optimal reaction time. In order to prevent this type of 

behaviour, each action that is executed has a cooldown, including moving and attacking. For 

movement this cooldown is the same regardless of how far a character has moved. This 

means that if a character is ordered to move four hexes at once, it will be at its location faster 

than when it is ordered to move those four hexes in two separate movement orders (because 

of the cooldown in between the two orders). From a gameplay perspective, this system 

requires players to make a commitment to their game plan. It forces players to carefully 

consider what they value more: maximising the distance they can move, or maximising their 

ability to react to their opponent.  
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3.2 Movement Waypoints 

The introduction of a cooldown on each action does present a problem in scenarios where 

players want to select specific movement path, for example when they want to move their 

character around an obstacle or another character. In other games with hexagon-based 

combat, this is usually done by giving multiple orders, selecting hexagons one by one in 

order to manually guide a character across a specific path. Once again, this works in those 

games because they have a turn-based system. But it is something that is not possible in Fairy 

Tale due to its real-time combat system for the reasons discussed above. In order to solve this 

problem I decided to use waypoints. Instead of immediately selecting a destination for their 

characters, players now set a path of waypoints that their characters will follow. Players can 

confirm the movement path of their characters by selecting a hex that already has a waypoint 

on it, or by making a path that is equal to the maximum movement range of that character. At 

any point during the selection of a movement path, the current waypoints can be deleted by 

pressing the ‘B’ button. This allows players to correct mistakes or adjust their course of 

action if they changed their mind about what they want to do. 

3.3 Attacking, Defending, and Moving 

Players can move their characters around with the system described above. However, players 

do not have a way to actually attack yet. In most hexagon-based combat systems this would 

not be a problem as the combat is turn based and the player can just select the character they 

want to attack. The problem in Fairy Tale is that characters execute their actions in real-time, 

and while the player may know which enemy they want to attack and on what hex that enemy 

is standing at the time that the command is given, there is no guarantee that the enemy will 

still be on that hex by the time that the player’s character arrives there. So requiring the 

player to select a specific hex that they want to attack is by no means a reliable attack option 

to provide the player with and is likely to result in many failed attack attempts and frustration 

on part of the player. Instead, I decided that it would be better to combine attacking and 

moving in the ‘Attack Move’ command. Characters using the ‘Attack Move’ command will 

automatically attack the first enemy they encounter in their movement path. This should 

make attacking enemies quite easy as the only thing that the player needs to do is encounter 

their desired target somewhere along their character’s movement path.  

Similar to the ‘Attack Move’ command, there is also a ‘Defend Move’ command. As the 

name suggests, this is a command that allows a character to defend while moving. Defending 
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halves all incoming damage. ‘Defend Move’ can be used to get closer to enemies or shield 

vulnerable allies from incoming attacks.  

Note that with both ‘Attack Move’ and ‘Defend Move’, a character’s movement will be 

stopped when an ally, enemy, or obstacle is blocking the next hex in its movement path.   
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4 Communication of Cooldowns and Turn Orders 

Due to its unconventional combat system and superficial similarity to turn-based games that 

use hexagon grids, Fairy Tale challenges many of the assumptions that players may have 

when they enter their first battle. If the combat system is not presented in a clear way to first 

time players, those players may fail to understand that they could have misconceptions about 

the combat system. In order to be prevent this from happening, the unique aspects that set 

Fairy Tale’s combat system apart from the conventional combat systems need to be 

highlighted.  

4.1 Communicating Real-Time Combat 

The most unique aspect of Fairy Tale’s battle system is the real-time combat system, similar 

to the ‘Active Time Battle’ system of the Final Fantasy series (Square Enix, 1987). The 

franchise’s ‘Active Time Battle’ system was introduced in Final Fantasy IV (Square Enix, 

1991). In this instalment the ‘ATB’ gauge is not yet displayed to the player, preventing 

players from knowing which character’s turn is up next (although the ‘ATB’ gauges were 

visualised in the later remakes of Final Fantasy IV). In the next instalment, Final Fantasy V 

(Square Enix, 1992), the ‘ATB’ gauge is prominently featured in the bottom-right corner of 

the screen. This change exposes the ‘ATB’ system and makes it a lot easier for players to 

understand what is actually happening in battles.  
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Image 1. The Active Time Battle gauges in Final Fantasy V displayed at the bottom-right 

corner of the screen. (Square Enix, 1992) 

4.2 Highlighting Character Cooldown Timers 

Similarly to Final Fantasy V, I will visualize the cooldown timer of each character in Fairy 

Tale’s combat gameplay. But in contrast to Final Fantasy V I will not just visualize the 

cooldown timers of player characters, but also the cooldown timers of the enemies. By 

exposing all the cooldown information it should be easier for players to understand Fairy 

Tale’s real-time combat system. And once players are becoming more skilled at the game, all 

the cooldown information will allow them to make more educated decisions in combat.  

The way that Final Fantasy V visualised the ‘ATB’ gauge in their system takes up a lot of 

space on the screen, as can be seen in image 1. Part of the reason for this is of course that the 

original Final Fantasy V dates back to 1992, and since display resolutions weren’t very high 

back then, text and their UI elements had to be quite large in order to be readable. Regardless, 

in Fairy Tale I want to display not just the cooldown of the player characters, but also the 

cooldown of enemy characters. This means that if the cooldown bars would be displayed the 

same way in Fairy Tale as they are displayed in Final Fantasy V, a lot more screen space 

would be required to display all of them than is required to display just the four in image 1.  
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In Fairy Tale, the maximum number of cooldown bars that need to be displayed at once 

would be equal to the number of characters on the battlefield, which are all the characters in 

the player’s party as well as all the enemies that are on the battlefield. In the current prototype 

there is a maximum of six characters that are on the battlefield at once, but this number may 

be a lot higher in the final game. Since such a large amount of cooldown timers would clog 

up a large portion of the screen with the format that Final Fantasy uses, Fairy Tale needs 

another way to communicate the cooldown timers of characters to the player.  

4.3 The Character Action Queue 

I found inspiration for displaying the cooldown timers in the turn-based strategy game 

Heroes of Might and Magic VI (Black Hole Entertainment, 2011). In image 2, a battle is 

shown from Heroes of Might and Magic VI. In the bottom-left area of the screen, there is a 

long UI element that contains character portraits of the units that are on the battlefield. This 

UI element is a queue that shows the order in which each character will take their turn. The 

leftmost character in the queue is the one that is currently taking its turn. Once that character 

has completed its turn it will be moved to the back of the queue, causing the entire queue to 

shift to the left and then the next character in the queue will take their turn. 
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Image 2. An example of a battle in Heroes of Might and Magic VI. The turn bar is displayed 

in the bottom-left of the screen. (Black Hole Entertainment, 2011) 

This system is something that works quite nicely in Fairy Tale as a similar turn queue can be 

constructed by creating a list of every character in battle and ranking the characters in that list 

by their cooldown. An important difference between the two games is that Heroes of Might 

and Magic VI is turn-based, while Fairy Tale is real-time. This means that in Heroes of Might 

and Magic VI, the turn queue is static and consistent. The time between each character in the 

queue in well-defined as it is always ‘one turn’, and once the order in which characters take 

their turn has been established it never changes. This is different in Fairy Tale. Since Fairy 

Tale’s combat is real-time, the time between the first and second character in the queue can 

be completely different from the time between the second and the third character in the 

queue. In addition, queue positions may switch during combat as characters can be 

intercepted in the middle of their movement order, triggering their cooldown earlier than 

expected. So the turn queue In Fairy Tale is neither static nor consistent.  
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4.4 Mapping Character Cooldowns on the Action Queue 

I decided that a good way to communicate this to the player is by giving each character a 

cooldown timer on their portrait that specifies the exact time until their next action. For 

inspiration on how to do this I looked at games in the Multiplayer Online Battle Arena 

(MOBA) genre. Good examples of such games are League of Legends (Riot Games, 2009) 

and Dota 2 (Valve Corporation, 2013). Image 3 shows a close-up of the section of the user 

interface that shows the stats of the selected character, including their abilities. In Dota 2 

whenever an ability has been used it goes on cooldown. To indicate when the ability becomes 

available again, a transparent mask is displayed over the portrait as well as a number that 

indicates how many seconds are left until the ability becomes available again. In a way, this 

system is quite similar to that of Fairy Tale. But instead of abilities that are on cooldown, 

Fairy Tale has characters that are on cooldown.  

 

Image 3. A close-up of Dota 2’s user interface that displays character stats and abilities 

Combining the turn queue of Heroes of Might and Magic VI with the ability cooldown 

indication of Dota 2 provides players with all the information they need about the order in 

which characters perform their turns. While the time-system of Fairy Tale is quite 

unconventional, the UI elements that are used to communicate the way that the system works 

use existing elements that players are already familiar with, making it easier to understand. 

Finally, this system satisfies our initial requirement which was that it occupies little space on 

the screen, unlike the Final Fantasy V ‘ATB’ gauge. The first version of Fairy Tale’s action 

queue is shown in image 4.    
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Image 4. Version 1 of Fairy Tale’s action queue. 

The first version of the action queue is very simplistic and crude. It just shows the order in 

which the characters will perform their actions and has a dark clock shaped mask over the 

portrait just like the ones used for the cooldown of abilities in Dota 2. As I already expected, 

playtester feedback indicated that the numbers in the action queue were not clear enough. 

Furthermore, some playtesters noted that they would like to see information on each 

character’s health and mana to also be displayed on the action queue. Based on the feedback 

of the first playtest, I improved the action queue for the second playtest. The state of the 

action queue in the second playtest is shown in image 5.  

 

Image 5. Version 2 of Fairy Tale’s action queue. 

Playtesters were very positive about the second version of the action queue. I only made a 

few minor changes for the next playtest. These changes included the addition of each 

character’s name on the bottom left of the portrait and an increase in the font size of the 

health and mana numbers. The final version of the turn bar is shown in image 6. 
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Image 6. Version 3 of Fairy Tale’s action queue.   
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5 Communication of Health and Mana 

One important aspect of combat is the way in which health and mana are communicated to 

the player. Because of its importance, the way this is done has evolved quite a lot over the 

course of Fairy Tale’s development.  

5.1 The First Playtest 

In the iteration of the game that was used during the first playtest session, each character’s 

health was rendered as a numeric value at the position of their character on screen. The health 

was formatted as follows:  

HP: <Current Health> / <Maximum Health> 

This feature was originally introduced to allow me as a developer to deduce each character’s 

health without having to keep track of it manually. It was not meant to be the way that a 

character’s health would be communicated to the player. But due to other pressing design 

tasks, I never got around to designing an alternative way to present a character’s health before 

the first playtest. I decided that since the development feature does communicate all the 

information that the player needs to know, albeit not in an ideal manner, it was not of critical 

importance to implement a more player friendly feature for the purpose of the playtest. The 

way that each character’s health was displayed in the first playtest is captured in image 7.  

 

Image 7. The way health was displayed in Fairy Tale during the first playtest. 

I expected that some issues would arise during the first playtest with the way that health and 

mana are communicated to the player. And indeed the playertesters complained about the 

way that the health of each character was displayed. The feedback that playtesters gave was 
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that the way character health was displayed was very unclear and that they really needed to 

actively look for it.  

5.2 Health Bars 

Playtesters also provided suggestions for the way that they felt character health could be best 

displayed. The most common suggestion was to display health bars above characters. Players 

argued that health bars were more pleasant to look at than the numbers that are currently used 

to display each character’s health.  

Many games across a wide variety of genres use health bars as opposed to purely numbers to 

display character health. In particular, games that use a similar representation of combat as 

Fairy Tale are relevant to the way that character health is displayed. Games like Dota 2, 

League of Legends, and Starcraft II (Blizzard Entertainment, 2010) all use a similar camera 

angle to the one used in Fairy Tale’s combat, and all those games use floating health bars 

above each character’s head to indicate that character’s current and total HP. Because this 

representation of health appears to be such a strong and dominant formula in games, I 

decided to use the same formula in Fairy Tale.  

5.3 Highlighting Damage Taken 

Another feature that I decided to carry over from Dota 2 and League of Legends is the 

highlighting of recent damage dealt on health bars. When a character is dealt damage, instead 

of immediately depleting the health bar, the amount of damage that is dealt is highlighted on 

the health bar in white, and will be depleting over a short time period. This allows players to 

see the amount of damage that characters are dealt even when they are not looking at the 

health bar at the exact time that the character is hit. Notably, healing has no such highlight in 

Dota 2 and League of Legends. I suspect that there are a number of reasons for this. Since 

healing is a positive effect, it is less pressing and important for the player to know the exact 

effect that it has on their character’s total. Furthermore, since healing is often initiated by the 

player themselves, they already know when to look at the health bar to gauge the amount of 

health that is being healed. Because of these reasons, and Fairy Tale’s feature that causes 

numbers to pop up from characters to signify the exact amount of damage that is being dealt 

and/or healed to them, I decided that it was not necessary to highlight healing effects as well.  
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5.4 Health Information in Multiple Locations 

Interestingly enough during the playtest some playtesters noted that they would like the 

health to also be displayed on the character’s portrait in the action queue at the bottom of the 

screen. Their reasoning was that they were looking mostly at the action queue at the bottom 

of the screen in order to get information about the game state and they did not like to shift 

their gaze between the battlefield and the action queue all that much. So they preferred that 

the health information was available to them in both on the battlefield and in the action 

queue.  

5.5 The Second Playtest 

In the iteration of the game that was used for the second playtest session, I had implemented 

the health bars in both the action queue and on the battlefield. In addition, each character now 

also has a mana bar that is displayed in a similar fashion to the health bar. The state of the 

health and mana bars during the second playtest is shown in image 8. 

 

Image 8. The health and mana bars that were used during Fairy Tale’s second playtest. 



25 

 

The feedback on the second iteration was really positive as players could easily determine the 

health and mana of each of the characters on the battlefield. The only issue that the 

playtesters voiced was that the numbers representing the current and total amount of health 

and mana in the action queue weren’t very readable. To fix this I increased the font size of 

these numbers in the next iteration. Image 9 shows a comparison from before and after the 

change in font size.  

 

Image 9. The change in font size between Fairy Tale’s second and third playtest. 

During the third playtest there was no additonal feedback from playtesters on the 

communication of health and mana. Every player was able to easily deduce the amount of 

health and mana each character had. 

6 Time and Information Overload 

During the first playtest, various playtesters had issues with understanding what is going on 

in combat. While some playtesters were able to understand the combat system quite easily, 

other players required more time to do so and some even remained unable to understand the 

system by the end of their playtest session. And even though I addressed multiple 

communication issues and introduced new features in order to make combat clearer in the 

second playtest, there were still some playtesters where the issue of not understanding the 

combat system persisted. By the end of the second playtest, I suspected that the inability of 

players to understand the combat system is caused by the unconventional combat system and 

the speed at which the player is required to adapt to this unfamiliar combat system. To 

explain this, it is useful to compare Fairy Tale’s combat system to that of a turn-based game. 
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In many turn-based games, actions are executed sequentially and time usually freezes at the 

end of every action. So in turn based games players only need to process one action at any 

one time and players can take short breaks from processing information in between those 

actions. This prevents the player’s mind from being overloaded with information due to too 

much things that are happening at the same time. In contrast, Fairy Tale’s combat system 

functions in such a way that actions are not occurring sequentially, but are executed in 

parallel. This requires players to process multiple actions at once in order to understand what 

is happening on the battlefield. Not only do players need to track the isolated behaviours of 

these actions, they also need to take into account the way that these actions can interact with 

each other. Furthermore, in Fairy Tale players have limited control over when time is 

stopped, and the points at which the action is halted are also more irregular than in turn-based 

games. These pauses in combat are usually good times for the player to process their current 

situation in turn-based games, since they are not receiving new information. But the 

irregularity of these pauses in the combat of Fairy Tale causes the system to be more difficult 

to understand for players. 

The reason why these problems are present in Fairy Tale and not in other real-time games, is 

because in real-time games time flows constantly (there is no interruption when orders need 

to be given), units can be interacted with at any time, and there is usually less information to 

process than in Fairy Tale. The reason for this is that in respect to the amount of information 

that is presented in combat, Fairy Tale is more similar to a turn-based game than a real-time 

game.   

As stated before, during the first two playtest sessions some of the playtesters had trouble 

understanding the combat system. The feedback that I received from these playtesters was 

that they felt like the characters were moving too fast and everything in the battles just 

happened too quickly for them to follow. This led me to believe that the speed of the game in 

its entirety was just too high. If this is the case, then slowing the entire game down to lower 

the speed of combat should fix the issue that some playtesters were having. However, if I just 

slowed down the entire combat, this would also slow down the game for players who did not 

have this issue, which may be frustrating for them as they feel the game is going too slow. I 

decided that a good solution to the problem was to implement a game speed modifier to allow 

players to slow down combat, or even speed it up if they so desire. This allows players that 

have trouble with understanding and following everything that happens in combat to slow the 

game down, while players that already understand it do not need to play the game at a slower 
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speed. If the player wants to, they can even speed up combat so it takes less time. This is a 

feature that is not uncommon in turn based games as it allows the player to speed up the game 

during periods where they cannot interact with the game and need to wait before they are able 

to do anything. A good example of this feature is present in Age of Wonders III. In the 

combat of Age of Wonders III, the game can be sped up to allow players to quickly skip 

through the turns of computer controlled players. Because of this, players don’t need to wait 

very long until it is their next turn. In addition, the game also allows players to skip through 

the movement and attack animations of their own units. 

To allow players to modify the game speed, I designed an user interface element in the top 

right of the screen that shows the game time, current game speed, as well as icons of the 

buttons that can be used to modify the game speed. The user interface element in question is 

pictured in image 10. 

 

Image 10. Fairy Tale’s game time widget as displayed in the top right corner of the screen in 

combat. 

The feedback on this feature in the third playtest was positive. None of the players thought 

the feature was intrusive and they believed it was a nice option to have. In conclusion, the 

introduction of the modifiable game speed was a success. 

  



28 

 

7 Communication and anticipation 

In turn-based games, there is little need to communicate incoming attacks to players because 

these attacks almost always happen within the enemy’s turn. And because the player is 

unable to perform interactions outside of their own turn, they have no way to respond to these 

attacks. But since Fairy Tale has a real-time combat system, foreshadowing of attacks 

becomes very important as it allows players to anticipate and respond to incoming attacks. In 

this chapter I will discuss three important factors in Fairy Tale’s combat system that highlight 

the importance of being able to anticipate enemy attacks.  

7.1 Character Movement 

First of all, character movement plays an important role in battles. The position of a character 

on the battlefield determines the area of the battlefield that the character can influence during 

its current or next action. Therefore, character movement gives a lot of information to the 

player about what that character is trying to do. For example, if an enemy is moving straight 

to one of the player’s characters, it is very likely that the enemy plans to attack that character. 

This information can be used in various ways. The player can decide to retreat their character 

in order to avoid the attack. Alternatively, they may attempt to block the enemy’s movement 

path with one of their other characters. Or the player may even decide to fire a projectile 

along the enemy’s movement path to exploit the predictability of their movement.  

So there are multiple ways that character movement can exploited by the player if they are 

able to anticipate it correctly, and this is something that allows for interesting gameplay 

decisions. In order to allow the player to more accurately predict character movement, I made 

the decision to have all characters move on a hexagon grid, as discussed in chapter 2.3.  

7.2 Projectile Trajectories 

Secondly, anticipation plays an important role in combat when the fireball and icicle abilities 

are being used. The fireball and icicle abilities are directional spells that fire a projectile. The 

projectile will travel in a straight line and deal damage to the first target it hits. Because the 

trajectories of these projectiles can be predicted by the player, players are able to anticipate 

which characters will be hit by a projectile and make calculated decisions about how they 

want to respond to that. For example, players may choose to dodge a projectile by moving 

their characters out of the projectile’s trajectory. Alternatively the player can shield a targeted 

character by moving one of their healthier characters in between the targeted character and 

the projectile, intercepting the projectile and thus shielding the targeted character from the 
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incoming damage. It is even possible to protect a character from an incoming projectile by 

firing another projectile into it.  

7.3 Foreshadowing High Impact Events 

So we have established that it is important and beneficial to the gameplay experience to 

properly communicate character movement and projectile trajectories to the player. But these 

are relatively low impact events. That is to say that a single projectile or movement path has 

little influence on the final outcome of the battle. High impact events, which as the name 

implies have a high impact on the final outcome of the battle need to be communicated even 

better. Ideally, the player should not just be able to react to high impact events, but they 

should be able to prepare for them in order to minimise their impact. And in order to do this 

they should be communicated to the player in advance so that they aren’t taken by surprise 

when they occur.  

An example in Fairy Tale of a high impact event is one of the abilities that the boss can use 

which is called ‘fracture’. The ability deals 20 damage to all characters in a one hex radius 

around the boss, meaning it can deal up to 60 damage at once when all three of the player’s 

characters are hit by the attack. In contrast, a regular attack from any other character in the 

game deals just 10 damage. So in order to give the player time to react to this attack, the boss 

first needs to charge its ability for two seconds before the damage is actually dealt. This is 

visualised with a big glowing ball above the boss’ head that transitions from orange to white 

as the moment when the damage is dealt draws nearer. If the player manages to move one of 

their characters out of the ability’s radius before it actually hits then that character takes no 

damage. In addition, when the fracture ability is over, the player is able to exploit the 

cooldown that the boss suffers as a result of the fracture ability by performing a counterattack 

against the boss. This serves as a reward for the player for successfully dealing with the high 

impact fracture ability. 

7.4 Importance of Communication 

It can be concluded that proper communication of gameplay events in combat is necessary as 

it allows players to anticipate the enemy’s actions which in turn enables them to respond to 

those actions. The anticipation of these gameplay events and the choices that players can 

make in response to these events result in interesting gameplay scenarios and decision 

making.  
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8 The Playtesting and Iteration Process 

In order to test how enjoyable Fairy Tale is, and especially its unconventional combat 

system, the game needs to be playtested. This is true for any game, but it is especially 

important for prototypes of new games that do not build on an existing formula. This is 

because these games have often yet to establish solid gameplay and there is little to no 

reference material on the market that can be used since the game concept is something new 

that has not been created before.  

Fairy Tale’s dungeon gameplay is inspired by Golden Sun and from the start of the project 

my aim was to make the dungeon gameplay very similar. The combat gameplay on the other 

hand was something that I wanted to make unlike any other combat system that I knew of. 

Therefore, I believed that the best decision would be to start building the combat system first 

as this component of the game was the biggest risk of the project and would need to be 

playtested as soon as possible.  

8.1 The First Iterations 

I started designing and prototyping the combat system on paper to quickly try out different 

ideas and get to a solid basis for the combat system as soon as possible. At some point my 

ability to prototype the game on paper was hindered due to Fairy Tale’s unconventional 

combination real-time and turn-based elements. This combination of a real-time and turn-

based system prevented me from being able to iterate quickly as I needed to track a lot of data 

to just play a single battle. I needed to track each character’s health and mana, as well as their 

position and cooldown. In addition I needed to track the position and direction of projectiles. 

Finally, I needed to update all this information every time a character performs an action. If 

we take into account that it could take up to ten actions per character to complete a battle, 

then it starts to become a very time intensive process.  

At this point I decided to change the list of combat rules that had formed during my paper 

prototyping sessions into a combat design document that could be used by my programmer 

colleague to build a first digital version of the combat system. The major benefit of the digital 

prototype is that it automates the tracking of all the data, which was something that I needed 

to track manually in the paper prototype. Once the digital prototype was working, this greatly 

sped up the iteration process as I could try out changes at a much faster rate.  
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In the meantime, while my programmer colleague was building the digital combat prototype, 

I was working on designing the dungeon gameplay. I decided on the mechanics that I wanted 

to use and started building the level. But as soon as the digital combat system was up and 

running, I once again refocused on the combat gameplay and kept iterating on it so that the 

combat system would be as complete as possible for the first playtest session.  

Before I go into detail discussing each playtest session, I will first discuss the playtesting 

process itself. 

8.2 The Playtesting Process 

Over the course of my graduation I organised three playtest sessions where I tested the most 

recent build of the game prototype at that time. The goal of these playtest sessions is to obtain 

data that I can use to improve the game prototype as I am developing it. The playtests were 

carried out as follows. 

At the start of each playtest I hand the gamepad controller to the player and tell them that I 

will not give them any information or help them while they are playing, unless they encounter 

a bug or have been stuck for a long time. Then I let the player play all of the content prepared 

for the playtest. Once they have reached the end of the content, I stop the player and ask them 

to fill out a questionnaire. After the player has completed the questionnaire I may ask the 

player to provide additional information on why they gave certain their answers and I discuss 

openly with them how certain things in the game work. Then I revisit the closed questions 

with the player to see if this changes their answers on how well they thought they understood 

certain components of the game. 

It should be noted that for each playtest session I had a minimum of five playtesters. 

According to research that has been conducted by Robert Virzi, Jakob Nielsen, and Thomas 

K. Landauer, a competent test group of five people should be able to identify around 85% of 

the usability problems present in the tested software (Shanuel, 2014). This mainly applies to 

user interfaces, but as user interfaces play a big role in communicating the combat system to 

the player, I deem this research to be relevant to this project.   

8.3 The Playtest Questionnaire 

The aforementioned questionnaire consists of two different sections. One section with open 

questions where the playtesters can give elaborate answers and constructive feedback. And 

another section with questions that require playtesters to give a rating from one to five which 
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provides me with quantifiable results. The open questions allow playtesters to provide me 

information on specific problems that they are having. In addition it enables playtesters to 

give suggestions on how to improve the game. On the other hand, the questions that ask 

players to provide a rating can be used to measure the progress that I am making with the 

game and allow me to quickly assess what areas of the game need more attention based on 

quantifiable player rating. Multiple questions that are present in the playtest questionnaire are 

questions by Wesley Rockholz which he published on Gamasutra (Rockholz, 2014).  

Based on all the feedback that I receive during a playtest I make a list of issues that need to 

be addressed and new features that need to be implemented before the next playtest. Then 

once the issues are addressed and the features are completed, the game is playtested again and 

the cycle repeats. 

8.4 The First Playtest 

During the first playtest session only the combat gameplay was tested. This is because before 

the first playtest I wanted to focus and spend as much time as possible on developing the 

combat system as it is the biggest risk of the project. Therefore I had spent little time on 

developing the dungeon gameplay and it was not in a playable state yet. 

The feedback I received from players during the first playtest indicated there was lot that 

need to be improved. Many players did not understand how combat worked and as a result 

had trouble defeating their enemies in combat because of that. Based on all the feedback I got 

I concluded that the most important aspect that I need to focus on is better communicating 

everything that happens in battle. So I focused primarily on improving player communication 

until the next playtest. 

8.5 The Second Playtest 

The second playtest build featured both dungeon and combat gameplay. Testing the combat 

gameplay is still my priority but I also needed to start testing the dungeon gameplay. While I 

have solid reference material for the dungeon gameplay in the Golden Sun games, I still need 

to test the dungeon level that I made to make sure it actually plays well. It should be noted 

that in this build, random encounters are not implemented yet. Instead, at certain points in the 

level I manually trigger combat encounters using trigger volumes. By setting these up 

manually at carefully considered distances and gauging player response I can get an initial 

idea about how often random encounters should be triggered.   
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The feedback received from players on the second playtest was generally positive. While 

some players still had issues with understanding how combat works, most had successfully 

grasped the system and were able to successfully win their battles. Most feedback once again 

was on communication of the combat gameplay which I addressed before the next playtest. 

There was also some feedback on the dungeon gameplay but these were minor issues that 

were quickly taken care of. The frequency of combat encounters was fine according to 

players but could be even higher. 

8.6 The Third Playtest 

During the third playtest the final version of Fairy Tale’s prototype was tested. This version 

features the full prototype of Fairy Tale that I delivered for my graduation. The prototype 

features fully functional dungeon level with random combat encounters. 

The feedback I received from playtesters during the third playtest was very positive. While 

some of the playtesters still had trouble with understanding the unconventional combat 

system, most of the feedback from playtesters was on non-essential features for the prototype. 

Furthermore, the feedback from playtesters indicated that they felt that the frequency and 

duration of combat encounters were fine.  
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9 Conclusion and Future Work 

Based on the results of the final playtest I can conclude that the primary objective for my 

graduation, which was to design and develop a prototype for an innovative combat system, 

has been successfully achieved. The goals that I have set for the combat system in chapter 1.3 

have also been achieved.  

Battles are more realistic as they use a real-time system instead of an abstract turn-based 

system. Players are able to dodge attacks in battle by responding to them. Finally, the battles 

can be either short and simple or long and complex depending on the way that the designer 

sets up a combat encounter. This allows for combat encounters to be short and simple while 

boss battles can be long and complex. Especially in this longer and complex battles the depth 

of the combat system can really be showcased. Do note that this is a prototype with limited 

features so the combat is not as rich as it would be in a fully developed version of the game. 

That being said, the fundamental gameplay of the system shows lots of promise and is easily 

expandable with the addition of new abilities.  

Playtests indicate that the majority of the players feel that their skill matters when they play 

the game. Do note that the sample size of playtesters is on the small side. Future playtests 

should feature larger playtest groups to increase the significance of the playtest data. Specific 

areas that may be interesting for future research are: 

 The frequency and duration of combat encounters that provide an optimal gameplay 

experience for players.  

 The introduction of items to the combat system.  

 Increased interaction between different abilities. For example, extinguishing a fireball 

by pouring rain over it.  

In this essay itself I have discussed various design challenges that I encountered during the 

development of the prototype. These challenges have been resolved in a practical manner 

applying both game design theory and my personal experience in game development. Note 

that there may have been alternatives to some of the design choices I made and that there is 

room for improvement in the current combat system. So further development of Fairy Tale’s 

current combat system is a potential area for future research.  
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11 Appendix 

11.1 Fairy Tale Playtest 1 Results  

Combined Questionnaire Results 
Questions Avarage 

Rating 

(out of 5) 

Comments 

1. Was everything that 
happened in the 
battles clear to you? 

2.833333 

A large amount of game concepts are not clearly 

communicated to the player yet, as is evident by this 

rating. 

2. Was the information 
on the UI element at 
the bottom of the 
screen clear to you? 

3 

Players were mostly looking at the part of the screen 

where all the combat takes place. Futhermore, the 

gamespeed is so fast that players hardly have any 

time to see what happens to the turn bar at the 

bottom of the screen. 

3. Was the information 
on the UI element at 
the top-left of the 
screen clear to you? 

3.833333 

This part of the UI was really well explained as it 

contained lots of text that described its function. 

Furthermore, because the menu requires a lot of 

interaction from players, they can figure out the way 

the menu works at their own pace which in turn 

enables the players to learn it faster. I received a 

suggestion from one of the players to colour-code 

important information in order to further improve 

the readability and usability of the menu. 

4. Was the way 
movement works 
clear to you? 

4 

Every playtester indicated that they understood the 

movement system to quite a good degree. 

Interestingly enough, nobody ever managed to 

figure out that they could set waypoints to plot a 

more precise path than the automatic path finder 

allows for. It should also be noted that all playtesters 

have complained about the fact they they could not 

move specifically as they wanted. So I still need to 

figure out a way to make it clear that this is even 

possible.   

5. Was the way 
characters take their 
turns clear to you? 3.166667 

The fact that many players are not aware of the way 

that characters take their turns can be explained by 

their inability to understand how the turn order bar 

works. So in order to improve the player's 

understanding of the turn system, I need to rework 

the way that this information is presented to the 
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players. 

6. How intuitive were 
the controls? 

3.833333 

The controls were intuitive for nearly everyone. 

Although some playtesters would have liked the D-

pad to fulfill the same function as the left analog 

stick. 

7. How good did the 
controls feel once 
you figured them 
out? 3.666667 

Nearly all playtesters liked the controls once they 

knew how it worked, although some playtesters did 

note that some fine-tuning still had to be done as 

sometimes the camera/cursor movement was a bit 

sluggish. But apart from some fine-tuning, 

playtesters had no problems with the controls. 

8. How clearly would 
you say the 
information is 
communicated in 
general? 

3.166667 

As a result of the poor communication of the 

character turn orders (due to the unorthodox mix of 

real-time and turn-based strategy), nearly all players 

were unable to fully understand how the combat 

system worked. Since this has such a huge impact on 

the understanding of the entire system, the players 

may feel that they lack even more information than 

they actually do. In either case, I need to find a way 

to improve the way that information is presented to 

the player.  

9. Did you feel that 
your skill mattered 
when playing the 
game? 2.666667 

The reason that playtesters feel that their skill 

doesn't matter is expected to be a result of the 

poorly communicated game concepts. Because the 

game concepts are not clear to the player, players 

feel they cannot demonstrate their mastery over the 

game (since they don't fully understand it). 

10. How did you feel 
about the AI? Was it 
too dumb (=1), too 
smart (=5), or just 
right (=3)? 

3.333333 
Since the optimal value for this question is 3 instead 

of 5, the AI can be considered good 

11. How much did you 
enjoy the game? 

3.5 
This rating is expected to improve with each issue 

adressed. I consider it the total rating of the game. 

Player Feedback 
Among the information that I got from the playtest, the most frequent and important piece of 

feedback I got was that a lot of things in the game weren’t clear to players. Very many players did 

not understand the way that characters take their turns and none of the playtesters completely 

understood the way that movement works. 

 

In order to address this feedback I will, for the time being, stop focussing on balancing combat, that 

is to say ensuring all options available to the player are interesting and viable from a strategic 

perspective. Instead I will be focussing on improving communication to the player. I will be 
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implementing and polishing features that focus on improving the player’s understanding of the 

game. 

Fairy Tale Playtest 1 Questionnaire  
Name: Daan van Irsel 

Questions Rating 

1 2 3 4 5 

1. Was everything that happened in the 
battles clear to you? 

  x   

2. Was the information on the UI element at 
the bottom of the screen clear to you? 

  x   

3. Was the information on the UI element at 
the top-left of the screen clear to you? 

    X 

4. Was the way movement works clear to 
you? 

    X 

5. Was the way characters take their turns 
clear to you? 

 X    

6. How intuitive were the controls?    X  

7. How good did the controls feel once you 
figured them out? 

  X   

8. How clearly would you say the information 
is communicated in general? 

   X  

9. Did you feel that your skill mattered when 
playing the game? 

  X   

10. How did you feel about the AI? Was it too 
dumb (=1), too smart (=5), or just right 
(=3)? 

  X   

11. How much did you enjoy the game?    x  

 

Open Questions 

1. Explain how the turn system works 
I think it was based on time rather then a turnbased order. Because of this it was not always 

completely clear when all the characters were going to move, because normally you have all your 

characters do something and then the enemy’s however it did not feel ike this was happening. 

2. What did you like most about the game? 
It was a sort of turnbased system which I really enjoy in a game, so even if it was not completely 

clear or functioning in my experience, it is still the best part of the game. 

3. What did you like the least about the game? 
The unclear way of the players turn order was something that really bugged me. 

4. If you could improve one thing, what would it be? 
The turn order, or at least more clearity in how it works.  
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Fairy Tale Playtest 1 Questionnaire  
Name: Judith van Puffelen 

Questions Rating 

1 2 3 4 5 

1. Was everything that happened in the 
battles clear to you? 

X     

2. Was the information on the UI element at 
the bottom of the screen clear to you? 

 X    

3. Was the information on the UI element at 
the top-left of the screen clear to you? 

  X   

4. Was the way movement works clear to 
you? 

    X 

5. Was the way characters take their turns 
clear to you? 

X     

6. How intuitive were the controls?    X  

7. How good did the controls feel once you 
figured them out? 

   X  

8. How clearly would you say the information 
is communicated in general? 

  X   

9. Did you feel that your skill mattered when 
playing the game? 

 X    

10. How did you feel about the AI? Was it too 
dumb (=1), too smart (=5), or just right 
(=3)? 

   X  

11. How much did you enjoy the game?    X  

 

Open Questions 

1. Explain how the turn system works 
Cool down timed I guess but could not apply it to playing it. Not clearly communicated. Adding a 

order number in de UI design might improve the visual feed back to the player. 

2. What did you like most about the game? 
The general coherency felt nice. Things felt like they fit even though they belonged to different 

things. 

3. What did you like the least about the game? 
The lack of visual communication, the UI design could greatly improve the gameplay because of 

the lack of information/ clarity I could not figure out what was the best decision to make. 

4. If you could improve one thing, what would it be? 
UI and visual communication, just a simple font change could greatly improve readability. Info 

graphics would also be an option. Or arrows on the map indicating on what is going to happen 

(nothing flashy just to make things clear) 
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Comments: 
Indication whether time is frozen or not 

Fairy Tale Playtest 1 Questionnaire  
Name: Juul Joosten 

Questions Rating 

1 2 3 4 5 

1. Was everything that happened in the 
battles clear to you? 

   x  

2. Was the information on the UI element at 
the bottom of the screen clear to you? 

x     

3. Was the information on the UI element at 
the top-left of the screen clear to you? 

  x   

4. Was the way movement works clear to 
you? 

   x  

5. Was the way characters take their turns 
clear to you? 

   x  

6. How intuitive were the controls?  x    

7. How good did the controls feel once you 
figured them out? 

 x    

8. How clearly would you say the information 
is communicated in general? 

  x   

9. Did you feel that your skill mattered when 
playing the game? 

   x  

10. How did you feel about the AI? Was it too 
dumb (=1), too smart (=5), or just right 
(=3)? 

  x   

11. How much did you enjoy the game?    x  

 

Open Questions 

1. Explain how the turn system works 
First comes the middle character for a turn, (attack, defend, cast) then the right and then the left 

character and then the same order for the boss/enemies. 

2. What did you like most about the game? 
The boss fight had a nice way of letting the player figure out the steps to solve the battle. 

3. What did you like the least about the game? 
The controls were a bit strange regarding selecting the correct action. Outside of the thumbsticks, I 

felt that the dpad could have been used. 

4. If you could improve one thing, what would it be? 
Dpad use! 
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Fairy Tale Playtest 1 Questionnaire  

Name: Renko van den Hout 

Questions Rating 

1 2 3 4 5 

1. Was everything that happened in the 
battles clear to you? 

  X   

2. Was the information on the UI element at 
the bottom of the screen clear to you? 

   X  

3. Was the information on the UI element at 
the top-left of the screen clear to you? 

 X    

4. Was the way movement works clear to 
you? 

   X  

5. Was the way characters take their turns 
clear to you? 

   X  

6. How intuitive were the controls?   X   

7. How good did the controls feel once you 
figured them out? 

   X  

8. How clearly would you say the information 
is communicated in general? 

  X   

9. Did you feel that your skill mattered when 
playing the game? 

   X  

10. How did you feel about the AI? Was it too 
dumb (=1), too smart (=5), or just right 
(=3)? 

  X   

11. How much did you enjoy the game?   X   

 

Open Questions 

1. Explain how the turn system works 
It’s a time based game where every action consumes an certain amount of time. The remaining time 

before each action is displayed on top of the character portrait and the model. Whenever a timer 

reaches zero the turn of the current character begins 

2. What did you like most about the game? 
The time mechanic seems to make sense and is fun once you understand the mechanics and rules 

3. What did you like the least about the game? 
Feedback on enemy actions, it seems very hard to guess what your opponents might do or where 

they move 

4. If you could improve one thing, what would it be? 
Feedback on the turn order and enemy actions 

Suggestion: 
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Mark characters on-screen with a number that indicates the order in which they can move. 

Comments: 
I think the basic concept is solid and does have potential to become a full fledged combat system. 

Ofcourse this is a prototype but there might be a few things with a little feedback that can be 

improved. Also the skillset of characters seems a little off, I’d expected a basic warrior healer mage 

set-up but the warrior seemed to be overall the strongest character and could also use attack and 

healing magic. 

 

Fairy Tale Playtest 1 Questionnaire  
Name: Robin-Yann Storm 

Questions Rating 

1 2 3 4 5 

1. Was everything that happened in the 
battles clear to you? 

 x    

2. Was the information on the UI element at 
the bottom of the screen clear to you? 

  x   

3. Was the information on the UI element at 
the top-left of the screen clear to you? 

    x 

4. Was the way movement works clear to 
you? 

  x   

5. Was the way characters take their turns 
clear to you? 

  x   

6. How intuitive were the controls?     x 

7. How good did the controls feel once you 
figured them out? 

   x  

8. How clearly would you say the information 
is communicated in general? 

 x    

9. Did you feel that your skill mattered when 
playing the game? 

x     

10. How did you feel about the AI? Was it too 
dumb (=1), too smart (=5), or just right 
(=3)? 

  x   

11. How much did you enjoy the game?  x    

 

Open Questions 

1. Explain how the turn system works 
Characters take actions, depending on the chosen actions they get a cooldown. First cooldown 

to empty takes their turn. Etc etc. 

2. What did you like most about the game? 
Golden Sun portraits 
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3. What did you like the least about the game? 
The RTS/TBS combo.  It feels disjointed. I am never sure when something is happening.  In real 

time games, I get little information in small increments. In turn based games, I get a lot of 

information in big increments. In this game, I get a lot of information, in small increments. MIND 

= BLOWN 

4. If you could improve one thing, what would it be? 
The RTS/TBS combo. Basically: The gameplay. Also, special abilities (as in, gameplay abilities, not 

visual effecs) 

Comments: 
Mind you that I do not know your goal with this project, I do not know what you are trying to test, I 

do not know why this is being done. Which is fine. But if you like more feedback on what the game 

does compared to your goal, then just tell me and I can give some feedback on that, if you’d like. 

 

Fairy Tale Playtest 1 Questionnaire  
Name: Sam Hardeman 

Questions Rating 

1 2 3 4 5 

1. Was everything that happened in the 
battles clear to you? 

   x  

2. Was the information on the UI element at 
the bottom of the screen clear to you? 

    x 

3. Was the information on the UI element at 
the top-left of the screen clear to you? 

    x 

4. Was the way movement works clear to 
you? 

  x   

5. Was the way characters take their turns 
clear to you? 

    x 

6. How intuitive were the controls?     x 

7. How good did the controls feel once you 
figured them out? 

    x 

8. How clearly would you say the information 
is communicated in general? 

   x  

9. Did you feel that your skill mattered when 
playing the game? 

 x    

10. How did you feel about the AI? Was it too 
dumb (=1), too smart (=5), or just right 
(=3)? 

   x  

11. How much did you enjoy the game?    x  
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Open Questions 

1. Explain how the turn system works 
Each character has a cool-down. When this cool-down runs out, the character is given a turn. The 

length of the cool-down depends on the actions taken (moving, casting, attacking). 

2. What did you like most about the game? 
I have not yet played a strategy game like this and the way battles were handled felt fun and 

intuitive. It feels like a combination between ATB battles from Final Fantasy games and typical 

strategy games, it works well. 

3. What did you like the least about the game? 
Boss AI felt unfairly balanced. He could seemingly move and attack during one round and I felt my 

characters were underpowered. 

4. If you could improve one thing, what would it be? 
Make boss AI fairer or provide progression to the game (e.g. characters level up, more diverse 

tactics). Also I thought the runes on the ground would do something to my magic, but I was not sure 

what. If you intended these runes to boost the power of the magic, maybe it would be nice if you 

signify this with a glowing effect or something on the character. 

Comments: 
Check: Star Ocean 2 
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11.2 Fairy Tale Playtest 2 Results  

Combined Questionnaire Results 
Questions Avarage 

Rating 
(out of 5) 

Comments 

1. Could you play the 
game again without 
looking at/being told 
the rules? 

4 

All players indicated that they would be able to play 
the game again without looking at the rules, 

indicating that once the rules are understood they 
are easy to remember. 

2. Was everything that 
happened in the 
battles clear to you? 

3.142857 

Players rated this question a lot more consistently 
than previous playtest. Instead of being stretched 
out across the entire rating scale, it is now more 
clearly centered around the middle of the scale. 

Communication in battle still needs improvement 
though as its score is average.    

3. Was the information 
on the UI element at 
the bottom of the 
screen clear to you? 

4.285714 

The clarity of the turn order bar has been greatly 
improved since the previous playtest. All players 
understand the primary purpose of the turn bar. 

Players did give the feedback that the numbers on 
the HP and mana bar are hard to read since they are 

so small.  

4. Was the information 
on the UI element at 
the top-left of the 
screen clear to you? 

3.857143 

The results of the second playtest were very similar 
to those of the first playtest. Some playtesters noted 
that they wanted the description text to be slightly 

bigger as they felt it was hard to read. They also 
noted that bad readability may be caused by the 

transparency of the background. 

5. Was the way 
movement works 
clear to you? 

4.142857 

The score of the movement system has improved 
slightly since previous playtest, presumably due to 
the arrows that are now used as movement path 

indicators. Unfortunately the initial issue that 
players do not realise they can set waypoints is still 

there. This is something that still needs to be 
adressed. 

6. Was the way 
characters take their 
turns clear to you? 

3.714286 
Due to the improvement of the turn bar, the players' 

understanding of the character turn order has 
increased since previous playtest. 

7. How intuitive were 
the controls? 

4.285714 

The score suggests an improvement in terms of 
controls although the controls are mostly unchaged 
since the previous playtest session. The only change 

that has been made since the previous playtest is 
that the D-pad now fulfills the same function as the 

left analog stick. This was something that was 
requested by one of the playtesters in the first 

playtest sesison.  

8. How good did the 
controls feel once 

3.714286 
The score of the controls is similar to that of the 

previous playtest. Since there have only been made 



46 

 

you figured them 
out? 

a few a minor changes, this is was expected. The 
controls were already deemed sufficient based on 

the results of the previous playtest. 

9. How clearly would 
you say the 
information is 
communicated in 
general? 

2.857143 

The score given to communication in the second 
playtest is actually worse than that of the first, 

although the difference is only 0.3 points. 
Interestingly enough, my main focus between the 

first and second playtest was to improve 
communcation to the player in combat. It may be 

the case that the new ability that the boss has in the 
second playtest is the main cause of the lower score 

as the ability is not communicated clearly to the 
player.  Also note that the lower score may be 

partially caused by the low sample of playtesters.   

10. Did you feel that 
your skill mattered 
when playing the 
game? 

3.571429 

Players feel that their skill matters a lot more than 
during the previous playtest session. I believe this is 
due to the improvements that have been made on 

the communication of gameplay to the player, 
especially the turn order of characters. Due to the 
lack of this information in the previous playtest, 

players were unable to demonstrate their mastery 
over the game as they did not understand it. That 

issue has now been adressed to an accecptable 
degree. 

11. How did you feel 
about the AI? Was it 
too dumb (=1), too 
smart (=5), or just 
right (=3)? 

3 

The AI has been left unchanged since the previous 
playtest and its nearly identical score reflects that. 

Since the optimal value for this question is 3 instead 
of 5, the AI can be considered good. 

12. How much did you 
enjoy the game? 

3.571429 

The fun factor of the game has only improved 
slightly since the previous playtest. This rating is 
expected to improve with each issue adressed. I 

consider it the total rating of the game. 

 

Name of Playtester The amount of minutes the 
playtester felt like they were 
playing for. 

The actual amount of minutes 
the playtester was playing. 

Dennis Lorenz 25 25 

Maurits Laanbroek 15 15 

Robin-Yann Storm 15 15 

Sam Hardeman 20 15 

Thom de Moor 15 25 

Thomas Möhlmann 12 20 

Tom Prinsen 20 20 
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Notes on Player Feedback 

Dennis Lorenz 
First time playtester 

Prior Golden Sun experience 

Dennis encountered bugs involving moving through pillars in the lower canyon area. 

Thought that the backtracking was pretty cool and liked seeing the whole level from above. 

Suggested height differences in combat. Wants different cooldowns for abilities and more abilities 

for the priest character. 

Maurits Laanbroek 
First time playtester 

No prior Golden Sun experience 

Selection of the Move ability in the dungeon is unclear 

Thought dodging of directional spells is interesting 

Tom Prinsen 
First time playtester 

Prior Golden Sun experience 

Would like to see more buffs and debuffs in combat. 

Robin-Yann Storm 
Second time playtester 

Prior Golden Sun experience 

Range of the move ability in the dungeon is not clear 

Really likes the camera angles in the dungeon (repeats it 3 times throughout the dungeon). 

Combat hasn’t changed since last time 

The fact that the player can push the pillars instead of using magic is not clear 

It is unclear when the Boss is going to use the ‘Fracture’ ability. 

Everything has too little health 

Battles are over too quickly 

No time to evolve a strategy in combat 

Thom de Moor 
First time playtester 

No Prior Golden Sun experience 

Lower canyon puzzle is fun 
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Thom discovered by himself that he can push pillars but did so by accident. He moved close against a 

pillar as he thought he needed to be close in order to use magic, but then the pillar moved by itself. 

Expects flanking bonus in combat (as it is common within the strategy genre) 

Cursor movement in combat as opposed to hex movement was unexpected. 

Bug: Thom managed to move the pillar in the upper canyon from the low-ground. 

Thomas Möhlmann 
First time playtester 

No Prior Golden Sun experience 

Trouble figuring out how to use magic 

Suggests delay to casting directional spell to prevent casting them in the default direction (up) 

Killed the boss by inflicting the burn status effect on it and then running away from the boss until it 

died from  burn damage. 

Bug: Diagonal jumping across pillars 

Sam Hardeman 
Second time playtester 

No Prior Golden Sun experience 

Trouble getting past the first pillar 
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Fairy Tale Playtest Questionnaire  
Name: Dennis Lorenz 

How much time did you feel like you were playing for? 

Answer:  25 Minutes 

Actual Time: 25 minutes 

Questions Rating 

1 2 3 4 5 

1. Could you play the game again without 
looking at/being told the rules? 

    x 

2. Was everything that happened in the 
battles clear to you? 

   x  

3. Was the information on the UI element at 
the bottom of the screen clear to you? 

    x 

4. Was the information on the UI element at 
the top-left of the screen clear to you? 

    x 

5. Was the way movement works clear to 
you? 

    x 

6. Was the way characters take their turns 
clear to you? 

    x 

7. How intuitive were the controls?    x  

8. How good did the controls feel once you 
figured them out? 

   x  

9. How clearly would you say the information 
is communicated in general? 

  x   

10. Did you feel that your skill mattered when 
playing the game? 

    x 

11. How did you feel about the AI? Was it too 
dumb (=1), too smart (=5), or just right 
(=3)? 

   x  

12. How much did you enjoy the game?    x  

 

Open Questions 

1. Explain how the turn system works 
Each action has a cooldown timer. Whenever a character uses an ability the cooldown timer defines 

how long it takes till their next turn. Im not sure how the initial turn order is set (maybe some sort of 

agility stat) 

2. Explain how the movement system works 
Each character can move across the board a preset amount of tiles.They only move when selecting 

the defend or attack command and cannot cross hexagons of other characters/enemies.   

3. What was your strategy? 
I tried to send one character out first to attract the monsters (which unfortunately resulted in the 

death of many party members) and then to attack with the other characters. I figured out over time 
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that the spells would move in real time and id try to lure enemies into projectiles. The AOE attacks 

tended to be very strong but dangerous since my character had to be very close to attack with it. I 

didn’t have a single battle where a character didn’t die i think. 

4. Were you able to predict your opponents’ moves? And if so, how far in 

advance were you able to predict them? 
I wouldn’t say predict, I could anticipate that they would move closer to my party members and tried 

to position them in a useful way thatd get me an advantage. But yeah, i don’t think i could read their 

movement beyond “they will move and attack the nearest character 

5. To what extent did you react to your opponents’ moves?” 
The strategies that I had could easily be disrupted by them which was certainly intresting. Especially 

with the final boss, i felt like i was under pressure since he would always go for one character that i 

would’ve preferred not to lose. So i had to react every single time to most things it did, which is a 

good thing i think. 

6. Can you explain why the victorious faction won? 
No I’m not sure what the victorious faction is. 

7. Did anything hold you back from seeing your strategy or plans through? 
The right stick for moving the camera, maybe.  Other than that only the enemies and that was fine. 

8. What did you like most about the game? 
I was very fond of the combat gameplay. The gameplay in the dungeon was fine, though there was a 

lot of backtracking in individual level segments 

9. What did you like the least about the game? 
There were some problems with the control of the powers, maybe the menu based system was part 

of it since it feels a bit detached from movement (like, the moving ability could be on a button as 

opposed a menu since its used all the time). Other than that, the combat is nice but could be 

improved a lot i think in a lot of ways. Its fine for a prototype though i think 

10. Name the game you have played that is most similar to the game you just 

playtested. 
Golden Sun, the combat reminded me heavily of XCOM and final fantasy Tactics though. The you are 

winner text reminds me of big rigs racing or whatever its called. 

11. If you could improve one thing, what would it be? 
Make the combat more varied. More meaningful choices in terms of cooldown and power 

distribution amongst party members, some varied terrain (walls, height, destructible environments), 

maybe more enemy types? In general maybe more health so battles last longer 

Comments:  
I think i commented everything in the questions already. I’ll mention again though that I liked how I 

could see all the solved puzzles from a high point at one point in the game. That was pretty cool and 

something golden sun didn’t do (in a way it reminds me of the 3ds Zelda game that recently came 

out). 

 

Overall great job, i quite enjoyed it. 
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Fairy Tale Playtest Questionnaire  
Name: Maurits Laanbroek 

How much time did you feel like you were playing for? 

Answer: 15 min 

Actual Time: 15 min 

Questions Rating 

1 2 3 4 5 

1. Could you play the game again without 
looking at/being told the rules? 

    x 

2. Was everything that happened in the 
battles clear to you? 

 x    

3. Was the information on the UI element at 
the bottom of the screen clear to you? 

    x 

4. Was the information on the UI element at 
the top-left of the screen clear to you? 

  x   

5. Was the way movement works clear to 
you? 

 x    

6. Was the way characters take their turns 
clear to you? 

 x    

7. How intuitive were the controls?    x  

8. How good did the controls feel once you 
figured them out? 

  x   

9. How clearly would you say the information 
is communicated in general? 

 x    

10. Did you feel that your skill mattered when 
playing the game? 

 x    

11. How did you feel about the AI? Was it too 
dumb (=1), too smart (=5), or just right 
(=3)? 

  x   

12. How much did you enjoy the game?    x  

 

Open Questions 

1. Explain how the turn system works 
Every attack has a cool down, depending in the move you performer  you have a shorter or longer 

wait  time. 

2. Explain how the movement system works 
You select the point you want to move to and the pathfinding finds the shortest path.  

3. What was your strategy? 
Depending on the enemy. Move in with all and use area spells or stay away and move in with 1 while 

the second heals and the third uses magic attacks 
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4. Were you able to predict your opponents’ moves? And if so, how far in 

advance were you able to predict them? 
Not really only that they would use area spells when i was clustered and ranged when i was far 

away. 

5. To what extent did you react to your opponents’ moves?” 

12 With the bose i moved my units ways from him except for 1. To avoid the area 

effect spell. 

6. Can you explain why the victorious faction won? 
Trial and error 

7. Did anything hold you back from seeing your strategy or plans through? 
Nop maybe lack of knowledge about the waypoints in the movment. 

8. What did you like most about the game? 
The simple puzzles. And basic combat reminding me of ffx 

9. What did you like the least about the game? 
Lack of tutorial.  Movement controls of battle system. 

10. Name the game you have played that is most similar to the game you just 

playtested. 
Final fantasy  12, x com. 

Grandia 2 

11. If you could improve one thing, what would it be? 
Enemy signalling what attack he is goint to do. Mainly for strong attacks. 

Comments:  

 
  



53 

 

Fairy Tale Playtest Questionnaire  
Name: Robin-Yann Storm 

How much time did you feel like you were playing for? 

Answer: 15 minutes 

Actual Time: 15 minutes 

Questions Rating 

1 2 3 4 5 

1. Could you play the game again without 
looking at/being told the rules? 

    x 

2. Was everything that happened in the 
battles clear to you? 

 x    

3. Was the information on the UI element at 
the bottom of the screen clear to you? 

  x   

4. Was the information on the UI element at 
the top-left of the screen clear to you? 

 x    

5. Was the way movement works clear to 
you? 

    x 

6. Was the way characters take their turns 
clear to you? 

   x  

7. How intuitive were the controls?     x 

8. How good did the controls feel once you 
figured them out? 

    x 

9. How clearly would you say the information 
is communicated in general? 

  x   

10. Did you feel that your skill mattered when 
playing the game? 

x     

11. How did you feel about the AI? Was it too 
dumb (=1), too smart (=5), or just right 
(=3)? 

  x   

12. How much did you enjoy the game?  x    

 

Open Questions 

1. Explain how the turn system works 
You do a move and it costs time and that time is when you can make another move. 

2. Explain how the movement system works 
You take time to move from hex to hex 

3. What was your strategy? 
HIT IT REALLY HARD 

4. Were you able to predict your opponents’ moves? And if so, how far in 

advance were you able to predict them? 
No. 
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5. To what extent did you react to your opponents’ moves?” 
Stand next to them and hit them really hard. 

6. Can you explain why the victorious faction won? 
Because I got lucky with the AI not AoEing me to death? Lucky? 

7. Did anything hold you back from seeing your strategy or plans through? 
I have no idea what the enemy is doing.  

8. What did you like most about the game? 
The camera angles 

9. What did you like the least about the game? 
The combat having no strategy 

10. Name the game you have played that is most similar to the game you just 

playtested. 
Cave wise: Golden Sun.  Combat wise: Nothing I coud think of. It’s quite unique. It has RPG elements, 

it has RTS elements.  

11. If you could improve one thing, what would it be? 
Make the combat waaaaaaay slower. Like, slowmotion slow. Really slow.  Make me see things 

coming before they happen. So I understand what happens before it happens. This helps a lot in 

making this clear & fair, but also makes me adapt and think of strategies. 

 

Comments:  
1. Too fast. 

2. Not enough. 
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Fairy Tale Playtest Questionnaire  
Name: Sam Hardeman 

How much time did you feel like you were playing for? 

Answer: 20 min 

Actual Time: 15 min 

Questions Rating 

1 2 3 4 5 

1. Could you play the game again without 
looking at/being told the rules? 

    x 

2. Was everything that happened in the 
battles clear to you? 

  x   

3. Was the information on the UI element at 
the bottom of the screen clear to you? 

    x 

4. Was the information on the UI element at 
the top-left of the screen clear to you? 

    x 

5. Was the way movement works clear to 
you? 

    x 

6. Was the way characters take their turns 
clear to you? 

    x 

7. How intuitive were the controls?     x 

8. How good did the controls feel once you 
figured them out? 

   x  

9. How clearly would you say the information 
is communicated in general? 

  x   

10. Did you feel that your skill mattered when 
playing the game? 

   x  

11. How did you feel about the AI? Was it too 
dumb (=1), too smart (=5), or just right 
(=3)? 

  x   

12. How much did you enjoy the game?    x  

 

Open Questions 

1. Explain how the turn system works 
Enemies/players have to wait their turn based on time. During this wait, the rest of the battle 

continues. 

2. Explain how the movement system works 
A tile is selected and a path is picked by way of pathfinding. 

3. What was your strategy? 
Have the healer stay back and defend most of the time, while the two other characters shoot magic 

to weaken the enemy. If the enemy gets closer, I move these characters towards the enemy. 
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4. Were you able to predict your opponents’ moves? And if so, how far in 

advance were you able to predict them? 
Yes, most of the time. During the start of the battle, most enemies stand still and then advance 

towards you, so I knew I could just shoot a fire ball or icicle. 

5. To what extent did you react to your opponents’ moves?” 
Using these predictions, I sometimes set up a spell or attack move somewhere on the predicted path 

of the enemy. 

6. Can you explain why the victorious faction won? 
Based on skill I suppose. If the AI beats the player it was because the player used a bad strategy. 

7. Did anything hold you back from seeing your strategy or plans through? 
I accidentally fired a spell in the wrong direction because I held the controller button. Perhaps a 

delay would help. 

8. What did you like most about the game? 
The battle system. 

9. What did you like the least about the game? 
Dungeon controls felt weird. The prompt to use abilities in the dungeon looked more like a menu, 

and I would always assume the ‘X’button to prompt an action in the field. 

10. Name the game you have played that is most similar to the game you just 

playtested. 
Grandia II (battle), Golden Sun (dungeons) 

11. If you could improve one thing, what would it be? 
Dungeon controls. 

Comments:  
Add a small delay in accepting button input in the battle, to avoid accidental presses (e.g. shooting a 

fireballs before the desired direction was chosen). 
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Fairy Tale Playtest Questionnaire  
Name: Thom de Moor 

How much time did you feel like you were playing for? 

Answer: 15 min 

Actual time: 25 min 

Questions Rating 

1 2 3 4 5 

1. Could you play the game again without 
looking at/being told the rules? 

   x  

2. Was everything that happened in the 
battles clear to you? 

  X   

3. Was the information on the UI element at 
the bottom of the screen clear to you? 

  X   

4. Was the information on the UI element at 
the top-left of the screen clear to you? 

   X  

5. Was the way movement works clear to 
you? 

  X   

6. Was the way characters take their turns 
clear to you? 

  X   

7. How intuitive were the controls?    X  

8. How good did the controls feel once you 
figured them out? 

  X   

9. How clearly would you say the information 
is communicated in general? 

  X   

10. Did you feel that your skill mattered when 
playing the game? 

   X  

11. How did you feel about the AI? Was it too 
dumb (=1), too smart (=5), or just right 
(=3)? 

  X   

12. How much did you enjoy the game?    X  

 

Open Questions 
 

1. Explain how the turn system works 
Characters have a cooldown after which players/AI can take their choice for one turn. Their choice is 

being applied for the duration of their movement plus next cooldown. 

2. Explain how the movement system works 
On each turn a character can make a move during an attack or defend action. 

3. What was your strategy? 
None, I tried to defend and move into a possible “good” position for an attack and upon next turn 

attempt to deal damage to the enemy with melee combat 
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4. Were you able to predict your opponents’ moves? And if so, how far in 

advance were you able to predict them? 
At first I wasn’t able to predict their movement at all, which caused me to attack at the wrong 

places. After a few turns I improved slightly, but still missed them a lot. 

5. To what extent did you react to your opponents’ moves?” 
Not at all. I was too concerned with performing my attack moves that I did not notice what the 

enemy was doing. 

6. Can you explain why the victorious faction won? 
I outnumbered them at first and was first to attack. But lost to the boss’s superior spell power. I also 

did not pay enough attention or didn’t see quickly enough what the boss enemy exactly was doing 

and his earthquake (?) attack caught me by surprise. 

7. Did anything hold you back from seeing your strategy or plans through? 
I think that motion prediction was one of the biggest set-backs in planning a strategy although I 

mainly just wanted to deal some damage. I think that this is purely a case of processing all the data 

that is coming at a player at once because, at a time, the player has to keep track of the cooldowns 

and movement of both themselves and the enemy for at least the next turn. I may also have gone 

through the game too quickly to properly process the info. 

8. What did you like most about the game? 
What I like most about the game was the puzzling and walking around in the game, the moving block 

puzzles were fun and interactive and I liked them a lot. Having more of those kinds of puzzles would 

make it even greater. 

9. What did you like the least about the game? 
If I have to say something bad about the game, then it would be that in combat, while all 

information needed is on screen, it just wasn’t clear enough for me what exactly was going on or 

would happen and together with my inexperience with the game caused me to lose. In that context I 

would say that I liked the combat the least, although it wasn’t bad or anything! 

10. Name the game you have played that is most similar to the game you just 

playtested. 
I haven’t ever seen a game exactly like this, so it really is unique, but playing in overworld would be 

like Golden Sun or Pokémon. However the battle mode is something completely different, I would 

say Final Fantasy and Age of Wonders. 

11. If you could improve one thing, what would it be? 
I think that most improvements should be made in (visual) feedback, that doesn’t mean that the 

game art-wise should be better, but for someone completely new to the game it was not clear 

enough for me what exactly was happening or going to happen. Maybe make the UI elements bigger 

and portray big icons above the enemies or particle effects indicating what they are doing? 

Comments: 
A very nice and promising game, also something truly unique! I think that focussing on user feedback 

could definitely help improve the game in both battles as well as in the overworld. Maybe you can 

also introduce more puzzle elements in the overworld? Finally, adding dialog or giving the player a 

task would also be nice to see although that really only is motivation for the player. 
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Fairy Tale Playtest Questionnaire  
Name: Thomas Möhlmann 

101661@nthv.nl 

How much time did you feel like you were playing for?  

Answer: 12 min 

Actual time: 20 min 

Questions Rating 

1 2 3 4 5 

1. Could you play the game again without 
looking at/being told the rules? 

   X  

2. Was everything that happened in the 
battles clear to you? 

   X  

3. Was the information on the UI element at 
the bottom of the screen clear to you? 

   X  

4. Was the information on the UI element at 
the top-left of the screen clear to you? 

  X   

5. Was the way movement works clear to 
you? 

   X  

6. Was the way characters take their turns 
clear to you? 

  X   

7. How intuitive were the controls?    X  

8. How good did the controls feel once you 
figured them out? 

  X   

9. How clearly would you say the information 
is communicated in general? 

 X    

10. Did you feel that your skill mattered when 
playing the game? 

   X  

11. How did you feel about the AI? Was it too 
dumb (=1), too smart (=5), or just right 
(=3)? 

 X    

12. How much did you enjoy the game?   X   

 

Open Questions 
 

1. Explain how the turn system works 
It was not really a turn system but a real time system with cooldowns 

2. Explain how the movement system works 
Select if you want to defend or attack and then select a hexagon to move towards while doing that. 

3. What was your strategy? 
On normal mobs just rushing them down.  On the boss putting status effects on it and waiting for it 

to die. 
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4. Were you able to predict your opponents’ moves? And if so, how far in 

advance were you able to predict them? 
I did not actively do it until the final boss. But in general it was easy to predict. From the start they 

pick what they do and the casters will basically never move while either defending or casting a spell 

and the warriors just went for a random target. 

5. To what extent did you react to your opponents’ moves?” 
Dodge the spells of the casters and kite the boss around. 

6. Can you explain why the victorious faction won? 
Because i was playing it. 

7. Did anything hold you back from seeing your strategy or plans through? 
No. 

8. What did you like most about the game? 
Kiting the boss 

9. What did you like the least about the game? 
Long cooldowns making it impossible to dodge certain things 

10. Name the game you have played that is most similar to the game you just 

playtested. 
Fire emblem combined with final fantasy 13 for combat. Lost odyssey for movement. 

11. If you could improve one thing, what would it be? 
Make status effects not permanent. Allow movement after using an ability. 

Comments:  
Too little encounters 

Encounters are not too long (maybe this is also due to there being only a few encounters) 

Better AI for Boss 
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Fairy Tale Playtest Questionnaire  
Name: Tom Prinsen 

How much time did you feel like you were playing for? 

Answer:  20 minutes 

Actual Time: 20 minutes  

Questions Rating 

1 2 3 4 5 

1. Could you play the game again without 
looking at/being told the rules? 

    x 

2. Was everything that happened in the 
battles clear to you? 

   x  

3. Was the information on the UI element at 
the bottom of the screen clear to you? 

    x 

4. Was the information on the UI element at 
the top-left of the screen clear to you? 

    x 

5. Was the way movement works clear to 
you? 

    x 

6. Was the way characters take their turns 
clear to you? 

   x  

7. How intuitive were the controls?    x  

8. How good did the controls feel once you 
figured them out? 

   x  

9. How clearly would you say the information 
is communicated in general? 

   x  

10. Did you feel that your skill mattered when 
playing the game? 

    x 

11. How did you feel about the AI? Was it too 
dumb (=1), too smart (=5), or just right 
(=3)? 

  x   

12. How much did you enjoy the game?    x  

 

Open Questions 
 

1. Explain how the turn system works 
Each action has a cooldown, when that cooldown is over the player (or enemy) is able to act again 

2. Explain how the movement system works 
Each character has a movement speed (i guess the standard is 2 hexes per second) – the amount of 

hexes moves determines how long it will take until a character reaches the hex. 

3. What was your strategy? 
For the first few battles: Attack attack attack (or something like that) - Boss battle: Using the melee 

character to take the damage while healing with the healer, and using the other caster for some 

extra damage 
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4. Were you able to predict your opponents’ moves? And if so, how far in 

advance were you able to predict them? 
I didn’t really pay a lot of attention to the enemies’ movement in the normal battles, because it 

didn’t feel like it mattered, in the boss battle I assumed the boss would try to attack the closest 

enemy.  

5. To what extent did you react to your opponents’ moves?” 
I can recall using some defensive move actions when they moved towards me. Other than that I 

didn’t really do a lot. 

6. Can you explain why the victorious faction won? 
Yeah, it’s basically a matter of dealing more damage than you’re receiving. 

7. Did anything hold you back from seeing your strategy or plans through? 
I’m always a huge fan of buffs/debuffs and other crowd control stuff.  

8. What did you like most about the game? 
The battles, the overworld stuff was pretty much puzzles I’ve already seen in other games (Golden 

Sun mostly, though that correlation could come from the fact you mentioned the game before the 

test) 

9. What did you like the least about the game? 
Nothing really stood out to me, but I’m never really a fan of random encounters that can’t be 

avoided in some way. 

10. Name the game you have played that is most similar to the game you just 

playtested. 
Golden Sun 

11. If you could improve one thing, what would it be? 
More spells with indirect effect, though I assume those would be coming, so in that case I’d like to 

see enemies having some presence in the overworld you can interact with. 

Comments:  
Not really.  
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11.3 Fairy Tale Playtest 3 Results  

Combined Questionnaire Results 
Questions Avarage 

Rating 
(out of 5) 

Comments 

12. Could you play the 
game again without 
looking at/being told 
the rules? 

3.8 
With a similar to the previous playtest, players seem 

to have little problem remembering the rules.  

13. Was everything that 
happened in the 
battles clear to you? 4.2 

Most playtesters indicate that everything what 
happens in the battles is clear to them. This score is 
a significant increase of 1.0 point compared to the 
previous playtest, indicating that everything that is 

happening in the battles is much clearer than before.  

14. Was the information 
on the UI element at 
the bottom of the 
screen clear to you? 

3.6 

The size of the numbers on the HP and mana bar 
have been increased based on feedback from the 
previous playtest session. In addition, the name of 

the unit has been added to the bottom-left corner of 
corner of each portrait. Other than that nothing has 

changed. So while the score may be lower than in 
previous playtest, I believe that this may be caused 

purely by the low sample size of playtesters.  

15. Was the information 
on the UI element at 
the top-left of the 
screen clear to you? 

4 

During the previous playtest, some players noted 
that they found the descriptions of abilities hard to 
read. They suggested using a larger font and making 
the background solid instead of transparent in order 

to increase the readability. I changed the 
background to be solid and have heard no 

complaints about readability issues from the 
playtesters after that.  

16. Was the way 
movement works 
clear to you? 

3.8 

In this playtest, waypoint flags were added to 
visualise the waypoints to players. Unfortunately, 
still only 40% of the playtesters realised that they 

were able to use waypoints. This is something that 
still needs to be looked into further. The score has 

dropped slightly since previous playtest but not 
significantly enough to be the cause of any concern.   

17. Was the way 
characters take their 
turns clear to you? 

4.2 
There have been no changes to the turn bar, or 

other elements that communicate each character's 
cooldown. So as expected, the score remains high.  

18. How intuitive were 
the controls? 

4 

Nothing has been changed in terms of controls since 
the previous playtest session, and the similar score 

reflects this. The controls were already deemed 
sufficient based on the results of the previous 

playtest. 

19. How good did the 
controls feel once 

4.2 
The score of the controls is similar to that of the 

previous playtest. Since there have only been made 
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you figured them 
out? 

a few a minor changes, this is was expected. The 
controls were already deemed sufficient based on 

the results of the previous playtest. 

20. How clearly would 
you say the 
information is 
communicated in 
general? 

3.2 

The issue that one of the boss' abilities was not 
communicated to the player properly has been 

resolved for this playtest. The score seems to reflect 
this as it is higher than that of the previous playtest 
and similar to the score of playtest 1. In additon to 
the boss' attack being communicated better, I have 

also made some small improvements to the way 
certain things are communicated to the player. An 

example of one of the improvements is showing the 
player when their projectile is going to hit something 

as its trajectory turns red beyond the first point of 
collision. 

21. Did you feel that 
your skill mattered 
when playing the 
game? 

3.4 

The score is similar to that of the previous playtest. 
However, it must be noted that only one playtester 

felt that their skill didn't matter while the four 
others felt that their skill mattered quite much. I 

believe that this is caused by the playtester in 
question not understanding that the game was real-
time instead of turn-based. So players may actually 

feel that their skill matters more than the score 
suggests. I suspect that increasing the sample of 

playtesters would be useful in getting a more 
accurate score.  

22. How did you feel 
about the AI? Was it 
too dumb (=1), too 
smart (=5), or just 
right (=3)? 

2.8 

The AI has seen some minor changes to take into 
account status effects but has otherwise been left 
unchanged since the previous playtest. The nearly 

identical score seems to reflects that. Since the 
optimal value for this question is 3 instead of 5, the 

AI can be considered good. 

23. How much did you 
enjoy the game? 

3.4 

The fun factor of the game has gone down slightly 
since the previous playtest. Overall there are no 
major changes here. The way the combat system 

worked was still unclear for some playtesters, so a 
similar score is to be expected. A tutorial that would 

actually explain combat to the player would 
probably increase how much players enjoy the 

game. 

 

 

Name of Playtester The amount of minutes the 
playtester felt like they were 
playing for. 

The actual amount of minutes 
the playtester was playing. 

Jimi Hendrix 25 25 

Martijn Jacobs 15 25 

Matias Tautimez 20 30 

Robin-Yann Storm 20 30 

Vera Mommersteeg 45 30 
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Notes on Player Feedback 

Jimi Hendrix 
First time playtester 

No Prior Golden Sun experience 

Thought that the red highlight used to indicate an ability’s area of effect was unclear. 

Martijn Jacobs 
First time playtester 

No prior Golden Sun experience 

Thought the shortcuts that can be set for dungeon abilities was unclear, because healing abilities 

can’t be set to a shortcut. 

Would like each ability’s stats listed on top of the ability description, including things that currently 

aren’t, so players are able to look up the information they want to know faster. 

Would like different colours for the movement arrows before and after already set waypoints. 

Would like the cursor to indicate what kind of action it is currently being used for. Defend Move, 

Attack Move, or maybe even casting a spell. 

Matias Tautimez 
First time playtester 

No Prior Golden Sun experience 

Bug: Managed to open the dungeon menu as combat was triggering 

Robin-Yann Storm 
Third time playtester 

Prior Golden Sun experience 

Noted the absence of music. 

Made the comment during combat: “Nice, using tactics” which is an improvement considering he 

never felt he was using tactics during previous playtests. 

Likes the pillars that are present in combat 

Not clearly communicated that characters will at the end of combat from poison when that 

character’s action defeats the last enemy in battle (as the character receives the poison damage 

after the action has completed). 

Likes that he can hit his own characters with his own spells if he messes up. 

Disliked having to aimlessly walk around to regenerate mana but considered it understandable as 

there were no items implemented yet to provide additional health/mana regeneration. 

Bug: Poison status effect cannot be healed in the dungeon. 
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Vera Mommersteeg 
First time playtester 

Prior Golden Sun experience 
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Fairy Tale Playtest Questionnaire  
Name: Jimi Hendrix 

How much time did you feel like you were playing for?  

Answer: 25 minutes 

Actual Time: 25 minutes 

Questions about Combat Rating 

1 2 3 4 5 

1. Could you play the game again without 
looking at/being told the rules? 

  x   

2. Was everything that happened in the 
battles clear to you? 

   x  

3. Was the information on the UI element at 
the bottom of the screen clear to you? 

   x  

4. Was the information on the UI element at 
the top-left of the screen clear to you? 

  x   

5. Was the way movement works clear to 
you? 

 x    

6. Was the way characters take their turns 
clear to you? 

x     

7. How intuitive were the controls?   x   

8. How good did the controls feel once you 
figured them out? 

  x   

9. How clearly would you say the information 
is communicated in general? 

 x    

10. Did you feel that your skill mattered when 
playing the game? 

   x  

11. How did you feel about the AI? Was it too 
dumb (=1), too smart (=5), or just right 
(=3)? 

  x   

12. How much did you enjoy the game?   x   

 

Open Questions 

1. Explain how the combat turn system works 
Just standard turn based rpg stuff, right? Couldn’t really figure out the order of turns, or if there is 

even an order. Was quite confusing. 

2. Explain how the combat movement system works 
The only way I figured out how to move during combat was by using the “Attack move” ability. At 

first I didn’t really get it, but that was partially due to the lack of any proper tutorial on anything. I 

knew that I could move via this ability but how to actually do it was very unclear since I didn’t know 

any of the controls  . . .  I guess I randomly stumbled upon the answer during play. 
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3. What was your strategy? 
Well, I don’t have that much concentration for sitting around, figuring out a strategy and doing 

things logically. This was also because I didn’t really read any of the info boxes properly. So my 

“strategy” boiled down to simply spamming the attack move button and healing my party members 

(once I figured out how that worked). After I figured out how the spells worked I kinda used them on 

random, but there didn’t seem to be too much difference between the fireball or icicle. So I 

randomly spammed either of the offensive spells I had to my disposal. 

4. Were you able to predict your opponents’ moves? And if so, how far in 

advance were you able to predict them? 
Yes I could predict where they were planning to go. But just like chess . . . I suck at chess . . . since I 

only am able to predict a maximum of two moves. Didn’t seem to hinder me though. 

5. To what extent did you react to your opponents’ moves?” 
Not at all, I just psychotically stormed them while my mind was set to zero xD 

6. Can you explain why the victorious faction won in combat? 
Brute force.  

7. Did anything hold you back from seeing your strategy or plans through? 
Yes, the controls at first, they were very unclear. They kept me from controlling the characters the 

way I wanted to. 

8. What did you like most about the game? 
That the spells were also available outside of combat and that the world was a bit more interactive 

than the normal random encounter jrpgs. 

9. What did you like the least about the game? 
CONTROLS CONTROLS CONTROLS. The lack of any decent explanation kept me from having as much 

with the game as I would’ve wished to I would have. 

10. Name the game you have played that is most similar to the game you just 

playtested. 
A couple. Chrono Trigger, the old final fantasies. 

11. If you could improve one thing, what would it be? 
Gameplay wise the game is fine, maybe have shorter explanations on the abilities. But really do 

improve on the controls or have a basic tutorial for it. Not having anything to go off on is really 

confusing and kept me from enjoying the game. Mapping to quick buttons is cool. But don’t let 

players access the menu through pressing A. Move that to the back button or B. A is a bit confusing. 

Comments:  
Help the players just a bit by getting this controller stuff fixed!  
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Fairy Tale Playtest Questionnaire  
Name: Martijn Jacobs 

How much time did you feel like you were playing for? 

Answer: 15 min. 

Actual Time: 25 min 

Questions Rating 

1 2 3 4 5 

1. Could you play the game again without 
looking at/being told the rules? 

  x   

2. Was everything that happened in the 
battles clear to you? 

  x   

3. Was the information on the UI element at 
the bottom of the screen clear to you? 

  x   

4. Was the information on the UI element at 
the top-left of the screen clear to you? 

   x  

5. Was the way movement works clear to 
you? 

   x  

6. Was the way characters take their turns 
clear to you? 

    x 

7. How intuitive were the controls?   x   

8. How good did the controls feel once you 
figured them out? 

   x  

9. How clearly would you say the information 
is communicated in general? 

 x    

10. Did you feel that your skill mattered when 
playing the game? 

x     

11. How did you feel about the AI? Was it too 
dumb (=1), too smart (=5), or just right 
(=3)? 

 x    

12. How much did you enjoy the game?  x    

 

Open Questions 

1. Explain how the turn system works 
Every x seconds your characters have a chance to perform a player chosen actions. 

2. Explain how the movement system works 
If the player chooses attack or defend the player can move over the hexagonal planes. 

3. What was your strategy? 
Hack ‘n slash until the health of one of the two attackers reached 50% after that the dedicated 

healer would heal. Or make an attempt to that. 
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4. Were you able to predict your opponents’ moves? And if so, how far in 

advance were you able to predict them? 
Not until the 4th or so battle, d 

id I understand the movement of the AI. The AI would usually first shoot some projectiles and after 

that charge in. 

5. To what extent did you react to your opponents’ moves?” 
By shooting near my own characters with fireball. 

6. Can you explain why the victorious faction won? 
When the first enemy lost 80% of its health it gave me the idea that the battle reached a stage 

where I couldn’t lose anymore. 

7. Did anything hold you back from seeing your strategy or plans through? 
The AI moved in such a way that some of my projectiles didn’t make it to the target. 

8. What did you like most about the game? 
The boss battle and the sense that the player progressed throughout the ‘mountain’ path. 

9. What did you like the least about the game? 
In the Dungeon: The general sense that basic movement and interaction is not explained, or not 

explained enough. 

10. Name the game you have played that is most similar to the game you just 

playtested. 
Pokémon Red. 

11. If you could improve one thing, what would it be? 
Feed the player information along the way, and let him lose near the end: Explain basic interaction, 

keep the given information simple and clean. 

Comments:  
 

- At the start of the game, give an introduction of the game world. 

- Explain that your character symbolises a party of warriors, mages, whatever. 

- Let the player experiment with controlling pillars. 

- Make it easier for the player to understand switching powers in the overall game-world. 

- Make it easier for the player to understand the use of ‘spells’ during combat, for example by 

using another tutorial. 
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Fairy Tale Playtest Questionnaire  
Name:  Matias Tautimez 

How much time did you feel like you were playing for? 

Answer:  20 minutes 

Actual time: 30 minutes 

Questions about Combat Rating 

1 2 3 4 5 

1. Could you play the game again without 
looking at/being told the rules? 

   x  

2. Was everything that happened in the 
battles clear to you? 

    x 

3. Was the information on the UI element at 
the bottom of the screen clear to you? 

 x    

4. Was the information on the UI element at 
the top-left of the screen clear to you? 

  x   

5. Was the way movement works clear to 
you? 

   x  

6. Was the way characters take their turns 
clear to you? 

    x 

7. How intuitive were the controls?    x  

8. How good did the controls feel once you 
figured them out? 

    x 

9. How clearly would you say the information 
is communicated in general? 

   x  

10. Did you feel that your skill mattered when 
playing the game? 

   x  

11. How did you feel about the AI? Was it too 
dumb (=1), too smart (=5), or just right 
(=3)? 

  x   

12. How much did you enjoy the game?    x  

 

Open Questions 

1. Explain how the combat turn system works 
It’s timer based with certain actions requiring more time than others. 

2. Explain how the combat movement system works 
When it is a certain character’s turn, clicking attack or defence movement gives you a grid of 

available distances your character can move to.  Clicking one gives you the opportunity to 

make a secondary movement, allowing you to curve around objects.  Clicking a second time 

confirms your movements. 
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3. What was your strategy? 
Once I understood the role each character played, I generally used the two male characters 

to open with freezing and poisoning spells, then used them to spam physical attacks while 

the healer kept them alive. 

4. Were you able to predict your opponents’ moves? And if so, how far in 

advance were you able to predict them? 
After I got used to the AI, I was able to figure out where they would generally move, which 

allowed me to run away when I was in trouble.  They did surprise me a few times. 

5. To what extent did you react to your opponents’ moves?” 
I was mostly reacting to the enemy’s movements in the beginning.  When they used ranged 

attacks I dodged them. 

6. Can you explain why the victorious faction won in combat? 
When I lost, it was because I went in too aggressively.  I didn’t think out a strategy and the 

enemies mobbed me and picked me off one by one.  During the boss battle, however, I knew 

I was going to win when the Boss stopped moving and continued using the same attack.  

Once I saw that the move wasn’t an instant kill and that my healer had plenty of mana, I 

figured out that I could outlast the boss with healing.  

7. Did anything hold you back from seeing your strategy or plans through? 
The lack of textures was initially confusing, but after I got used to it and figured out what 

was what, I felt like I could see most of my plans through. 

8. What did you like most about the game? 
The regenerating mana and (more or less) real time combat was very interesting and I found 

it fun. 

9. What did you like the least about the game? 
During the boss battle, the area of effect attack blocked my view of my characters and made 

it difficult to figure out what I was doing. 

10. Name the game you have played that is most similar to the game you just 

playtested. 
I can’t think of a single game that utilizes the all various elements of this RPG.  I suppose it 

felt a bit like Final Fantasy Tactics if pressed to make a comparison.   

11. If you could improve one thing, what would it be? 
Make the two male characters even more distinct in abilities. 

Comments:  
  



73 

 

Fairy Tale Playtest Questionnaire  
Name: Robin-Yann Storm 

How much time did you feel like you were playing for? 

Answer:  20 minutes  

Actual Time: 30 minutes 

Questions about Combat Rating 

1 2 3 4 5 

1. Could you play the game again without 
looking at/being told the rules? 

    x 

2. Was everything that happened in the 
battles clear to you? 

   x  

3. Was the information on the UI element at 
the bottom of the screen clear to you? 

   x  

4. Was the information on the UI element at 
the top-left of the screen clear to you? 

    x 

5. Was the way movement works clear to 
you? 

    x 

6. Was the way characters take their turns 
clear to you? 

    x 

7. How intuitive were the controls?     x 

8. How good did the controls feel once you 
figured them out? 

    x 

9. How clearly would you say the information 
is communicated in general? 

   x  

10. Did you feel that your skill mattered when 
playing the game? 

   x  

11. How did you feel about the AI? Was it too 
dumb (=1), too smart (=5), or just right 
(=3)? 

  x   

12. How much did you enjoy the game?    x  

 

Open Questions 

1. Explain how the combat turn system works 
You take turns and then attack in real time. 

2. Explain how the combat movement system works 
You take turns and then move in real time. 

3. What was your strategy? 
Hide behind a rock, force enemies to bunch up close, then AoE them to death in a corner 

4. Were you able to predict your opponents’ moves? And if so, how far in 

advance were you able to predict them? 
I was slightly able to predict them, but just the right amount of knowing and not knowing 
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5. To what extent did you react to your opponents’ moves?” 
I reacted every single time. I liked reacting to it. 

6. Can you explain why the victorious faction won in combat? 
Because of superior tactics, higher health levels, and the AI being slightly dumb 

7. Did anything hold you back from seeing your strategy or plans through? 
Some poison and AoE tactics against me made me change my plans. 

8. What did you like most about the game? 
The feel of the controls. Everything is well thought out and easy to use, I did not have to ask what 

each button did. 

9. What did you like the least about the game? 
The unclarity of poison and not being able to check the status of characters 

10. Name the game you have played that is most similar to the game you just 

playtested. 
Golden Sun.  Apart from that, none. 

11. If you could improve one thing, what would it be? 
Add chests & items. 

 

Comments:  
Improvement is awesome, yaaaaaay 
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Fairy Tale Playtest Questionnaire  
Name:  Vera Mommersteeg 

How much time did you feel like you were playing for? 

Answer:  45 min 

Actual time: 30 min 

Questions about Combat Rating 

1 2 3 4 5 

1. Could you play the game again without 
looking at/being told the rules? 

   x  

2. Was everything that happened in the 
battles clear to you? 

    x 

3. Was the information on the UI element at 
the bottom of the screen clear to you? 

    x 

4. Was the information on the UI element at 
the top-left of the screen clear to you? 

    x 

5. Was the way movement works clear to 
you? 

   x  

6. Was the way characters take their turns 
clear to you? 

    x 

7. How intuitive were the controls?     x 

8. How good did the controls feel once you 
figured them out? 

   x  

9. How clearly would you say the information 
is communicated in general? 

   x  

10. Did you feel that your skill mattered when 
playing the game? 

   x  

11. How did you feel about the AI? Was it too 
dumb (=1), too smart (=5), or just right 
(=3)? 

  x   

12. How much did you enjoy the game?   x   

 

Open Questions 

1. Explain how the combat turn system works 
The combat system works by taking turns between players and enemies. The next turn is indicated 

at the bottom of the screen. In a turn you can choose to attack, defend, do a spell or idle. When 

attacking or defending, you can see the range where you can walk to. When casting a spell, it also 

indicates the range it is able to cast. 

2. Explain how the combat movement system works 
In combat you can move around by either selecting attack or defend in the upper left menu. It will 

indicate the maximum range this specific character is able to move. When you want to be able to 

attack an enemy, you need to be able to reach till exactly the monsters tile (not infront). 
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3. What was your strategy? 
Personally, I’m more of an attacking person with a healer backup to backup my attacking units. My 

strategy is to move the healer in between the two swordsman to be able to heal both but be out of 

range of the attacking monsters. When two monsters are attacking one of my units, I would first 

finish off the lowest hp monster before attacking the second one , due to damage received. 

4. Were you able to predict your opponents’ moves? And if so, how far in 

advance were you able to predict them? 
The enemy would most of the time walk forward until one of my players was in range. The ranged 

enemies were targeting more my healer. So when ranged monsters where on the map, I could hide 

my healer behind a pillar, and they would not fire at me anymore. When an enemy was attacking 

one of my characters, and my character died, it would just pick the next one closest to them. 

5. To what extent did you react to your opponents’ moves?” 
When a ranged opponent would fire a missile, I would move away to a different tile, due to that it 

takes time for the missile to reach my character, it would always miss if I move away.  When an 

enemy was attacking one of my characters till reaching a low hp, I would move my healer towards 

that character to heal it. 

6. Can you explain why the victorious faction won in combat? 
The reason why I lost some battles was due to selecting the wrong action from the menu due to 

quick selecting actions, or not positioning my healer close enough to my character so that I could not 

heal my character before it died, or some bad luck in waiting until it was my healers turn again. 

The reason why I won battles was due to attacking and healing my character. This way the enemy 

would get less health over each turn, while my character would maintain the same. This way I could 

kill each enemy one by one. Specially because of the mp regeneration, I did not have to calculate the 

amount of heals I could still use until my mp bar would be empty. 

7. Did anything hold you back from seeing your strategy or plans through? 
The fact that it is not clear that you cannot walk through the other characters of your own team, 

while on the tile on where your other character is standing is also highlighted as walkable. 

8. What did you like most about the game? 
The game had a standard rpg genre with a strategic combat. It did not have much originality to it, 

and had the standard rpg components in the game.  On average it is a standard game, but enjoyable. 

I liked it when the player would move the missile would still continue to shoot towards the target. 

9. What did you like the least about the game? 
Not enough feedback outside of combat in using magic skills outside of combat. There should be 

some introduction that you can actually use those skills outside combat, as what they do in the ni no 

kuni game. 

10. Name the game you have played that is most similar to the game you just 

playtested. 
The turn based combat system was based on final fantasy. The use of magic skills is the same as 

what they do in ni no kuni. The strategic hexagons combat made me think of heros of might and 

magic, and the in map puzzles made me think of golden sun. 
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11. If you could improve one thing, what would it be? 
Use more feedback on use of magic skills outside of combat. When showing the movable tile 

options, do not highlight the tile where an enemy or players is on, this could lead to confusing that 

characters can move through other characters. Show an image at the bottom of the screen that you 

can cancel a magic skill with the B button when using it in the level. It is strange that you can revive 

characters of your team while that specific character is also dead. It is not clear that you can actually 

use the revive skill of a dead character on a dead character because the character in the menu is 

grayed out. Maybe better when a character died in combat, give it 1 hp instead of 0. 

 

Comments:  
 

  



78 

 

11.4 Paper Combat Prototyping 

Iteration 1: SUCCESS 
For its first iteration, the game plays quite decent. No glaring problems but no real interesting 

decisions to be made either.  

Rules 
 Battlefield Layout Version 1: 

 
 3 enemies, each have 2 hp 
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 3 allies, 2 have 3 hp, 1 has 2 hp 

 1 movement hex per character per turn 

 1 damage dealt per character per turn 

 Attacking after movement possible 

 Attack range is 1 

 Enemies move after all allies have moved 

 Result: good 

Iteration 2: SUCCESS 
The second iteration has more interesting movement dynamics that allow the player to shield one of 

their characters (a weakened one) by forming a line with their other characters to block the 

enemies’ path towards that character. 

Rules 
 3 enemies, each have 2 hp 

 3 allies, 2 have 3 hp, 1 has 2 hp 

 2 movement hex per character per turn 

 1 damage dealt per character per turn 

 Attacking after movement possible 

 Attack range is 1 

 Enemies move after all allies have moved 

Iteration 3: SUCCESS 
This iteration retains the interesting movement dynamics of the previous iteration. Note that right 

now there is no real advantage gained by performing a ranged attack as the total range of a long 

ranged attack (2 hex Attack Range + 1 hex Movement Range) is equal to the total range of a close 

ranged attack (1 hex Attack Range + 2 hex Movement Range).  

Rules 
 3 enemies, each have 2 hp 

 3 allies, 2 have 3 hp, 1 has 2 hp 

 2 movement hex per character per turn 

 1 damage dealt per character per turn 

 Attacking after movement possible 

 Attack range is 2 if you move 1 hex or less, otherwise attack range is 1 

 Enemies move after all allies have moved 

Iteration 4: SUCCESS 
This iteration retains the interesting movement dynamics of the previous iteration. New in this 

iteration is that there is now a benefit to killing a certain enemy first because that enemy is able to 

deal damage before the player’s final party member can. I am not entirely sure whether this is a 

good thing or not, as battles at this point may focus too much on killing this specific enemy as 

opposed to creating a more multidimensional strategy. 
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Rules 
 3 enemies, each have 2 hp 

 3 allies, 2 have 3 hp, 1 has 2 hp 

 2 movement hex per character per turn 

 1 damage dealt per character per turn 

 Attacking after movement possible 

 Attack range is 2 if you move 1 hex or less, otherwise attack range is 1 

 1 Enemy moves after 2 of your allies have moved, the rest moves afterwards 

Iteration 5.1: FAILED 
This iteration has some serious problems because the change leads to a dominant strategy. Because 

close ranged attacks now deal more damage than long ranged attacks, it has become a dominant 

strategy to perform a close ranged attack. The long ranged attack doesn’t provide any benefits 

either as it does not allow the character to stay out of range of the enemy’s next attack. 

Rules 
 3 enemies, each have 2 hp 

 3 allies, 2 have 3 hp, 1 has 2 hp 

 2 movement hex per character per turn 

 Characters deal 2 damage with a range 1 attack and 1 damage with a range 2 attack per 

turn 

 Attacking after movement possible 

 Attack range is 2 if you move 1 hex or less, otherwise attack range is 1 

 1 Enemy moves after 2 of your allies have moved, the rest moves afterwards 

Iteration 5.2: FAILED 
As a response to the ranged attack becoming obsolete in the previous iteration, I tried to fix the 

problem by increasing the range of the ranged attack. Unfortunately, the increased range of the long 

ranged attack caused the character positioning to become completely uninteresting. Since long 

ranged attacks now outrange the maximum movement distance, there is no way to run away with or 

wounded characters or shield them. 

Rules  
 3 enemies, each have 2 hp 

 3 allies, 2 have 3 hp, 1 has 2 hp 

 2 movement hex per character per turn 

 1 damage dealt per character per turn 

 Attacking after movement possible 

 Attack range is 3 if you move 1 hex or less, otherwise attack range is 1 

 1 Enemy moves after 2 of your allies have moved, the rest moves afterwards 

Iteration 5.3: SUCCESS 
This iteration successfully introduces new and interesting movement dynamics and retains the 

viability of both ranged and melee attacks (previously referred to as ‘close ranged attack’ and ‘long 
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ranged attack’ respectively). Players can now shield their characters from incoming ranged attacks 

by blocking their path with one of their other characters. Players can also provide cover fire for their 

attacking characters by projectiles with their ranged attacks that will hit enemies that try to flank the 

attacking characters. 

Rules 
 3 enemies, each have 2 hp 

 3 allies, 2 have 3 hp, 1 has 2 hp 

 2 movement hex per character per turn 

 1 damage dealt per character per turn 

 Attacking after movement possible 

 Characters can perform either a Melee Attack or a Ranged Attack. Melee Attacks can be 

performed after moving. Ranged Attacks can only be performed if the character remains 

stationary. Ranged Attacks shoot projectiles that have unlimited range but are directional, 

meaning they hit the first target they encounter. Projectiles move at a speed of 1 hex per 

turn (meaning 1 hex each time a character can move). A projectile that hits a character 

stuns it if it was moving at that time (their action is cancelled and they remain locked in 

place on the hex that they were hit on until their next turn). 

 1 Enemy moves after 2 of your allies have moved, the rest moves afterwards 

Iteration 6: SUCCESS 
This iteration introduces the ‘Defend’ action. The ‘Defend’ action introduces a new tactical element 

as the mechanic allows players to shield friendly units from enemy projectiles, which creates more 

interesting choices for the player to make. Note that defending is not very viable yet as players are 

merely reducing damage while sacrificing their chance to actually deal damage. There are situations 

though where players are able to save one of their characters from death while taking little damage 

with the character used to shield it. So there are certain situations in which the ‘Defend’ action is a 

viable option.  

Note that the Defend ability may be balanced out further in one way or another (BALANCE 

SUGGESTION: increase the rate at which a character’s turn timer refills when it is defending). 

Rules 
 3 enemies, each have 20 hp 

 3 allies, 2 have 30 hp, 1 has 20 hp 

 2 movement hex per character per turn 

 10 damage dealt per character per turn 

 Attacking after movement possible 

 Characters can defend which halves all incoming damage until their next turn. Characters 

can move while defending but they are unable to perform an attack that turn. 

 Characters can perform either a Melee Attack or a Ranged Attack. Melee Attacks can be 

performed after moving. Ranged Attacks can only be performed if the character remains 

stationary. Ranged Attacks shoot projectiles that have unlimited range but are directional, 

meaning they hit the first target they encounter. Projectiles move at a speed of 1 hex per 

turn (meaning 1 hex each time a character can move). A projectile that hits a character stuns 
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it if it was moving at that time (their action is cancelled and they remain locked in place on 

the hex that they were hit on until their next turn). 

 1 Enemy moves after 2 of your allies have moved, the rest moves afterwards 

Iteration 7: SUCCESS 
The changes in this iteration have little effect on the game in such a turn based setup. While 

characters can move an additional hex per turn, it doesn’t provide a real benefit in the turn-based 

scenarios that I playtested. The reason for this is that the range from which characters can attack 

each other hasn’t actually changed. The only thing that has changed is that characters now don’t 

have a separate attack range anymore and that they instead attack an enemy when they attempt to 

move onto the same hex. The nuances of this change will only be felt once we can actually test the 

system real-time in a digital environment. The changes in this iteration are really important though 

as it determines whether the turn timers of characters can refill in a real-time environment when 

other characters are performing their actions. In any case, since these changes pose no actual 

problems in the paper prototype I will consider it a successful iteration. 

Rules 
 3 enemies, each have 20 hp 

 3 allies, 2 have 30 hp, 1 has 20 hp 

 3 hex movement per character per turn 

 10 damage dealt per character per turn 

 Instead of a Melee Attack command and Defend Command, characters can now 

‘Attack/Move’ or ‘Defend/Move’. ‘Defend/Move’ allows a character to move and receive 

50% less damage until that character’s next turn. ‘Attack/Move’ allows a character to 

move, and if the character would move onto a hex that is occupied by an enemy character, 

the enemy character is attacked. After attacking, the attacking character’s movement 

command is aborted and it returns to the hex from which it attacked instead of finishing 

its movement command (even when killing the enemy). 

 Characters can now defend which halves all incoming damage until their next turn. 

Characters can move while defending but they are unable to perform an attack that turn. 

 Characters can perform a Ranged Attack. Ranged Attacks can only be performed if the 

character remains stationary. Ranged Attacks shoot projectiles that have unlimited range 

but are directional, meaning they hit the first target they encounter. Projectiles move at a 

speed of 1 hex per turn (meaning 1 hex each time a character can move). A projectile that 

hits a character stuns it if it was moving at that time (their action is cancelled and they 

remain locked in place on the hex that they were hit on until their next turn). 

 1 Enemy moves after 2 of your allies have moved, the rest moves afterwards 

Iteration 8.1: FAILED 
 The battlefield used in previous iterations seemed too small so I wanted to try and see if I 

could increase its size in this iteration without breaking the combat system. The most 

obvious issue that surfaces due to the change in the battlefield’s size is that attack distances 

need to be addressed. While I had taken into account the movement speed (defined in 

hexes per turn) and increased it to match the larger battlefield, I failed to address the 
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movement speed of Ranged Attacks. Projectiles of Ranged Attacks now move far too slow 

and can easily be dodged by the enemy. This causes Melee Attacks to be the dominant 

strategy. I’ll address the movement speed of Projectiles in the next iteration. 

Rules 
 Battlefield Layout version 2: 

 
 3 enemies, each have 20 hp 

 3 allies, 2 have 30 hp, 1 has 20 hp 

 4 hex movement per character per turn 

 10 damage dealt per character per turn 

 Instead of a Melee Attack command and Defend Command, characters can now 

‘Attack/Move’ or ‘Defend/Move’. ‘Defend/Move’ allows a character to move and receive 
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50% less damage until that character’s next turn. ‘Attack/Move’ allows a character to move, 

and if the character would move onto a hex that is occupied by an enemy character, the 

enemy character is attacked. After attacking, the attacking character’s movement command 

is aborted and it returns to the hex from which it attacked instead of finishing its movement 

command (even when killing the enemy). 

 Characters can now defend which halves all incoming damage until their next turn. 

Characters can move while defending but they are unable to perform an attack that turn. 

 Characters can perform a Ranged Attack. Ranged Attacks can only be performed if the 

character remains stationary. Ranged Attacks shoot projectiles that have unlimited range 

but are directional, meaning they hit the first target they encounter. Projectiles move at a 

speed of 1 hex per turn (meaning 1 hex each time a character can move). A projectile that 

hits a character stuns it if it was moving at that time (their action is cancelled and they 

remain locked in place on the hex that they were hit on until their next turn). 

 1 Enemy moves after 2 of your allies have moved, the rest moves afterwards 

Iteration 8.2: SUCCESS 
In addition to the changes made in the previous iteration (8.1), I also increased the movement speed 

of projectiles from 1 to 2 hexes per turn. This iteration brings back the viability of the Ranged Attack 

and increases the mobility of units in battle as well as the speed of battles overall. Since I want most 

battles to be over fairly quickly (which the exception of boss battles) this seems like a good change. 

A more precise balancing pass of character movement and projectile speed will need to be done 

once the combat system runs in a real-time digital environment. 

Rules 
 Battlefield Layout version 2: 

(See Iteration 8.1) 

 3 enemies, each have 20 hp 

 3 allies, 2 have 30 hp, 1 has 20 hp 

 4 hex movement per character per turn 

 10 damage dealt per character per turn 

 Instead of a Melee Attack command and Defend Command, characters can now 

‘Attack/Move’ or ‘Defend/Move’. ‘Defend/Move’ allows a character to move and receive 

50% less damage until that character’s next turn. ‘Attack/Move’ allows a character to move, 

and if the character would move onto a hex that is occupied by an enemy character, the 

enemy character is attacked. After attacking, the attacking character’s movement command 

is aborted and it returns to the hex from which it attacked instead of finishing its movement 

command (even when killing the enemy). 

 Characters can now defend which halves all incoming damage until their next turn. 

Characters can move while defending but they are unable to perform an attack that turn. 

 Characters can perform a Ranged Attack. Ranged Attacks can only be performed if the 

character remains stationary. Ranged Attacks shoot projectiles that have unlimited range 

but are directional, meaning they hit the first target they encounter. Projectiles move at a 

speed of 2 hexes per turn (meaning 2 hexes each time a character can move). A projectile 
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that hits a character stuns it if it was moving at that time (their action is cancelled and they 

remain locked in place on the hex that they were hit on until their next turn). 

 1 Enemy moves after 2 of your allies have moved, the rest moves afterwards 

Iteration 9: SUCCESS 
This iteration showcases the potential of the healing ability nicely. Healing allows for a play style 

where players focus on retaining their units instead of just maximising their damage output (which 

was the dominant strategy before this iteration). The ‘Defend/Move’ command is also more viable 

now since the game is not merely about dealing maximum damage anymore. In certain scenarios the 

best move may be to set up your healer character in such a position that it can heal the rest of the 

party. In this scenario the character can’t launch a ranged attack because it needs to move, and 

there may not be a unit in range to perform a melee attack on. Therefore the ‘Defend/Move’ 

command will give the player the most value this turn while also setting the character up to perform 

a heal the turn after that. 

Rules 
 Battlefield Layout version 2: (See Iteration 8.1) 

 3 enemies, each have 20 hp 

 3 allies, 2 have 30 hp, 1 has 20 hp 

 4 hex movement per character per turn 

 10 damage dealt per character per turn 

 Instead of a Melee Attack command and Defend Command, characters can now 

‘Attack/Move’ or ‘Defend/Move’. ‘Defend/Move’ allows a character to move and receive 

50% less damage until that character’s next turn. ‘Attack/Move’ allows a character to move, 

and if the character would move onto a hex that is occupied by an enemy character, the 

enemy character is attacked. After attacking, the attacking character’s movement command 

is aborted and it returns to the hex from which it attacked instead of finishing its movement 

command (even when killing the enemy). 

 Characters can now defend which halves all incoming damage until their next turn. 

Characters can move while defending but they are unable to perform an attack that turn. 

 Characters can perform a Ranged Attack. Ranged Attacks can only be performed if the 

character remains stationary. Ranged Attacks shoot projectiles that have unlimited range 

but are directional, meaning they hit the first target they encounter. Projectiles move at a 

speed of 2 hexes per turn (meaning 2 hexes each time a character can move). A projectile 

that hits a character stuns it if it was moving at that time (their action is cancelled and they 

remain locked in place on the hex that they were hit on until their next turn).  

 Characters can perform a heal ability on a single friendly unit within a 3 hex radius, which 

restores the unit to full hp. The ability can only be used if the character remains stationary. 

 1 Enemy moves after 2 of your allies have moved, the rest moves afterwards 

Iteration 10: SUCCESS 
The addition of an ‘Area of Effect Attack’ has a nice effect on combat as it forces players to carefully 

consider the positioning of their characters to either avoid vulnerability to ‘Area of Effect Attacks’ or 

to lure the enemy into a good setup for the player to cast an ‘Area of Effect Attack’ themselves. The 
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other attacks also remain viable as more Area of Effect Attacks are required per unit in order to kill it 

than with Melee or Ranged Attacks. 

Rules 
 Battlefield Layout version 2: (See Iteration 8.1) 

 3 enemies, each have 20 hp 

 3 allies, 2 have 30 hp, 1 has 20 hp 

 4 hex movement per character per turn 

 10 damage dealt per character per turn 

 Instead of a Melee Attack command and Defend Command, characters can now 

‘Attack/Move’ or ‘Defend/Move’. ‘Defend/Move’ allows a character to move and receive 

50% less damage until that character’s next turn. ‘Attack/Move’ allows a character to move, 

and if the character would move onto a hex that is occupied by an enemy character, the 

enemy character is attacked. After attacking, the attacking character’s movement command 

is aborted and it returns to the hex from which it attacked instead of finishing its movement 

command (even when killing the enemy). 

 Characters can now defend which halves all incoming damage until their next turn. 

Characters can move while defending but they are unable to perform an attack that turn. 

 Characters can perform a Ranged Attack. Ranged Attacks can only be performed if the 

character remains stationary. Ranged Attacks shoot projectiles that have unlimited range 

but are directional, meaning they hit the first target they encounter. Projectiles move at a 

speed of 2 hexes per turn (meaning 2 hexes each time a character can move). A projectile 

that hits a character stuns it if it was moving at that time (their action is cancelled and they 

remain locked in place on the hex that they were hit on until their next turn).  

 Characters can perform a heal ability on a single friendly unit within a 3 hex radius, which 

restores the unit to full hp. The ability can only be used if the character remains stationary. 

 Characters can perform an ‘Area of Effect Attack’ that is targeted on a single hex within a 3 

hex radius of the character and deals 8 damage to all characters (enemies and allies) on 

that hex and the 6 hexes adjacent to it. The ability can only be used if the character 

remains stationary. 

 1 Enemy moves after 2 of your allies have moved, the rest moves afterwards 

Iteration 11.1: FAILED 
Defeating the enemy team becomes too difficult in this iteration as they can fully heal their entire 

team back up with a single ‘Area of Effect Heal’ with some decent positioning. The ‘Area of Effect 

Heal’ also enables an extremely tough to deal with Turtling strategy. The Turtling strategy consists of 

2 characters positioned adjacent to each other and remaining stationary, forming a shield for the 

healer who is standing right behind them and healing the whole team. This strategy forces the other 

team to come close and try to target the healer, as they can’t finish off any of the defending units 

even if they attacked with the whole team. Once the enemy comes close the turtling team can jump 

on one the enemies with their whole team. Now the battle carries on with a one kill advantage for 

the turtlers and they may even get back into that formation to repeat. The ‘Area of Effect Heal’ has 

also made the regular heal obsolete for the enemy team as it only grants an additional 4 hp healing 

potential. This is because once there is only a 5 hp difference between being able to use the ‘Area of 
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Effect Heal’ on an enemy character at its maximum efficiency and that enemy character being dead. 

Since the only way that the amount of damage that is dealt can drop below 5 is by defending against 

an ‘Area of Effect Attack’, scenarios where a regular heal is more efficient for an enemy character 

than an ‘Area of Effect Heal’ are so rare that it is never a viable option. In order to retain the viability 

for the player while also nerfing the heal for the enemy team, I believe it would be best (for testing 

purposes) to have the ‘Area of Effect Heal’ heal 50% of a character’s total hp. This way it will still heal 

15 hp to player characters but only 10 hp to enemy characters. 

Rules 
 Battlefield Layout version 2: (See Iteration 8.1) 

 3 enemies, each have 20 hp 

 3 allies, 2 have 30 hp, 1 has 20 hp 

 4 hex movement per character per turn 

 10 damage dealt per character per turn 

 Instead of a Melee Attack command and Defend Command, characters can now 

‘Attack/Move’ or ‘Defend/Move’. ‘Defend/Move’ allows a character to move and receive 

50% less damage until that character’s next turn. ‘Attack/Move’ allows a character to move, 

and if the character would move onto a hex that is occupied by an enemy character, the 

enemy character is attacked. After attacking, the attacking character’s movement command 

is aborted and it returns to the hex from which it attacked instead of finishing its movement 

command (even when killing the enemy). 

 Characters can now defend which halves all incoming damage until their next turn. 

Characters can move while defending but they are unable to perform an attack that turn. 

 Characters can perform a Ranged Attack. Ranged Attacks can only be performed if the 

character remains stationary. Ranged Attacks shoot projectiles that have unlimited range 

but are directional, meaning they hit the first target they encounter. Projectiles move at a 

speed of 2 hexes per turn (meaning 2 hexes each time a character can move). A projectile 

that hits a character stuns it if it was moving at that time (their action is cancelled and they 

remain locked in place on the hex that they were hit on until their next turn). 

 Characters can perform a heal ability on a single friendly unit within a 3 hex radius, which 

restores 30 hp to the unit. The ability can only be used if the character remains stationary. 

 Characters can perform an ‘Area of Effect Heal’ that is targeted on a single hex within a 3 

hex radius of the character and restores 15 hp to all characters (enemies and allies) on that 

hex and the 6 hexes adjacent to it. The ability can only be used if the character remains 

stationary.  

 Characters can perform an ‘Area of Effect Attack’ that is targeted on a single hex within a 3 

hex radius of the character and deals 8 damage to all characters (enemies and allies) on that 

hex and the 6 hexes adjacent to it. The ability can only be used if the character remains 

stationary. 

 1 Enemy moves after 2 of your allies have moved, the rest moves afterwards 

Iteration 11.2: SUCCESS 
The changes in this iteration resolve the problems found in iteration 11.1. Turtling is no longer an 

unbeatable strategy and the regular heal has become viable once again. Note that it strictly speaking 
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is better to let the ‘Area of Effect Heal’ of the enemy do a flat 10 hp heal and the ‘Area of Effect Heal’ 

of the player do a flat 15 hp heal. This way you don’t give the enemy a large disadvantage when the 

heal they cast overlaps with both their own characters and those of the player. Since these 

situations are uncommon it doesn’t have a significant impact on the results of the paper prototype. 

Do note that the values that will be used in the real-time digital environment will be flat ones, thus 

eliminating the inaccuracy present in this iteration. 

Rules 
 Battlefield Layout version 2: (See Iteration 8.1) 

 3 enemies, each have 20 hp 

 3 allies, 2 have 30 hp, 1 has 20 hp 

 4 hex movement per character per turn 

 10 damage dealt per character per turn 

 Instead of a Melee Attack command and Defend Command, characters can now 

‘Attack/Move’ or ‘Defend/Move’. ‘Defend/Move’ allows a character to move and receive 

50% less damage until that character’s next turn. ‘Attack/Move’ allows a character to move, 

and if the character would move onto a hex that is occupied by an enemy character, the 

enemy character is attacked. After attacking, the attacking character’s movement command 

is aborted and it returns to the hex from which it attacked instead of finishing its movement 

command (even when killing the enemy). 

 Characters can now defend which halves all incoming damage until their next turn. 

Characters can move while defending but they are unable to perform an attack that turn. 

 Characters can perform a Ranged Attack. Ranged Attacks can only be performed if the 

character remains stationary. Ranged Attacks shoot projectiles that have unlimited range 

but are directional, meaning they hit the first target they encounter. Projectiles move at a 

speed of 2 hexes per turn (meaning 2 hexes each time a character can move). A projectile 

that hits a character stuns it if it was moving at that time (their action is cancelled and they 

remain locked in place on the hex that they were hit on until their next turn). 

 Characters can perform a heal ability on a single friendly unit within a 3 hex radius, which 

restores 30 hp to the unit. The ability can only be used if the character remains stationary. 

 Characters can perform an ‘Area of Effect Heal’ that is targeted on a single hex within a 3 

hex radius of the character which heals all characters (enemies and allies) on that hex and 

the 6 hexes adjacent to it for 50% of that character’s total hp. The ability can only be used 

if the character remains stationary.  

 Characters can perform an ‘Area of Effect Attack’ that is targeted on a single hex within a 3 

hex radius of the character and deals 8 damage to all characters (enemies and allies) on that 

hex and the 6 hexes adjacent to it. The ability can only be used if the character remains 

stationary. 

 1 Enemy moves after 2 of your allies have moved, the rest moves afterwards 

Iteration 12.1: FAILURE 
The ‘Area of Effect Attack’ becomes significantly less effective in this iteration since only one 

character on each team is able to cast it. Since all attacks except the ‘Area of Effect Attack’ deal 

damage in increments of 5, being able to deal 8 damage per turn to multiple enemies does not put 



89 

 

the player at an advantage until all characters have taken their turn and the same character can cast 

the ‘Area of Effect Attack’ again. This gives the enemy time to react and heal, which restores more 

health and thus renders the ‘Area of Effect Attack’ useless. In the next iteration I will try to address 

this issue by giving another team member the ‘Area of Effect Attack’ to test if that improves its 

viability. 

Rules 
 Battlefield Layout version 3: 

 
 Each character now has a specific role as shown in the Battlefield layout above. Each role 

has certain abilities they can use. 

o Caster 

 All characters can ‘Attack/Move’ and ‘Defend/Move’ 
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 Casters can perform a ‘Ranged Attack’ and ‘Area of Effect Attack’ 

 Healers can perform a ‘Heal’ and ‘Area of Effect Heal’ 

 Hybrids can perform a ‘Heal’ and a ‘Ranged Attack’ 

 3 enemies, each have 20 hp 

 3 allies, the Caster and Hybrid have 30 hp, the Healer has 20 hp 

 4 hex movement per character per turn 

 10 damage dealt per character per turn 

 Instead of a Melee Attack command and Defend Command, characters can now 

‘Attack/Move’ or ‘Defend/Move’. ‘Defend/Move’ allows a character to move and receive 

50% less damage until that character’s next turn. ‘Attack/Move’ allows a character to move, 

and if the character would move onto a hex that is occupied by an enemy character, the 

enemy character is attacked. After attacking, the attacking character’s movement command 

is aborted and it returns to the hex from which it attacked instead of finishing its movement 

command (even when killing the enemy). 

 Characters can now defend which halves all incoming damage until their next turn. 

Characters can move while defending but they are unable to perform an attack that turn. 

 Characters can perform a Ranged Attack. Ranged Attacks can only be performed if the 

character remains stationary. Ranged Attacks shoot projectiles that have unlimited range 

but are directional, meaning they hit the first target they encounter. Projectiles move at a 

speed of 2 hexes per turn (meaning 2 hexes each time a character can move). A projectile 

that hits a character stuns it if it was moving at that time (their action is cancelled and they 

remain locked in place on the hex that they were hit on until their next turn).  

 Characters can perform a heal ability on a single friendly unit within a 3 hex radius, which 

restores 30 hp to the unit. The ability can only be used if the character remains stationary. 

 Characters can perform an ‘Area of Effect Heal’ that is targeted on a single hex within a 3 hex 

radius of the character which heals all characters (enemies and allies) on that hex and the 6 

hexes adjacent to it for 50% of that character’s total hp. The ability can only be used if the 

character remains stationary.  

 Characters can perform an ‘Area of Effect Attack’ that is targeted on a single hex within a 3 

hex radius of the character and deals 8 damage to all characters (enemies and allies) on that 

hex and the 6 hexes adjacent to it. The ability can only be used if the character remains 

stationary. 

 1 Enemy moves after 2 of your allies have moved, the rest moves afterwards 

Iteration 12.2: SUCCESS 
Giving the ‘Area of Effect Attack’ to both the hybrid and the caster (instead of just the caster) once 

again makes the ability viable to use. More importantly, due to the changes in iteration 12.1 and 

12.2, all characters now have a specific move set and by extension purpose. This means that the 

positioning and choice of abilities that are used with each character require the player to think more 

thoroughly about their decisions. This is something I definitely want as it offers a more strategic 

gameplay experience to the player. Note that while we do want players to make strategic 

considerations, we also want the battles (with exception to boss battles) to be relatively short. The 

reason why battles should not be too long is because otherwise there is a risk that players may start 

to experience the random encounters as undesired interruptions of the dungeon navigation 
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gameplay. I suspect that since monsters will generally be a lot weaker than the player, this should 

not be a big problem. Still, I will continue to keep a close eye on this matter to make sure that the 

duration of random encounters doesn’t spiral out of control. 

Rules 
 Battlefield Layout version 3: (see iteration 12.1) 

 Each character now has a specific role as shown in the Battlefield layout above. Each role 

has certain abilities they can use. 

o Caster 

 All characters can ‘Attack/Move’ and ‘Defend/Move’ 

 Casters can perform a ‘Ranged Attack’ and ‘Area of Effect Attack’ 

 Healers can perform a ‘Heal’ and ‘Area of Effect Heal’ 

 Hybrids can perform a ‘Heal’, ‘Ranged Attack’, and ‘Area of Effect Attack’ 

 3 enemies, each have 20 hp 

 3 allies, the Caster and Hybrid have 30 hp, the Healer has 20 hp 

 4 hex movement per character per turn 

 10 damage dealt per character per turn 

 Instead of a Melee Attack command and Defend Command, characters can now 

‘Attack/Move’ or ‘Defend/Move’. ‘Defend/Move’ allows a character to move and receive 

50% less damage until that character’s next turn. ‘Attack/Move’ allows a character to move, 

and if the character would move onto a hex that is occupied by an enemy character, the 

enemy character is attacked. After attacking, the attacking character’s movement command 

is aborted and it returns to the hex from which it attacked instead of finishing its movement 

command (even when killing the enemy). 

 Characters can now defend which halves all incoming damage until their next turn. 

Characters can move while defending but they are unable to perform an attack that turn. 

 Characters can perform a Ranged Attack. Ranged Attacks can only be performed if the 

character remains stationary. Ranged Attacks shoot projectiles that have unlimited range 

but are directional, meaning they hit the first target they encounter. Projectiles move at a 

speed of 2 hexes per turn (meaning 2 hexes each time a character can move). A projectile 

that hits a character stuns it if it was moving at that time (their action is cancelled and they 

remain locked in place on the hex that they were hit on until their next turn). 

 Characters can perform a heal ability on a single friendly unit within a 3 hex radius, which 

restores 30 hp to the unit. The ability can only be used if the character remains stationary. 

 Characters can perform an ‘Area of Effect Heal’ that is targeted on a single hex within a 3 hex 

radius of the character which heals all characters (enemies and allies) on that hex and the 6 

hexes adjacent to it for 50% of that character’s total hp. The ability can only be used if the 

character remains stationary.  

 Characters can perform an ‘Area of Effect Attack’ that is targeted on a single hex within a 3 

hex radius of the character and deals 8 damage to all characters (enemies and allies) on that 

hex and the 6 hexes adjacent to it. The ability can only be used if the character remains 

stationary. 

 1 Enemy moves after 2 of your allies have moved, the rest moves afterwards 
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Iteration 13:  
In this iteration I attempted to add a mana cost to the usage of spells. However, I soon realised that 

testing mana costs in a single battle is futile since generally in RPGs the limited amount of mana only 

becomes a problem after multiple consecutive battles. This, in addition to the fact that the dungeon 

navigation gameplay also requires the player to use some mana, makes the mana expenditure 

difficult to test in isolated battles. For that reason I will refrain from doing any further testing on 

mana expenditure until both the dungeon navigation and combat gameplay can be tested in linked 

environment. 

Rules 
 Battlefield Layout version 3: (see iteration 12.1) 

 Each character now has a specific role as shown in the Battlefield layout above. Each role has 

certain abilities they can use. 

o All characters can ‘Attack/Move’ and ‘Defend/Move’ 

o Casters can perform a ‘Ranged Attack’ and ‘Area of Effect Attack’ 

o Healers can perform a ‘Heal’ and ‘Area of Effect Heal’ 

o Hybrids can perform a ‘Heal’, ‘Ranged Attack’, and ‘Area of Effect Attack’ 

 3 enemies, each have 20 hp 

 3 allies, the Caster and Hybrid have 30 hp, the Healer has 20 hp 

 Caster and Healer units have 20 mana, Hybrid units have 15 mana 

 The Ranged Attack, Area of Effect Attack, Heal, and Area of Effect Heal cost 5 mana to use 

 4 hex movement per character per turn 

 10 damage dealt per character per turn 

 Instead of a Melee Attack command and Defend Command, characters can now 

‘Attack/Move’ or ‘Defend/Move’. ‘Defend/Move’ allows a character to move and receive 

50% less damage until that character’s next turn. ‘Attack/Move’ allows a character to move, 

and if the character would move onto a hex that is occupied by an enemy character, the 

enemy character is attacked. After attacking, the attacking character’s movement command 

is aborted and it returns to the hex from which it attacked instead of finishing its movement 

command (even when killing the enemy). 

 Characters can now defend which halves all incoming damage until their next turn. 

Characters can move while defending but they are unable to perform an attack that turn. 

 Characters can perform a Ranged Attack. Ranged Attacks can only be performed if the 

character remains stationary. Ranged Attacks shoot projectiles that have unlimited range 

but are directional, meaning they hit the first target they encounter. Projectiles move at a 

speed of 2 hexes per turn (meaning 2 hexes each time a character can move). A projectile 

that hits a character stuns it if it was moving at that time (their action is cancelled and they 

remain locked in place on the hex that they were hit on until their next turn).  

 Characters can perform a heal ability on a single friendly unit within a 3 hex radius, which 

restores 30 hp to the unit. The ability can only be used if the character remains stationary. 

 Characters can perform an ‘Area of Effect Heal’ that is targeted on a single hex within a 3 hex 

radius of the character which heals all characters (enemies and allies) on that hex and the 6 

hexes adjacent to it for 50% of that character’s total hp. The ability can only be used if the 

character remains stationary.  
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 Characters can perform an ‘Area of Effect Attack’ that is targeted on a single hex within a 3 

hex radius of the character and deals 8 damage to all characters (enemies and allies) on that 

hex and the 6 hexes adjacent to it. The ability can only be used if the character remains 

stationary. 

 1 Enemy moves after 2 of your allies have moved, the rest moves afterwards  
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11.5 Digital Combat Prototyping 

Iteration 1.1: FAILURE 
In this iteration I try to convert the turn-based paper prototype into real-time digital prototype. 

There are a lot of things that need to be changed in order to make the transition from paper to 

digital prototype successful. There are some important changes such as characters that now have a 

movement speed and a random delay at the start of battle before they can perform an action. By far 

the biggest change is that instead of taking turns, characters now act in real-time and have a 

cooldown on all of their actions. This means that while a character is performing their action, such as 

an ‘Attack/Move’, an enemy can react to that action while it is still being performed. This way the 

enemy can attempt to dodge the incoming attack or even intercept the character that is moving in 

to attack, something which was not possible yet in the paper prototype.  

Cooldowns define how long a character needs to wait after they completed their action before they 

can perform their next one. For abilities this means the cooldown period starts right after the ability 

has been used. In the case of move commands, the cooldown only kicks in after the character has 

reached its destination. In this iteration I have set the cooldown of all action at two seconds. This 

means that it takes longer to perform two consecutive move commands with a single character than 

it does to perform two consecutive abilities with that same character (since it also takes time to 

move from one place to another). This causes move commands to become almost unusable as 

abilities can be cast at a much faster rate and thus are far more effective at both dealing damage 

and keeping characters alive. I will try and address this problem in the next iteration. 
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Rules 
 Battlefield Layout version 3: (see iteration 12.1)

 
 Each character now has a specific role as shown in the Battlefield layout above. Each role has 

certain abilities they can use. 

o All characters can ‘Attack/Move’ and ‘Defend/Move’ 

o Casters can use ‘Icicle’ and ‘Hail’ 

o Healers can perform a ‘Regenerating Drop’ and ‘Rain of Regeneration’ 

o Hybrids can perform a ‘Regenerating Drop’, ‘Icicle’, and ‘Hail’. Note that the player’s 

Hybrid character can also perform the ‘Rain of Regeneration’. 

 3 enemies, each have 20 hp 

 3 allies, the Caster and Hybrid have 30 hp, the Healer has 20 hp 
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 4 hex movement per character per turn 

 Characters can ‘Attack/Move’ or ‘Defend/Move’. ‘Defend/Move’ allows a character to move 

and receive 50% less damage until that character’s next turn. ‘Attack/Move’ allows a 

character to move, and if the character would move onto a hex that is occupied by an enemy 

character, the enemy character is attacked. After attacking, the attacking character’s 

movement command is aborted and it returns to the hex from which it attacked instead of 

finishing its movement command (even when killing the enemy). Similarly, when a character 

is moving with ‘Defend/Move’ and it is attacking while moving, the character remains on the 

hex it was attacked on and its movement command is aborted. 

 ‘Attack/Move’ deals 10 damage. 

 Movement Speed: 1 hex/sec 

 Abilities can be used but require a character to remain stationary. 

 Abilities: 

o Regenerating Drop 

 Restores 30 hp 

 Single target within 3 hex radius 

 2 seconds cooldown 

o Rain of Regeneration 

 Restores 15 hp 

 Heals all characters on target hex and the 6 hexes around it. 

 2 second cooldown 

o Icicle 

 Deals 10 damage 

 The icicle is not targeted on a specific hex but is instead directional, meaning 

it deals damage to the first character it encounters (models instead of hexes 

are used in order to detect collision) 

 Projectile Speed: 6 hexes/sec 

 2 second cooldown 

o Hail 

 Deals 8 damage 

 Deals damage to all characters on target hex and the 6 hexes around it. 

 2 second cooldown 

 Characters all have a base cooldown which is the minimum time they need to remain 

stationary after performing an action before they can perform the next action. 

o Base cooldown for all characters is 2 seconds. 

 There are two factions in any battle: 

o The attacking faction 

o The defending faction 

 Each character in either faction has a cooldown at the start of battle before they can 

perform any action, the cooldown is determined as follows: ‘base cooldown’ + ‘Random 

Delay’ 

o Base cooldown 

 2 seconds 

o Random Delay of attacking faction 
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 Between 0 and 2 seconds 

o Random Delay of defending faction 

 Between 3 and 5 seconds 

 In this prototype scenario, the player’s party is the attacking faction 

Iteration 1.2: SUCCESS 
In this iteration I try to address the problem that surfaced in the previous iteration which was that 

move commands have become unusable. The reason for this is that since all cooldown times are the 

same and moving costs time, abilities are much more effective because they do not require 

characters to move in order to have any impact on the battle (in fact, characters are forced to 

remain stationary). Because of this move commands become obsolete in the previous iteration. In 

order to address this issue I have increased to cooldown of abilities from 2 seconds to 6 seconds. 

This brings the ‘total’ cooldown time of abilities and move commands more in line with each other. 

It also causes abilities to be more effective at long ranges while move commands are more effective 

at short ranges, something which I want to see and would even expect to be in this combat system 

(effectiveness of melee and ranged attacks is a dynamic that is present in most combat systems).  

Rules 
 Battlefield Layout version 3 (see digital combat prototype iteration 1.1) 

 Each character now has a specific role as shown in the Battlefield layout above. Each role has 

certain abilities they can use. 

o All characters can ‘Attack/Move’ and ‘Defend/Move’ 

o Casters can use ‘Icicle’ and ‘Hail’ 

o Healers can perform a ‘Regenerating Drop’ and ‘Rain of Regeneration’ 

o Hybrids can perform a ‘Regenerating Drop’, ‘Icicle’, and ‘Hail’. Note that the player’s 

Hybrid character can also perform the ‘Rain of Regeneration’. 

 3 enemies, each have 20 hp 

 3 allies, the Caster and Hybrid have 30 hp, the Healer has 20 hp 

 4 hex movement per character per turn 

 Characters can ‘Attack/Move’ or ‘Defend/Move’. ‘Defend/Move’ allows a character to move 

and receive 50% less damage until that character’s next turn. ‘Attack/Move’ allows a 

character to move, and if the character would move onto a hex that is occupied by an enemy 

character, the enemy character is attacked. After attacking, the attacking character’s 

movement command is aborted and it returns to the hex from which it attacked instead of 

finishing its movement command (even when killing the enemy). Similarly, when a character 

is moving with ‘Defend/Move’ and it is attacking while moving, the character remains on the 

hex it was attacked on and its movement command is aborted. 

 ‘Attack/Move’ deals 10 damage. 

 Movement Speed: 1 hex/sec 

 Abilities can be used but require a character to remain stationary. 

 Abilities: 

o Regenerating Drop 

 Restores 30 hp 

 Single target within 3 hex radius 
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 6 seconds cooldown 

o Rain of Regeneration 

 Restores 15 hp 

 Heals all characters on target hex and the 6 hexes around it. 

 6 second cooldown 

o Icicle 

 Deals 10 damage 

 The icicle is not targeted on a specific hex but is instead directional, meaning 

it deals damage to the first character it encounters (models instead of hexes 

are used in order to detect collision) 

 Projectile Speed: 6 hexes/sec 

 6 second cooldown 

o Hail 

 Deals 8 damage 

 Deals damage to all characters on target hex and the 6 hexes around it. 

 6 second cooldown 

 Characters all have a base cooldown which is the minimum time they need to remain 

stationary after performing an action before they can perform the next action. 

o Base cooldown for all characters is 2 seconds. 

 There are two factions in any battle: 

o The attacking faction 

o The defending faction 

 Each character in either faction has a cooldown at the start of battle before they can 

perform any action, the cooldown is determined as follows: ‘base cooldown’ + ‘Random 

Delay’ 

o Base cooldown 

 2 seconds 

o Random Delay of attacking faction 

 Between 0 and 2 seconds 

o Random Delay of defending faction 

 Between 3 and 5 seconds 

 In this prototype scenario, the player’s party is the attacking faction 

Iteration 2:  SUCCESS 
In the previous iteration the characters felt like they were moving to slow and it was hard to dodge 

incoming icicles, so I doubled their movement speed in this iteration. The new movement speed 

feels more responsive and pleasant, and it allows characters to dodge icicles or move out of attack 

paths. 

Rules 
 Battlefield Layout version 3 (see digital combat prototype iteration 1.1) 

 Each character now has a specific role as shown in the Battlefield layout above. Each role has 

certain abilities they can use. 

o All characters can ‘Attack/Move’ and ‘Defend/Move’ 

o Casters can use ‘Icicle’ and ‘Hail’ 
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o Healers can perform a ‘Regenerating Drop’ and ‘Rain of Regeneration’ 

o Hybrids can perform a ‘Regenerating Drop’, ‘Icicle’, and ‘Hail’. Note that the player’s 

Hybrid character can also perform the ‘Rain of Regeneration’. 

 3 enemies, each have 20 hp 

 3 allies, the Caster and Hybrid have 30 hp, the Healer has 20 hp 

 4 hex movement per character per turn 

 Instead of a Melee Attack command and Defend Command, characters can now 

‘Attack/Move’ or ‘Defend/Move’. ‘Defend/Move’ allows a character to move and receive 

50% less damage until that character’s next turn. ‘Attack/Move’ allows a character to move, 

and if the character would move onto a hex that is occupied by an enemy character, the 

enemy character is attacked. After attacking, the attacking character’s movement command 

is aborted and it returns to the hex from which it attacked instead of finishing its movement 

command (even when killing the enemy). Similarly, when a character is moving with 

‘Defend/Move’ and it is attacking while moving, the character remains on the hex it was 

attacked on and its movement command is aborted. 

 ‘Attack/Move’ deals 10 damage. 

 Movement Speed: 2 hexes/sec 

 Abilities can be used but require a character to remain stationary. 

 Abilities: 

o Regenerating Drop 

 Restores 30 hp 

 Single target within 3 hex radius 

 6 seconds cooldown 

o Rain of Regeneration 

 Restores 15 hp 

 Heals all characters on target hex and the 6 hexes around it. 

 6 second cooldown 

o Icicle 

 Deals 10 damage 

 The icicle is not targeted on a specific hex but is instead directional, meaning 

it deals damage to the first character it encounters (models instead of hexes 

are used in order to detect collision) 

 Projectile Speed: 6 hexes/sec 

 6 second cooldown 

o Hail 

 Deals 8 damage 

 Deals damage to all characters on target hex and the 6 hexes around it. 

 6 second cooldown 

 Characters all have a base cooldown which is the minimum time they need to remain 

stationary after performing an action before they can perform the next action. 

o Base cooldown for all characters is 2 seconds. 

 There are two factions in any battle: 

o The attacking faction 

o The defending faction 
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 Each character in either faction has a cooldown at the start of battle before they can 

perform any action, the cooldown is determined as follows: ‘base cooldown’ + ‘Random 

Delay’ 

o Base cooldown 

 2 seconds 

o Random Delay of attacking faction 

 Between 0 and 2 seconds 

o Random Delay of defending faction 

 Between 3 and 5 seconds 

 In this prototype scenario, the player’s party is the attacking faction 

Iteration 3: SUCCESS 
While the movement speed of characters felt better in the previous iteration and made it easier for 

characters to dodge icicles, the movement speed of icicles still feels too high as there often still isn’t 

enough time to react to them. In this iteration I lowered the speed of icicles from 6 hexes per 

second to 4 hexes per second. The new speed of the icicles allows for more reactionary plays while 

the lower speed doesn’t make the icicles feel as if they are going too slow either.  

Rules 
 Battlefield Layout version 3 (see digital combat prototype iteration 1.1) 

 Each character now has a specific role as shown in the Battlefield layout above. Each role has 

certain abilities they can use. 

o All characters can ‘Attack/Move’ and ‘Defend/Move’ 

o Casters can use ‘Icicle’ and ‘Hail’ 

o Healers can perform a ‘Regenerating Drop’ and ‘Rain of Regeneration’ 

o Hybrids can perform a ‘Regenerating Drop’, ‘Icicle’, and ‘Hail’. Note that the player’s 

Hybrid character can also perform the ‘Rain of Regeneration’. 

 3 enemies, each have 20 hp 

 3 allies, the Caster and Hybrid have 30 hp, the Healer has 20 hp 

 4 hex movement per character per turn 

 Instead of a Melee Attack command and Defend Command, characters can now 

‘Attack/Move’ or ‘Defend/Move’. ‘Defend/Move’ allows a character to move and receive 

50% less damage until that character’s next turn. ‘Attack/Move’ allows a character to move, 

and if the character would move onto a hex that is occupied by an enemy character, the 

enemy character is attacked. After attacking, the attacking character’s movement command 

is aborted and it returns to the hex from which it attacked instead of finishing its movement 

command (even when killing the enemy). Similarly, when a character is moving with 

‘Defend/Move’ and it is attacking while moving, the character remains on the hex it was 

attacked on and its movement command is aborted. 

 ‘Attack/Move’ deals 10 damage. 

 Movement Speed: 2 hexes/sec 

 Abilities can be used but require a character to remain stationary. 

 Abilities: 

o Regenerating Drop 
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 Restores 30 hp 

 Single target within 3 hex radius 

 6 seconds cooldown 

o Rain of Regeneration 

 Restores 15 hp 

 Heals all characters on target hex and the 6 hexes around it. 

 6 second cooldown 

o Icicle 

 Deals 10 damage 

 The icicle is not targeted on a specific hex but is instead directional, meaning 

it deals damage to the first character it encounters (models instead of hexes 

are used in order to detect collision) 

 Projectile Speed: 4 hexes/sec 

 6 second cooldown 

o Hail 

 Deals 8 damage 

 Deals damage to all characters on target hex and the 6 hexes around it. 

 6 second cooldown 

 Characters all have a base cooldown which is the minimum time they need to remain 

stationary after performing an action before they can perform the next action. 

o Base cooldown for all characters is 2 seconds. 

 There are two factions in any battle: 

o The attacking faction 

o The defending faction 

 Each character in either faction has a cooldown at the start of battle before they can 

perform any action, the cooldown is determined as follows: ‘base cooldown’ + ‘Random 

Delay’ 

o Base cooldown 

 2 seconds 

o Random Delay of attacking faction 

 Between 0 and 2 seconds 

o Random Delay of defending faction 

 Between 3 and 5 seconds 

 In this prototype scenario, the player’s party is the attacking faction 

Iteration 4: SUCCESS 
In previous iterations players could heal a character instantly or deal damage instantly by using 

abilities. In contrast, Attack/Move or Defend/Move commands take a while to execute so is a delay 

in their effect which requires players to consider the different timings of when those effects will 

actually kick in. This meant that in certain situations using abilities was very powerful. For example, a 

character could shoot an icicle at an enemy that was 0.2 seconds away from dealing damage to him 

with an Attack/Move command and kill the enemy while preventing all damage that would be done 

to him by that character. While these situations are cool, the window of opportunity to actually 

execute such an attack should be smaller, otherwise it is likely to lead to frustration when the 

player’s characters are repeatedly killed this way. In order to combat this issue I decided to 
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implement a cast time for each ability that defines the amount of time between selecting an ability 

to use and the time at which it actually takes effect. In this iteration I implemented a cast time of 0.2 

seconds for each ability.  

The introduction of casting time decreased the amount of situations in which abilities are extremely 

powerful (when they are not supposed to be). In addition to decreasing their effectiveness, adding a 

delay to the effect introduced another gameplay element that the player needs to consider. Because 

certain abilities are targeted on a hexes, those abilities need to land on the correct hexes in order to 

have effect. For example, in order to deal damage to an enemy or heal an ally, the tile on which that 

character is standing needs to be targeted. However, since the effect of the ability now kicks in after 

a delay of 0.2 seconds, players need to target the hex on which the character is standing after 0.2 

seconds. This requires the player to make predictions about character movement and allows for 

suspenseful situations in which characters can be saved or killed depending on when a character 

transitions between two hexes and when the effect hits.  

Rules 
 Battlefield Layout version 3 (see digital combat prototype iteration 1.1) 

 Each character now has a specific role as shown in the Battlefield layout above. Each role has 

certain abilities they can use. 

o All characters can ‘Attack/Move’ and ‘Defend/Move’ 

o Casters can use ‘Icicle’ and ‘Hail’ 

o Healers can perform a ‘Regenerating Drop’ and ‘Rain of Regeneration’ 

o Hybrids can perform a ‘Regenerating Drop’, ‘Icicle’, and ‘Hail’. Note that the player’s 

Hybrid character can also perform the ‘Rain of Regeneration’. 

 3 enemies, each have 20 hp 

 3 allies, the Caster and Hybrid have 30 hp, the Healer has 20 hp 

 4 hex movement per character per turn 

 Instead of a Melee Attack command and Defend Command, characters can now 

‘Attack/Move’ or ‘Defend/Move’. ‘Defend/Move’ allows a character to move and receive 

50% less damage until that character’s next turn. ‘Attack/Move’ allows a character to move, 

and if the character would move onto a hex that is occupied by an enemy character, the 

enemy character is attacked. After attacking, the attacking character’s movement command 

is aborted and it returns to the hex from which it attacked instead of finishing its movement 

command (even when killing the enemy). Similarly, when a character is moving with 

‘Defend/Move’ and it is attacking while moving, the character remains on the hex it was 

attacked on and its movement command is aborted. 

 ‘Attack/Move’ deals 10 damage. 

 Movement Speed: 2 hexes/sec 

 Abilities can be used but require a character to remain stationary. 

 Abilities: 

o Regenerating Drop 

 Restores 30 hp 

 Single target within 3 hex radius 

 0.2 seconds cast time 

 6 seconds cooldown 
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o Rain of Regeneration 

 Restores 15 hp 

 Heals all characters on target hex and the 6 hexes around it. 

 0.2 seconds cast time 

 6 second cooldown 

o Icicle 

 Deals 10 damage 

 The icicle is not targeted on a specific hex but is instead directional, meaning 

it deals damage to the first character it encounters (models instead of hexes 

are used in order to detect collision) 

 Projectile Speed: 4 hexes/sec 

 0.2 seconds cast time 

 6 second cooldown 

o Hail 

 Deals 8 damage 

 Deals damage to all characters on target hex and the 6 hexes around it. 

 0.2 seconds cast time 

 6 second cooldown 

 Characters all have a base cooldown which is the minimum time they need to remain 

stationary after performing an action before they can perform the next action. 

o Base cooldown for all characters is 2 seconds. 

 There are two factions in any battle: 

o The attacking faction 

o The defending faction 

 Each character in either faction has a cooldown at the start of battle before they can 

perform any action, the cooldown is determined as follows: ‘base cooldown’ + ‘Random 

Delay’ 

o Base cooldown 

 2 seconds 

o Random Delay of attacking faction 

 Between 0 and 2 seconds 

o Random Delay of defending faction 

 Between 3 and 5 seconds 

 In this prototype scenario, the player’s party is the attacking faction 

Iteration 5: SUCCESS 
Ever since digital prototype iteration 1.1, the Hail ability hasn’t been used a single time. The reason 

for this is that the Hail ability only dealt 8 damage while other abilities only deal damage in 

increments of 10 damage. Since characters have HP totals that are increments of 10, the Hail ability 

does not actually kill units faster than normal attacks. It only start to become more effective if Hail is 

landed 3 times on the same 2 enemy characters. This would kill the 2 characters with only 3 actions 

while it would normally take 4 actions to kill the 2 characters. Landing 3 Hail attacks on the same 2 

characters has been a difficult feat, but after the increased cooldown time on abilities in digital 

iteration 1.2 it has simply become impossible to do so. Therefore the viability of Hail has become 

abysmal after iteration 1.2. 
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In order to make Hail a viable option once again, I increased the damage of hail to 10. This 

significantly increases its effectiveness of Hail as characters are able to deal twice if not triple as 

much damage with Hail than with other attacks. However, do note that the range of hail is shorter 

than that of an icicle and that Hail as a higher probability to deal damage to friendly characters. 

While the playtests performed in this iteration do suggest that the aforementioned factors balance 

each other out, I shall continue to keep a close eye on the Hail ability in future iterations.    

Rules 
 Battlefield Layout version 3 (see digital combat prototype iteration 1.1) 

 Each character now has a specific role as shown in the Battlefield layout above. Each role has 

certain abilities they can use. 

o All characters can ‘Attack/Move’ and ‘Defend/Move’ 

o Casters can use ‘Icicle’ and ‘Hail’ 

o Healers can perform a ‘Regenerating Drop’ and ‘Rain of Regeneration’ 

o Hybrids can perform a ‘Regenerating Drop’, ‘Icicle’, and ‘Hail’. Note that the player’s 

Hybrid character can also perform the ‘Rain of Regeneration’. 

 3 enemies, each have 20 hp 

 3 allies, the Caster and Hybrid have 30 hp, the Healer has 20 hp 

 4 hex movement per character per turn 

 Instead of a Melee Attack command and Defend Command, characters can now 

‘Attack/Move’ or ‘Defend/Move’. ‘Defend/Move’ allows a character to move and receive 

50% less damage until that character’s next turn. ‘Attack/Move’ allows a character to move, 

and if the character would move onto a hex that is occupied by an enemy character, the 

enemy character is attacked. After attacking, the attacking character’s movement command 

is aborted and it returns to the hex from which it attacked instead of finishing its movement 

command (even when killing the enemy). Similarly, when a character is moving with 

‘Defend/Move’ and it is attacking while moving, the character remains on the hex it was 

attacked on and its movement command is aborted. 

 ‘Attack/Move’ deals 10 damage. 

 Movement Speed: 2 hexes/sec 

 Abilities can be used but require a character to remain stationary. 

 Abilities: 

o Regenerating Drop 

 Restores 30 hp 

 Single target within 3 hex radius 

 0.2 seconds cast time 

 6 seconds cooldown 

o Rain of Regeneration 

 Restores 15 hp 

 Heals all characters on target hex and the 6 hexes around it. 

 0.2 seconds cast time 

 6 second cooldown 

o Icicle 

 Deals 10 damage 
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 The icicle is not targeted on a specific hex but is instead directional, meaning 

it deals damage to the first character it encounters (models instead of hexes 

are used in order to detect collision) 

 Projectile Speed: 4 hexes/sec 

 0.2 seconds cast time 

 6 second cooldown 

o Hail 

 Deals 10 damage 

 Deals damage to all characters on target hex and the 6 hexes around it. 

 0.2 seconds cast time 

 6 second cooldown 

 Characters all have a base cooldown which is the minimum time they need to remain 

stationary after performing an action before they can perform the next action. 

o Base cooldown for all characters is 2 seconds. 

 There are two factions in any battle: 

o The attacking faction 

o The defending faction 

 Each character in either faction has a cooldown at the start of battle before they can 

perform any action, the cooldown is determined as follows: ‘base cooldown’ + ‘Random 

Delay’ 

o Base cooldown 

 2 seconds 

o Random Delay of attacking faction 

 Between 0 and 2 seconds 

o Random Delay of defending faction 

 Between 3 and 5 seconds 

 In this prototype scenario, the player’s party is the attacking faction 

Iteration 6: Success 
The first playtest session is drawing close, so I need additional encounters to test. The encounters 

should feature new and varying amounts of enemies. This way I can give the playtesters a variety of 

scenarios in which they can fiddle around with the mechanics. In the first playtest I will not be 

looking at balance yet, but of course battles need to provide some sort of challenge to the player.  

The series of battles introduced in this iteration are clearly ramping up in difficulty and require the 

player to make more educated decisions as they progress. This is the result I was hoping for and I 

consider these encounters to be sufficient gameplay to work with for the playtest. It must be noted 

that the boss is quite difficult as only a small number of strategies work against it. I will not change 

the boss for the playtest though as I want to observe how playtesters will tackle a very powerful 

single enemy. 

Rules 
 Battlefield Layout version 4-7: 
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Battlefield layout 4: First Playtest Encounter 
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Battlefield layout 5: Second Playtest Encounter 
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Battlefield Layout 6: Third Playtest Encounter 
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Battlefield Layout 7: Fourth Playtest Encounter 

 Each character has a specific role as shown in the Battlefield layout above. Each role has 

certain abilities they can use. 

o All characters can ‘Attack/Move’ and ‘Defend/Move’ 

o Casters can use ‘Icicle’ and ‘Hail’ 

o Healers can perform a ‘Regenerating Drop’ and ‘Rain of Regeneration’ 

o Hybrids can perform a ‘Regenerating Drop’, ‘Rain of Regeneration’, ‘Icicle’, and 

‘Hail’.  

o Bats can use no additional abilities 

o Crabs can use ‘Icicle’ 
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o Scorpions can use ‘Icicle’ and ‘Spit Venom’ 

o The Boss can use ‘Icicle’ 

 Enemy stats 

o Bat 

 20 hp 

o Crab 

 20 hp 

o Scorpion 

 25 hp 

o Boss 

 100 hp 

 15 damage per Attack/Move (instead of 10) 

 Ally Stats 

o Caster 

 30 hp 

o Hybrid 

 30 hp 

o Healer 

 20 hp 

 4 hex movement per character per turn 

 Instead of a Melee Attack command and Defend Command, characters can now 

‘Attack/Move’ or ‘Defend/Move’. ‘Defend/Move’ allows a character to move and receive 

50% less damage until that character’s next turn. ‘Attack/Move’ allows a character to move, 

and if the character would move onto a hex that is occupied by an enemy character, the 

enemy character is attacked. After attacking, the attacking character’s movement command 

is aborted and it returns to the hex from which it attacked instead of finishing its movement 

command (even when killing the enemy). Similarly, when a character is moving with 

‘Defend/Move’ and it is attacking while moving, the character remains on the hex it was 

attacked on and its movement command is aborted. 

 ‘Attack/Move’ deals 10 damage. 

 Movement Speed: 2 hexes/sec 

 Abilities can be used but require a character to remain stationary. 

 Abilities: 

o Regenerating Drop 

 Restores 30 hp 

 Single target within 3 hex radius 

 0.2 seconds cast time 

 6 seconds cooldown 

o Rain of Regeneration 

 Restores 15 hp 

 Heals all characters on target hex and the 6 hexes around it. 

 0.2 seconds cast time 

 6 second cooldown 

o Icicle 

 Deals 10 damage 
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 The icicle is not targeted on a specific hex but is instead directional, meaning 

it deals damage to the first character it encounters (models instead of hexes 

are used in order to detect collision) 

 Projectile Speed: 4 hexes/sec 

 0.2 seconds cast time 

 6 second cooldown 

o Hail 

 Deals 10 damage 

 Deals damage to all characters on target hex and the 6 hexes around it. 

 0.2 seconds cast time 

 6 second cooldown 

o Spit Venom 

 Deals 8 damage 

 Deals damage to all characters on target hex and the 6 hexes around it. 

 0.2 seconds cast time 

 6 second cooldown 

  

 Characters all have a base cooldown which is the minimum time they need to remain 

stationary after performing an action before they can perform the next action. 

o Base cooldown for all characters is 2 seconds. 

 There are two factions in any battle: 

o The attacking faction 

o The defending faction 

 Each character in either faction has a cooldown at the start of battle before they can 

perform any action, the cooldown is determined as follows: ‘base cooldown’ + ‘Random 

Delay’ 

o Base cooldown 

 2 seconds 

o Random Delay of attacking faction 

 Between 0 and 2 seconds 

o Random Delay of defending faction 

 Between 3 and 5 seconds 

 In this prototype scenario, the player’s party is the attacking faction 

 

 

Discontinued Iteration Tracking 
At this point the iteration cycles were so short that it became incredible labour intensive to keep 

track of every change I made and tested. I stopped updating this rule list and instead focused on 

documenting my general design methodologies and a few specific design challenges in detail. These 

methodologies and challenges can be found in the main essay.   

 

 


