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GAME PROPOSAL 

GAME DESCRIPTION 

“The Twisting Town” is a single player strategy game in 
which the player must make a small village survive and 
thrive by constructing buildings, collecting and producing 
resources and defending against external invaders. But 
there is a (literal) twist to it all. In normal games of this kind 
a building stays where it is placed. However, in “The 
Twisting Town”, everything is built on rings that can rotate 
around the town’s center.  The player will therefore have to 
develop strategies that don’t just consider resource 
management and worker task designation but also the 
shifting locations of all buildings. 

GAME BOARD 

The heart piece of “The Twisting Town” is the unusual 
board upon which everything is placed. It is made up 
of a number of rings that can and must be rotated 
around the town hall in the center. Each ring is divided 
into several spaces where buildings may be placed or 
natural resources such as forests are located. Turning 
a ring will result in everything on it (i.e. all buildings 
and villagers) turning with it. 

To make these rotations more interesting and require the player to think further 
ahead, the rings are also interconnected in a fashion that is randomly determined 
and fixed at the start of the game. For example, turning the inner most ring might 
make the third ring rotate by double the amount in the opposite direction. 

Though the player will start with a small number of rings, progressing in the game 
will not just unlock new building options but also additional outer rings to build on, 
making the twisting town increasingly complex. 

PLAYER OBJECTIVE 

The primary goal of the player is to keep the village safe for as long as possible. This is considered as failed if all 
villagers are dead or the town hall has been destroyed. There are two main dangers to this. Firstly, the player must 
ensure a constant food supply so that the villagers won’t starve. Secondly, external enemies will attempt to 
invade, pillage and destroy the town throughout the game.  

The secondary goal is expansion. Once certain conditions have been met (e.g. a specific number of villagers live in 
the town or a fixed resource cost has been payed), the town will progress a level, unlocking new buildings for 
construction and additional rings.  



PLAYER ACTIONS AND TURN PHASES 

Though “The Twisting Town” is a single player game, it is split up into turns. The design intention behind this is to 
only allow for a limited number of player interactions before the board “twists”. The player must thus always 
consider a new location state for their decisions. Organizing the game in turns also gives the player the ability to 
plan ahead, both with respect to board rotation and enemy behavior. A player’s turn involves the following 
phases: 

1. Command Phase: 
This is the main phase. During it, the player can place building orders on empty spaces or demolition orders on 

existing buildings. They can also click on buildings to gain information about their status (such as how 
many resources they are storing) and instantly perform some actions on (e.g. transfer resources to an 
adjacent building without needing a villager). In addition to managing buildings, the villagers can be 
given orders on where to go and what to do. However, the villagers will only move a maximum distance 
and will not perform their actions until phase 3. 

Once all commands have been given, the player must choose a ring to turn. For this, there will be a minimum and 
maximum amount. This prevents the player from not rotating at all or rotating 360 degrees to achieve 
the same location state as before. 
 

2. Villager and Enemy Movement Phase: 
Before the actual rotation starts the game will wait for the villagers to finish moving. During this time, if enemies 

are present on the board, they will also move. 
 

3. End-Of-Turn Action Phase: 
Once all villagers and enemies have moved, they will perform their designated actions on the field they 
are standing on. 
 

4. Rotation Phase: 
After all end-of-turn actions have been performed, the board will twist and the player’s next turn will 
begin. 

During all phases the player will also be able to turn, zoom and pan the camera, as well as click on enemies, 
buildings and villagers to gain information about them. 

GAME ELEMENTS 

RESOURCES 

Resources are used to keep the villagers alive (food), construct new 
buildings, advance the town to the next level or to produce other, 
less basic resources. They can be stored in certain buildings (e.g. a 
lumberjack can store wood) or the inventory of a villager. To be 
used, they must be transferred to the location where they are 

needed. The player can instantly transfer resources from one storage to the next if they are 
close enough. This means that resources can be transferred between buildings by rotating 
them so that they are adjacent or by using villagers to carry the resources. The latter 
method would, however, take more turns to perform and therefore be less preferable. 



VILLAGERS 

The commands a player issues can only be realized through the villagers. At the end 
of each turn, a villager can perform one end-of-turn action on the board space they 
are currently on. This could e.g. be constructing a new building, producing wheat in a 
windmill, chopping wood or defeating enemies from a watch tower. Villagers can 
individually be given orders to go anywhere on the map, but they can only move a 
maximum distance per turn. 

Additionally, villagers have a hunger system. After they 
emerge from their house, they have a fixed number of 
turns until they must return home and eat something. 

Once this “hunger timer” reaches zero, the villager will go home from wherever they 
currently are on the board within that turn (disregarding the maximum distance 
they usually have). They will then perform the end-of-turn-action “eat” at their 
home. This will consume an edible resource from an arbitrary storage in the village. 
If there are no edible resources left to access, the villager will starve and die. 
Otherwise they will reemerge from their house with a refreshed hunger timer, ready 
to perform more of the player’s commands. 

ENEMIES 

To put some pressure on the player, external enemies will start to invade the town after 
some turns. These enemies behave similar to villagers – they also move a maximum 
distance per turn and can perform one action on the board space the are on at the end 
of it. These actions can be attacking a building, stealing resources and other nefarious 
things. Enemies will eventually attempt to destroy the town hall but will first attempt 
to destroy other buildings in their path.  

BUILDINGS 

Each building has a specific cost in resources and villager end-of-turn “construction” actions needed to construct 
it. For example, a house might need 5 units of wood and 3 construction actions to be built. These actions could be 
performed by one villager over three turns or three villagers in one turn. Buildings can be demolished in the same 
way to regain a portion of the resources used to construct them. They also have “health”, enabling enemies and 
hazards to damage and destroy them. 

To make for interesting strategies, most buildings interact with the turning mechanic in their own, unique ways. 
This is intended to force the player to make decisions and tradeoffs between their various rotational 
requirements. 

TOWNHOUSE 

Building townhouses is the player’s only way of increasing the 
number of villagers they have. One townhouse is the home of 
exactly one villager who will emerge from it after construction 
is completed. This villager will periodically return to this exact 
house to eat (see “Villagers”).  

  



LUMBERJACK  

The primary building resource is wood. Using the lumberjack house, villagers can 
produce wood as an end-of-turn action. This is however only possible if the lumberjack is 
near a board space containing a forest. Forest fields pre-exist on the map and have a 
limited amount of wood that can be chopped from them. After that, they need time to 
re-grow. This will require the player to rotate the lumberjack toward a new forest to stay 

productive. While a forest space is re-growing it can be built upon. If a building is on the forest space it does not 
act as a forest space. Once the building is demolished, however, the forest will start to grow back again. 

WINDMILL 

To keep the villagers from starving, food is needed. The windmill produces edible wheat as a 
villager end-of-turn action. The amount produced is dependent on how much the windmill was 
rotated last turn. This building therefore incentivizes the player to rotate its ring as much as 
possible.  

STONE MINE 

After the first village expansion, buildings requiring stone as a building material will become available. The stone 
mine provides a location for villagers to produce this new resource as an end-of-turn action. Where the wind mill 
encourages frequent rotation, the stone mine becomes more efficient the longer it has not been moved. 

WATCH TOWER 

Defending against external invaders is done primarily through 
watch towers. These towers have a direction and sight cone and 
can eliminate enemies within it as a villager end-of-turn-action. 
The watch towers rotate on their space based on how the rings 
adjacent to their ring are rotated – similar to gears in a machine. 
This mechanic requires the player to move rings in a very deliberate fashion to get the tower to face 
the desired direction.  

WALL HOUSE 

The wall house is a defensive building which can be used to protect other buildings from 
enemies and to block their way to the town center. It is placed on a board space but protects 
not just that space but also adjacent ones on the same ring without occupying them. 

BRIDGE  

Bridges enable the player to control how rings move in relation to each other by locking two 
non-adjacent rings together. They also create a shortcut for villagers as walking across them does 
not count towards their maximum movement distance for that turn.  

WELL 

After the second expansion, fire hazards will start to occur with a low probability. Buildings can start to burn and 
will take damage as well as spread the fire to other buildings in the vicinity. To counter this, the player can use 
watch towers to put out the fires. However, watch towers can only perform this end-of-turn action if they are in 
range of a well. 



BAKERY 

The bakery enables production of bread as an edible resource. 
Bread will be a vastly superior food source compared to the 
normal wheat produced by the wind mill. A villager can produce 
bread as an end-of-turn action in a bakery if the bakery has 
enough wheat an is currently in range of a well. If the bakery is 
used during a turn, its chimney will smoke. This will, if rotated, 
lead to it trailing smoke along its rotation path. Any building 
coming into contact with the smoke will become covered in soot, 

making it much more likely for a fire to break out there. The bakery therefore requires players 
to think about how far and in which direction to rotate it if it has been used that turn. 

SETTING AND STYLE 

To emphasize the weird nature of a town where everything is constantly moving around and in keeping with the 
course theme, we are going for a “twisted fairy tale” aesthetic for this game. As such, our game is set in a 
medieval countryside landscape where bandits are roaming. The villagers must work together to fortify their 
small town against these pillagers. 

Achieving the “Twisted Fairy Tale” style involves a lot of warped / curved lines that should normally be straight (as 
can be seen in the concept sketches). Since everything will be very small when seen from the game’s overhead 
perspective, it is also important to give every building and character exaggerated, unique and large features so 
that the player can easily distinguish them at a glance. To capitalize on this, the aim is to make everything look 
slightly toy-like. We are therefore planning to use a tilt shift camera effect and textures that make objects look 
handcrafted. 

TECHNICAL ACHIEVEMENT 

We will be using the Unity 3D Game Engine for this project. The reasoning here is that “The Twisting Town” 
should have several complex gameplay systems to allow for interesting strategies on the player’s part. We 
therefore cannot spend too much time on low level systems such as pathfinding and basic rendering functionality. 

SPHERICAL DYNAMIC GRID 

The twisting game board will be crucial to implement properly since it is the base mechanic upon which 
everything else builds.  It will need to be consistent, intuitive and expandable – not just for the player but to 
interface with on a programming level. This could be a real challenge when factoring in things such as pathfinding, 
performance, etc. 

INTERCONNECTED GAME SYSTEMS 

As the game description details, we plan for the game to feature a lot of different systems and mechanics that the 
player has to take into account (e.g. hunger system, resource management, rotational requirements of buildings, 
fire system, enemies, etc.). As such it will be a real challenge to get all of these to work together in a consistent 
fashion, requiring detailed software engineering and considerations on class structure and inheritance. 

  



GRAPHICAL STYLE 

We are planning on providing the game with a unique graphical style, featuring completely custom 2D and 3D 
assets. This will be mainly an artistic challenge but could also get technical since there might be the need to write 
custom shaders (e.g. vertex deformation / geometry shaders for believable grass).  

BIG IDEA BULLSEYE 

 

DEVELOPMENT SCHEDULE 

LAYERED DEVELOPMENT TARGETS 

Below, the features that must be implemented for each layered target are specified. Note that each subsequent 
layer assumes that all functionality from previous layers has already been completed. 

FUNCTIONAL MINIMUM 

● Spherical, rotatable grid (rotatable rings, spaces to place objects on) 
● Inter-ring-relationships (= rotating one ring turns the other in a deterministic relative fashion) 
● Placing buildings on Spaces 
● 1 Resource: Wood + Forest spaces 
● Basic version of lumberjack (can chop wood without villagers) 
● Art for Lumberjack Building, Forests, basic environment art for the game board 

LOW TARGET 

● Villagers (including behaviour, micro-management & pathfinding, 3D Art) 
● Buildings (including behaviour & 3D art for each): Townhouse, Lumberjack, Windmill (+ “Storage House”) 
● 2 Resources: Wood, Wheat + Resource Storage/Transfer 
● Rotatable, zoomable, pan-able camera view 
● Game UI for giving commands to villagers, inspecting status/storage of buildings  



DESIRABLE TARGET 

● Health System for Villagers & Buildings 
● Lose Conditions, preliminary win condition (e.g. “Reach second village stage and survive 30 turns”)  
● Enemies (Behaviour, 3D Art) 
● Buildings (including behaviour & 3D art for each): Wall House, Stone Mine, Watch Tower 
● Ability to expand village (with condition/price, new ring, unlocking building options) 
● 1 Resource: Stone 
● Basic sound effects 
● Game Menu 

HIGH TARGET 

● Buildings (including behaviour & 3D art for each): Bakery, Well, Bridge 
● Interactive Tutorial 
● Fire hazard system 
● Events that alter the relative location of buildings / rotation relationship of rings 
● Random Generator for Maps 

EXTRAS 

● Maps with multiple town halls & ring wheels surrounding them 
● Map exploration 
● More buildings & resources 
● More enemy types 
● More enemy types (e.g. dragon enemies) 
● Custom Music 

TIMELINE 

See Attachment. Colors correspond to the team member (primarily) assigned to the task. 

 Everyone  Robert  Jean-Luc   Manuel   Tim 

ASSESSMENT 

“The Twisting Town” will be a game for players who prefer thinking to action. The turn-based nature allows for 
the game to be played as slowly or quickly as the player desires. It is should also be playable using only a mouse. 
As such it should be accessible and easy to pick up even for people who aren’t necessarily avid video gamers. The 
art style should additionally help to make the game appealing for players of all ages. 

Being a building strategy game, “The Twisting Town” will provide a lot of classic motivation from this genre: 
Continually building something which becomes larger and more interesting the longer you play provides a sense 
of purpose. Making decisions on how to optimize the production of resources and protection of the village enables 
can additionally make players feel smart. 

“The Twisting Town” will especially take this last aspect to a new level with the added complexity of the rotational 
game board: In this game you will have to think several steps ahead to make the best decisions.  



PAPER PROTOTYPE 

DESIGN GOALS 

For a better understanding of the game “The Twisting Town” and the challenges which will be faced during 
development, a paper prototype was created. This board game allows testing the game in a very early phase of 
development on features like general game design, map design, balancing and early prioritizing of features.  

The main feature which shall be tested by the paper prototype is the turning of the map. This should enable many 
interesting situations for the player in which he has a variety of real possibilities. The best strategy should not 
result in the player always turning the same ring, but rather challenging him to adjust his actions to the new game 
situation. 

To get a better understanding of the main feature and not getting lost in a variety of bonus buildings and events, 
the game was reduced to the minimum which is needed to play it. Also, some aspects were ignored because they 
would be hard to model and keep track in the game. 

THE MODELED GAME 

MATERIALS 

The game consists of 2 game board. One rotating main game board and one which will only be used in the paper 
prototype to keep track of everything (details board). There is one player as well as at least one game master who 
keeps track of the resources and buildings in the game. 

MAIN GAME BOARD 

The main game board, seen in the picture below, consist of 3 rings, where the rings have 16-16-32 field. The rather 
low number of rings was chosen so that the game is kept simple and easy to test. 

 



DETAILS BOARD 

To help the game master manage the timers and resource information, he uses a details board seen below. 

 

BUILDINGS AND WORKERS 

A rotating game board brings with it the risk of elements falling from there rings and therefore having a wrong 
position afterward. To avoid this, it was decided to use Post-Its for the different building. This way they could be 
glued to the regarding field and removed later. To manage the resources each building became a number written 
on it, which correlated to an area on the details board where the resources could be stored. Also, different colors 
were used for different buildings. 

As the workers move quite often no Post-Its were used to represent them, instead, some game figures were used. 
For the resources and End-Of-Turn-Build-Action cards are used.  



GAME PREPARATION 

The main board: 

Place one Storage as well as one Townhouse on the most inner ring on opposite fields (mark post-its and pin them 
on the board). On the field of the Townhouse also a villager is added. The game master distributes some forest 
Post-Its on different fields.  

The details board: 

The storage is filled with 6 wood and 15 food. Also, each forest starts with 3 wood inside. 

 

GAMEPLAY 

Like the final game, a turn consists of multiple phases. 

1. Rotation Phase: 
In this phase, the player must turn a ring.  

2. Command Phase: 
Like in the final game this in the main phase of the player. He may build a building or give commands to villagers.  

3. End-Of-Turn Action Phase: 
In this phase, all villagers can perform End-Of-Turn-Actions, trees can grow back, and villagers consume food. 

ROTATION PHASE 

During this phase the player must rotate exactly one ring. The rotation length can be between one field to a turn 
of 90 degrees in either direction. 

COMMAND PHASE 

BUILDING 

The player can always make a Building order during this turn. For this, a turned Post-It is placed on the field. As 
soon as it is finished it is turned in the correct way. The resources needed for the building can be moved to it if a 
Storage is next to the building. The resources are tracked on the details board. The needed 
End-Of-Turn-Build-Actions are also tracked using cards like the resources. 

The costs of the buildings can be taken from the table below. 

Building Costs End-Of-Turn-Actions 

Storage 3 wood 3 

Lumberjack 0 4 

Windmill 2 wood 3 

Townhouse 2 wood 3 

 



STORAGE: 

Resources can be stored here and moved to Building sites or other storages if they are adjacent. 

LUMBERJACK 

If a villager spends an End-Of-Turn-Action here and the field is adjacent to a forest, remove one wood from the 
forest and move it to the lumberjack. Only one villager can use the lumberjack per turn. 

WINDMILL 

If a villager spends an End-Of-Turn-Action here, add 1+0.5* “field this ring was turned in the last rotation phase” 
food to the windmill. Only one villager can use the windmill per turn. 

TOWNHOUSE 

If a townhouse is built, add one new worker to the field where it was built. If the worker dies, the house becomes 
useless. 

VILLAGERS MOVEMENT 

Each Villager can be move 1 field per turn. 

END-OF-TURN ACTION PHASE 

During this phase, the End-of-turn actions are evaluated by the game master. Each villager working on a 
construction site gives it an End-Of-Turn-Build-Action. Workers in the windmill and lumberjack produce goods. 
Also, the rounds are counted and evaluated. Every 10 turns all forests are refilled up to 3 wood again. All 3 turns 
each villager eats 2 food. If there is not enough food, he dies. The location of the food does not matter. 

 



CHANGES 

During testing multiple changes were applied to the prototype to make it more fun and increase the value of the 
turning mechanic. 

REMOVING OF THE INNER RINGS 

During the first draft of the prototype, a different game board was used, seen in the image below, with smaller 
rings. This resulted in very short walk distances also because we allowed them to walk throw the middle. By 
removing these rings and replacing them with a blocked area the walking distances of villagers became farther. 
This makes the strategy of moving the villagers on the rings by turning the game board more interesting.  

 

 

TURNING VS VILLAGER SPEED ADJUSTMENT 

As it should be encouraged to move villagers on the rings rather than just walking to there goal, during the 
development the villagers were made much slower compared to the turning speed. 

The distance how far a ring can be rotated was also reduced. This was done because the prototype showed that a 
limitation on how far you may turn a ring makes planning more imported.  

 

START RESOURCES  

As testing started, the player was given only a minimum of resources to start the game. This resulted in an early 
game phase in which the player did not have a lot to do nor a lot of choices. To prevent this the player now gets 
more resources at the beginning so that he can start building and planning right away. 



ONLY ONE WORKER PER WORKSITE 

While multiple workers could work in one production site there was no real need to build a second of that type one 
nor to split up the workers. Also, it gives a rather easy solution if your people are starving. Both of this effect 
reduced the amount of planning a strategy a player had to think about. 

In the new version were only one villager can work in a building at one, this makes things far more interesting. 

 

 

 

CONCLUSIONS 

The paper prototype revealed may improvements, which can be adapted for the final game. Some can be taken 
directly to the digital prototype, like the unpassable area in the middle. Others are not that easy to apply because 
they have a strong correlation with multiple properties, e.g. the starting resources. These can still be used by, 
reminding the designers to keep an eye on these properties and adjust them in the final phase.  



INTERIM REPORT 

SCHEDULE STATUS 

ART 

After an intense modeling spree our 3D artist is ahead of schedule. Villagers and all buildings in our low-target 
layer have models, there’s already a basic inventory UI with resource icons, and even some visual effects for 
building creation and post processing are in the game.  

GAME FOUNDATION 

The code foundation for our project is doing nicely as well. With a game board controlling the game’s physical 
space, game state tracking via turn phases, an event system passing information like creation-, rotation-, and 
end-of-turn-events to buildings and villagers, resource transfer via drag-and-drop between inventories, and 
camera controls for moving the player’s view around the board all systems from our low-target layer are in place. 

BUILDINGS 

Buildings, representing the bulk of the content and mechanics in our game are lagging a bit behind. Of the four 
low-target buildings only three are operational: lumberjacks, villager homes, and windmills are in the game and 
can produce wood, villagers, and wheat respectively, but storage buildings are missing entirely. 

Additionally, the current plan is to have buildings manage villager animation states during end-of-turn actions like 
resource production. This task was implicitly put under ‘building functionality’ in the layer plan, but it probably will 
require a separate system. We expect this to be a significant amount of work. 

VILLAGERS 

In the game’s current state villagers can be created, ordered to walk to a point, navigate there around obstacles, 
lend their working power to buildings for end-of-turn actions, and consume food. So all low-target functionality is 
complete, and that last point even puts them ahead of schedule already. 

PROJECT STATUS 

Currently, our game is playable in a way similar to the physical prototype: a player can interact with the board and 
the implemented resource systems, but there is no goal and they have to track some information by themselves. 

 



The screenshot above shows the game elements a player can play around with at the moment: a villager in the 
center and its home to the left, a windmill which can produce food, and a lumberjack hut in the bottom right with 
two already harvested tree stumps in the bottom left and a few trees in the background that can still be 
harvested. 

 

To generate resources a villager must stand next to a production facility at the end of a turn. This is achieved by 
selecting a villager and clicking on the board to assign a target position. The villagers will then automatically move 
towards their target on a valid, unobstructed path (see the green and red line in the screenshot above,) but can 
only move a short distance each turn.  

To progress to the next turn the player must end their ‘command phase’ which puts them into the ‘rotation 
phase’. During the rotation phase they can only  drag one ring of the game board to rotate it as seen in the 
screenshot below. Dragging a second ring will reset the first one’s rotation. The amount players can rotate by 
currently must be between one ‘cell’ (minimum distance between buildings on a ring) and one quarter turn at 
most. 

 

After deciding on a rotation they like the player can press space to advance to the next command phase. Then, 
they can move villagers again, and also use any resources produced during the previous turns. Currently there are 
only wheat and wood available.  

Wheat is needed to feed the town’s villagers. When a villager’s (currently not displayed) hunger timer runs out, 
the villager will walk to their home and automatically consume wheat from a windmill’s storage space somewhere 
on the map. Unless there is no wheat available in the town. Then the villager dies. Horribly. 



Wood can be used to build new buildings. For that, the player has to select a ‘build order’ for a building of their 
choice (which can currently only be done with keyboard shortcuts,) and place it on some unoccupied cell. 
Currently, build orders use the model of a pile of logs seen in the screenshots below. 

 

To create a building from this, the player must supply both all necessary resources, and villagers working on it. 
Above, a player is moving one absolute unit of wood from a villager’s inventory to the build order. These 
inventories are opened by clicking on a villager or a building. 

Assigning villagers to work on a build order works just like assigning them to work at a production facility: the 
player moves them next to the build order. At the end of the command phase each villager in range provides one 
‘working power’ to the build order. When the required amount is reached, the building is completed (see below.) 

 

REVISIONS AND CHALLENGES 

So far the challenges we faced were, as expected, not about finding some way to implement functionality but 
rather design challenges.  

One part of that was visual design: creating building assets with a coherent style, but that are still easily 
distinguishable when viewed from a distance was challenging, as expected. 

The other part was the software engineering challenge of designing our core systems. Building a strategy game 
with many interacting systems made it necessary to pass a lot of information between different parts of the 
game, to always keep these parts modular and extensible, and to keep all values like construction costs or move 
speeds and limits accessible for later balance changes.  



Planning systems in ways that satisfied all these needs took a lot of time, again as expected, but it gave us a solid 
foundation to build on and, at least so far, made it possible to implement all desired functionality as planned, 
without any notable revisions. 

ALPHA VERSION 

SCHEDULE STATUS 

ART 

We have beautiful models for villagers, enemies and all buildings from the low target, as well as the watchtower. 
The villagers and enemies show multiple different animation for different situations, like chopping wood or 
building something. Also various parts of UI were added as well as some visual effects, which help the player to 
keep track of what is happening on the board. 

GAME FOUNDATION 

The code structure is complete and works extremely well. This includes a game state system which keeps track in 
which state the game is and calls various methods from there. The game board can be rotated, the camera can be 
changed in multiple ways and resources can be moved around by villagers and buildings. It is also possible to lose 
and win the game as well as advance into a new age where new building options are available. In the game 
foundation everything from our desirable target has been finished. 

BUILDINGS 

All buildings for our low target  as well as the watchtower were finished. Each of these buildings comes with 
unique functionality. While the lumberjacks, the villager homes, and the windmills provide wood, villagers, and 
wheat respectively, the storage can help to move and store resources. The watchtower meanwhile helps to 
defend the village from enemies. Furthermore, buildings can be demolished now. 

From the technical perspective we established a system where the buildings manage most villager actions by 
calling their end of turn actions. 

 
VILLAGERS 

New villagers can be created by building a villager home. They can be selected and sent around, with a UI path 
showing how far they can go. Also, the villagers can work in buildings, go home when they get hungry, or die of 
starvation or homelessness. All these actions are done with beautiful animations. Everything needed for the 
desirable Target has been finished for the villagers. 

ENEMIES 

Enemies are spawned after a couple rounds and invade the city. They attack villagers and buildings alike and can 
only be stopped with the watchtower.  



PROJECT OVERVIEW 

The game in the current version is fully playable and supported by lots of UI, animations etc., which helps the 
player to keep track of what is happening and have a great gaming experience.  

The player starts with two townhouses (and so with two villagers) as well as one storage. In the upper right corner 
the resources of the player as well as the number of citizens is displayed. In the upper left corner the end of turn 
button as well as current turn number are displayed 

 

During the command phase the player can move villagers, move resources or construct/remove buildings.  

To move a villager he needs to first be selected via left mouse click and can then be send around by using the right 
mouse button. The green line indicates how far he can move this turn, the red line shows the part that cannot be 
reached this turn. 

 

To place a building the hammer in the bottom right corner is used (and for demolishing the bomb.) After clicking 
on the hammer, a menu pops up from where buildings can be selected and then placed on the game board. 



 

Besides the lumberjack all buildings need resources before the construction can begin. To move the wood or 
wheat to the new building site the building which contains the resources and the building site need to be selected. 
Then the recourse can be moved by drag and drop. Resources can also be moved by villagers. 

 

To win the game the player has to advance in ages. This can be done, by selecting the town center and fulfilling 
the requirements there. Advancing in ages also gives new building options and unlocks additional  rings. 



  

After the player finished his building orders, villager movement and resource movement, he can press the end 
turn button. Now all villagers go to work, they chop wood, harvest wheat, build new buildings and go home to eat 
if they get hungry. But also potential enemies can move and attack now. 

 

  



After all villagers have finished there tasks, the player enters the rotation phase. Here he has to move one of the 
rings which he owns. He can only rotate the ring up to a maximum and has to rotate it further than a minimum.  

 

After some rounds the villagers will get hungry and go home. At home they consume a certain amount of wheat. 
If there is not enough wheat stored or the house of the villager has been destroyed they die. How long it takes 
until a villager will get hungry is displayed when a villager is selected.

 



The player can now build up a hopefully functioning town, but after some time evil enemies appear. They move 
towards the town center each turn and attack anything in their way. After buildings or villagers have lost a certain 
amount of life they are destroyed/killed. When the enemies destroy the town center the player loses. 

 

CHANGES 

A town center  in the middle was added in which the player can advance into the next age. 

We also decided to use the rotation phase as entry point to our game instead of the command phase. That did not 
really change anything as far as game logic goes, but this way any new player who starts up the game is 
immediately confronted with our core mechanic (and can also move the randomly generated starting buildings 
into potentially more favorable positions.)  



PLAYTESTING 

ADDED FEATURES BEFORE TESTING 

Although most of the features of the desirable target were finished by this time, some extra features needed to be 
implemented before testing could be done.  

As our testing method required us to not communicate the way to play the game during testing, an interactive 
tutorial was implemented.  

Furthermore, an options menu was built to toggle camera edge panning, inverting camera axes and turning off 
post-processing.  

Another feature that was implemented was a controls overlay to show our hotkeys on the keyboard and mouse as 
they were always hidden before. 

TESTING SETUP 

For our testing setup, we installed our game on the computers in the Games Lab of the university. We asked some 
friends to play our game which will from now on be referred to as players or testers. Some could not attend in 
person so we sent them a build of the game and a link to our survey. 

Each tester who was there in person started by playing a 10 minute tutorial and then after that the main game for 
about 30 minutes until the game was over.  

After that we let them fill out a questionnaire on Google Forms which was comprised of 5 sections. 

1. Introduction 
1.1. How often do you play strategy games? (1-5) 
1.2. If you played any, what were your favorites? 

2. General 
2.1. Did you enjoy playing the game? (1-5,) 
2.2. At what turn did you stop playing? (short answer) 
2.3. Why did you stop? (Multiple choice) 
2.4. How long did you play for? (short answer) 
2.5. Did that feel too short/ too long? (1-5) 
2.6. What was your favorite thing about the game? 
2.7. What was your least favorite thing about the game? 
2.8. Did you notice any bugs? 

3. Game Elements 
3.1. Which buildings did you finish constructing? (Multiple choice) 
3.2. What building did you find the most interesting? (Single choice) 
3.3. Why? (Long answer) 
3.4. What building did you find the least interesting? (Single choice) 
3.5. Why? (Long answer) 
3.6. What did you think of turning the rings? (Long answer) 
3.7. How often did you find rotating useful? (1-5) 
3.8. How often did you find rotating annoying? (1-5) 

4. Balance 



4.1. How difficult did the game feel... 
4.1.1. … in the beginning? (too easy, easy, challenging, too difficult) 
4.1.2. … around turn 10? (too easy, easy, challenging, too difficult) 
4.1.3. … once enemies appeared? (too easy, easy, challenging, too difficult) 

4.2. Did you advance an age? If so, when? 
4.3. Were there any game elements you felt were too weak or too strong? 

5. User Interface 
5.1. Did you feel like the game gave you all the information you needed? (1-5) 
5.2. Was there any information you would have like the game to visualize but it didn’t? (Long answer) 
5.3. How clear was to you where you villagers were / what they were going to do... 

5.3.1. … with 2-3 villagers? (very confusing, a little confusing, relatively clear, very clear) 
5.3.2. … with 4-6 villagers? (very confusing, a little confusing, relatively clear, very clear) 
5.3.3. … with 7+ villagers? (very confusing, a little confusing, relatively clear, very clear) 

5.4. If you found villager management confusing at times, do you have any suggestions for how the game 
could make this easier for you? 

QUESTIONNAIRE RESULTS 

Overall our testers had pretty varied backgrounds regarding strategy games but everyone had played some 
strategy games before. Some games they mentioned that they had played before included Age of Empires, 
Civilisation and Fire Emblem. 



 

 



 

Overall our testers enjoyed playing our game and in general one play session took 30 minutes to one hour. The 
turn time varied a  and on average our players took 1-2 minutes per turn. Out of 8 testers, 5 testers felt the game 
was neither too short or too long, 2 felt it was slightly too short, 1 felt it was slightly too long. 

Every playtester encountered a game breaking bug either during the tutorial or the main game which would cause 
two villagers to endlessly walk in place because they were blocking each other’s path. This would cause the game 
to never get out of the evaluation phase and never give players back controls which meant that you had to return 
to the main menu and quit your game. 

If that bug didn’t occur play sessions normally ended around the turn 30-40 mark where all villages where overrun 
by barbarians which killed all villagers, which in turn ended those games. All testers made it past turn 10 which 
means they built a windmill before their wheat supply ran out. 

One of our goals was also to find out if one of our main mechanics, rotating rings, was interesting. Testers said it 
was “fun”, “cool”, “added a lot of depth and strategy” or “interesting” and that they had to pre plan their 
movement beforehand. As seen in the charts below, most of the time players felt that rotating rings was useful, 
but players would also found it annoying to rotate sometimes. 

 

75% of our players said their favorite building was the windmill because it was the most well integrated and 
rewarding to rotate. The least favorite building was the Townhouse because they felt it was not integrated with 
the rotation mechanic at all and that it didn’t do anything. 

 



Regarding the balance of the game, all testers found our game easy or challenging in the beginning and around 
turn 10. Once enemies appeared none felt it was easy and some felt it was too difficult. Almost all testers made it 
into the age where they unlock watchtowers around turn 20-30. Most players felt no game elements were too 
strong or too weak; some felt that it was too hard to recover from enemies destroying your buildings because the 
enemies spawned constantly. 

 

Another part of our questionnaire was about the user interface  and clarity of the game. To the question “Did you 
feel like the game gave you all the information you needed?” there were quite varied answers. The question was 
not clear that it was only in regards to the user interface so that is why testers also mentioned things that should 
have been taught in the tutorial.  

We also wanted to find out if testers felt it was clear enough to them what their villagers were going to do next. 
From the answers we can see that with only 2-3 villagers only one tester felt that it was confusing, at 4-6 villagers 
it starts to trend toward confusing and at 7+ villagers, which only 2 testers reached, it was either very confusing or 
still relatively clear (This player also answered that his/her favorite strategy game was Total War so he/she is 
clearly experienced with multi-tasking).  

A lot of testers also wanted some indicator to show all villagers’ health and hunger at the same time so they don’t 
have to click through all of them individually. They also requested an indicator above each villager what he is 
going to do next and a list of villagers somewhere on the UI. Another feature that was requested was to be able to 
cycle through every villager without a task yet to quickly assign them jobs. 

OBSERVATIONS AND COMMENTS 

In general we are happy that people mostly enjoyed our game and had fun playing it. We feel like the rotation 
mechanic was well implemented and people liked turning the rings strategically. Unfortunately, we still had a 



game-breaking occur quite often that stopped every testing session completely. We are glad to have found it and 
will be fixing it until the final release.  

Although not planned from the start, our game is quite long but we should have expected each turn to take about 
1-2 minutes so it adds up to quite a lot of playtime. It was cool to see that our game could keep players engaged 
for so long. 

The tutorial showed most of the game mechanics and controls but not all of them. It was still missing camera 
controls which are vital in a strategy game. Another game mechanic we did not tell the player about were the 
enemies so new players didn’t know enemies would arrive at turn 20. Either in the tutorial or in the main game this 
still needs to be made clear somehow. 

We think our game is quite balanced right now. Every tester made it out of the first age which is the first hurdle. 
No tester made it to the third age and won the game on their first playthrough so the game isn’t too easy. Our 
goal was to always pressure the player into thinking about their next move carefully and we think that was 
achieved overall. 

Right now the enemies are a bit too powerful since they spawn constantly and most players weren’t prepared for 
them. We will change that so enemies spawn slower and then ramp up over time. 

We got a lot of feedback that it became very unclear what villagers were doing each turn when you had more than 
5-6 of them. Giving the player more tools to keep track of them would be nice but of the solutions that were 
suggested by players, none are easy to implement so it is very likely we will not manage to add any until the final 
release. 

Regarding the buildings we were expecting the windmill to be the most interesting. It also makes sense that 
players found the townhouse the least interesting building because it does not interact with the rotation 
mechanic directly. But this should be fine as we also want buildings that the player does not have to care about so 
it doesn’t get too overwhelming to manage your village. 

PLANNED CHANGES 

Here we list the changes that will be implemented that emerged from results of our survey: 

1. Fix game breaking bug for villagers and enemies. 
2. Tell the player the camera controls in the tutorial. 
3. Make enemies spawn less in the beginning but ramp up over time. 
4. Tell the player when enemies will start spawning. 
5. Make storage slightly less expensive to incentivise it more. 

Here are the list of features that we still want to implement until the final release: 

1. Music and Sound effects 
2. Saving and Loading 
3. Panning the camera with right-click 

  



CONCLUSION 

GAME PROJECT 

SIGNIFICANT CHANGES 

In the time since the alpha release we added two big systems that made the game a lot easier to pick up and play: 

 

The interactive tutorial already mentioned in the playtesting chapter demonstrates our core mechanics, 
interactions, and game elements, giving players an overview of The Twisting Town so they aren’t immediately 
overwhelmed when they start a game. 

  

The new save/load feature ate up most of the development time after the playtesting phase, because giving our 
game elements the ability to save and recall their state required changes in pretty much every single one of them. 



We decided to implement this feature now, even though we originally had put it in the ‘nice to have’ category, 
because we saw that the average playtesting session took about an hour (without even getting to the end.) 
Forcing players to either put in all that time in a single, uninterrupted session or lose all of their progress was 
nothing but a barrier for people with not as much free time, and a huge potential source of frustration. There’s a 
reason save states are a standard feature in strategy games. 

Of course there also were smaller changes including, but not limited to, a help screen listing available actions and 
keyboard shortcuts, balance adjustments to hunger and enemies, more new icons, and a few sound effects. 

FINAL RESULT 

Gameplay wise The Twisting Town is almost unchanged compared to the alpha stage, but it now is a lot more 
polished. So for an explanation of  how the game and all its elements work, and how a player would interact with 
them, please look up the chapter ‘Alpha Version - Project Overview.’ 

 
Main Menu 

 
Villager “Voodolph” in front of its house. 



 
Town after a few turns. 

 
Town after many turns. 



 
An Evil Enemy and what to build against them. 

 
Win Screen (mid animation) 

  



LAB COURSE EXPERIENCE 

DEVELOPMENT 

We didn’t experience any major problems while developing our game. For the most part we could just follow our 
initial schedule and basically implement our paper prototype. There were no concept changes at any point, in the 
second half of the project we just shifted focus more strongly than initially planned towards UI, feedback 
visualization, and other “Quality of Life” changes.  

A week before our planned feature freeze we briefly considered leaving out enemies and defense buildings 
entirely, (they weren’t implemented at that point,) but we decided to try, and thanks to our robust core systems 
we were able to put them in within that week. 

The playtesting sessions showed a few unexpected bugs and added a couple of points to our todo list, but for the 
most part helped reevaluate which of the possible changes we had already had in mind were the most important 
ones. 

Now, at the end of the lab course, our todo  lists are still long, possible feature lists even longer, but overall we’re 
really happy with what we have accomplished over the course of the semester. We had fun playing our game and 
so did others! 

COURSE STRUCTURE FEEDBACK 

The milestone schedule worked really well for us and our final result is very close to our initial desired target (with 
few features missing and other unplanned ones added). But that’s mostly because all of us  knew what to expect 
and so we could tailor our concept and our development schedule to the lab course structure. For example, during 
brainstorming the strategy genre was on the board right from the start because we knew using a board game like 
concept would allow us to draw useful conclusions in the paper prototype sessions. 

Still, with a different prompt than ‘twister’  we surely wouldn’t have found our way to this specific idea (or have 
come up with most of the other concepts we ultimately discarded). In that regard the theme was helpful and 
definitely enhanced our game. 

Having, and adhering to, a deadline for game mechanics with the alpha stage was definitely a great thing as well. 
It allowed us to schedule a lot of time for polishing right from the start - and we still ended up putting in more time 
than anticipated. Which is a big part of why our game came out as well as it did. 

As far as improvements to the course structure go, this is probably the best point to focus on. Moving the alpha 
stage to maybe a week earlier and really stressing that teams should aim for a feature freeze at that point (maybe 
making it a requirement) could enable more groups to more effectively bring out the interesting and fun core 
ideas of their games. It feels like most teams allocate a lot of time for maybe still cool, but not essential features. 

This additional time could for example be used to split the playtesting stage into an analysis and a coding phase, 
so all teams take a week to step back from their initial schedule, look at their project at that stage, and only get 
back into the trot after evaluating what the most pressing todos are at that time. 


