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Factors Influencing Game Level Design for Endless Run Game
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Abstract

One of the game designer goals is to create a joyful game
which is open-ended and widely appealing. While there is no
general process or success solution since there are many
different conditions that need to be considered such as

player type, player as well as the balancing between game
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challenge and the ability of gamer. This research systematically
reviews and analyses the factors influencing player enjoyment
and its rating on over 50 casual endless run games from online
store. Then the factors were used to create an endless run
game called T-rex adventure aim at comparing to another
2 games from online-store. The aim of this work is to assist
the game level designer by proposing the factors related to
the success of endless run games in terms of enjoyment of
the game and rate of return of players. This will help develop
better video games for the consumer and improve game
upgrades. The results have shown that two factors, including
the number of reward gathering and type of obstacles, are

influencing the player enjoyment.

Keyword: Factors, Game level design, Endless run game.
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Category Sub-Category

Factor

Characteristic (Value)

General Factor Garme function

Stamina (32UUIINANTIEY)

Yes (3%), No (97%)

Game mode (IuuglwuUNIEWYaINI)

Number (1 - 5), average = 2

Scene connection (FUuuumMsANLYERIN)

Endless (83%), Ending (17%)

Video (IRloviaGassrimeiumn)

Yes (17%), No (83%)

Boss (nsmdnuARIdFmauTsag)
. — L] . L 1
5 o
Quest @nmunlitiauiniaiusia)

Yes (3%), No (97%)
Yes (71%), No (29%)

N AN

Achievernent (MsIAsEAUNS o9 YBIRNLANSD

Yes (86%), No (14%)

- = &
gz Uanaans s‘l"J'ﬂ'I."I..lLFI!.I)

oo

Advertising (lansaun)

Yes (86%), No (14%)

9. Event (fOnssuidmnuganan)
Sodial connection (n1spumafudAusaulatl)

10.

Yes (46%), No (54%)
Yes (83%), No (11%)

General Factor Device Function 11,

Orientation (MAvmnanTiuamnatassanialunu)

Horizontal (31%), Vertical (69%)

12. Viewpoint (qmum‘rmal:fla'u} O/S (32%), Side scrolling (349), Other (349)

13. Controller (Fuauilovililuniaauin) One hand (639%), Twe hands (37%)

14. Dimension (yUuuunsmiAuaun) 2D (43%), 3D (57%)

15. Gesture (UuuunsURAUSITWIAEEUAUN) Tab (499%), Swipe (1196), Mix (4096)
In-game Factor Character and 16. Character uperading (sruudfigammansodazas) Yes (69%), Mo (31%)

Ability 17. Character speed (jUuuuns AT TewaTAT) Increasing (409), Steady (60%)

18. Character action (F1UUTaNSIARBUN1EIRIAZAT) Number (1 - ), average = 2

19. Destruction (M 3¥ang@wad) Yes (409%), No (60%)

20. Hit point (szuundiiinvasiiacas) Yes (149%), No (86%)
In-game Factor Player support 21. Experience system (‘SzUU'ti'JUL“a?JE‘J:L'éu manuszaunisal) Yes (09), No (60%)

27, Resuscitation (SEULTALTN) Yes (639%), No (37%)

23. Inventory (oafivuad) Yes (749%), No (26%)

24. Itern shops (Srusnngluny) Yes (869, No (149%)

25. Rotary (seuvauiasusiasasunsauin) Yes (69%), No (94%)
In-game Factor Reward 26. In-game supported reward {ﬂa«ﬁ‘]ﬁaﬂ‘i‘fuﬁﬂf‘imaﬁuﬁ Yes (57%), No (43%)

f vausfiEuny)

27. Improve score reward (189519 AV IANHARBAZ LLL) Yes (3d%), No (6696)

28. Temporary reward (183 TR ) Yes (63%), No (37%)

29. Rewards gathering Funislsusa) Nurmnber (1 - 6), average = 4

30, Collected reward (Va3 aniamnsaihuazanbILA) Yes (8696), No (14%)
In-game Factor  Obstacle 31. Platform type (3Unuuunasmaiunigluinu) Static (149%), Dynamic (86%)

32. Obstacle style (gUwuvunagUdasia) Static (119%), Dynamic (89%)

33. No. of obstacle type (inugluuugiaisn) Number (1 - 16), average = T

"move, jump, double jump, slide
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1) Reward gathering = 3, Character action =4

2) Reward gathering = 5, Destruction = Mix

3) Reward gathering = 5, Destruction = Non,
Character action = 1

4) Reward gathering = 5, Destruction = Non,
Character action = 2

5) Reward gathering = 5, Destruction = Non,
Character action = 4
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6) Reward gathering = 5, Destruction = Crash,

Character action = 2
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