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Game Space as a resource to understand Spatial Logic

Dota2 - Patch 7.29 Among Us; Skeld



Shower Thoughts

Discover

Insights

Problem and Intent

Ideation

Idea of Risk

Observations

Rabbit hole of questions

Answering your own questions

Knowing my Options 

Train of Thoughts

Narrowing down your problem 
and approach



Shower Thoughts

waoW, the game relies greatly on visibility and accessibility  

Space and Risk
An imbalance within Game Space

Why is Electrical such a vulnerable place??

Is this even an intended outcome???



Discover

Source: 
Reddit; Sample Size: 100

Actual Risk: 
Death Occurrences

Perception of Risk:
Online advice on where 
might be dangerous

What iz
R i S k even

???
wtf



Discover

What affects risk? Could it be… 

Visual Integration



Discover

With imbalance, what do people even think of it? 

It’s not fun, because its just too easy.
They want more possibilities within the gameplay.



Insights

Perception of Risk
correlates with

Visual Relativized Entropy
which represents

Accessibility: Complexity of Travel

Actual Risk (deaths)
correlates with

Visual Integration
which represents

Visibility: Eyes on the Street

What spatial qualities influence risk?



Insights

Imposters
53%

Crewmates
47%

Win Rate

More Tasks
> More difficult for Crewmates

Unique Game Settings

Less Vision, Longer Cooldowns
> More difficult for Imposters

Existing Solution to cover gaps – mostly self regulatory, but 
barely intuitive
Only seasoned players can fully utilize these functions
No significant patches/ game changes from the start

Reports a pretty fair win rate,
but it doesn’t tell you the quality of the gameplay

User: Are the current 
game balance 

mechanisms enough?



Intent

B i g B r a i n T i m e

Is it enough to just tackle 
actual risk since it 
represents the result?

But then again,
wouldn’t the perception drive
behavioural tendencies too? 

Changing the perception risk is 
needed as part of the overall 
quality of gameplay

How do I make improve the 
overall gameplay rather than 
just balancing the results?

Tackling areas with both unideal accessibility and visibility

How do I allow the balancing 
mechanisms to be more intuitive 
or integrated in the game easily

Spatial Design to target 
vulnerable areas 

Maybe a Spatial solution?
Space is integrated in the 
game and does not rely the 
user to figure it out

Insight on Game Balance
Insight on Risk and Space



Ideation

More Analysis to explore possibilities :”)

Spatial Design: Shapes Spatial Programming: Connections



Overview

Imbalance of Risk in Game Space

What Causes Risk?

Shower Thoughts

Discover

Insights

Problem and Intent

Ideation

Difference between 
Actual and Perceived

Actual Risk caused by
“Accessibility” qualities 

Perception of Risk caused by
“Visibility” qualities 

What do people even think of 
this imbalance?

Spatial Design: Shapes Spatial Programming: Connections

Understanding Characteristics 
Game Balance

Improving Player Experience (balancing the game) by 
targeting unideal visibility and accessibility areas


