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Spatial Logic in Among Us
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Dota2 - Patch 7.29 Among Us; Skeld

Game Space as a resource to understand Spatial Logic



How can Spatial Theory help you?

1) Spatial Qualities that influences Behaviour (Risks)
2) Spatial Logic in Design (Game Balance)

3) Interaction btw Space and Objects in the System (Tasks)



waoW, the game relies greatly on visibility and accessibility

Why is Electrical such a vulnerable place??

Is this even an intended outcome???

Space and Risk

An imbalance within Game Space




1. Spatial Qualities that influences Behaviour

The Amon9 Us Kill Map

by u/fakesynthi

Actual Risk:
Death Occurrences

Heatmap

» Source:
Reddit; Sample Size: 100
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Rmong Us kill heatmap
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1. Spatial Qualities that influences Behaviour

Visual Integration

What affects risk? Could it be... Visibility implies “Safety”



1. Spatial Qualities that influences Behaviour

What spatial qualities influence risk?

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



2. Spatial Qualities in Design

With imbalance, what do people even think of it?

The Skeld is by far the worst map in Among Us

Gaming

The map is the most popular of the Th ree, and I don't understand why. The map feels small
and is boring. Whenever I'm impos e Skeld I do the same things, I kill in electrical and
security and then vent to medbay. This is t oring. V 'l enever I| 1in either Polus or I ira HC II
have to come up with different strategies. The
caught because there are a few rooms very close to 1-Th T Th-rr rrﬂrl—" VISt T|-|| Uen 'rI
Polus, the rooms are far apart which n |-|l-v:_ It easier to escape. In Mira HQ the rooms are

separated by the long hallway and the decontamination chamber, which spreads things
apart. In ._._.-r|._||_|_-.|I_.| , The Sk —| 1 is a borin |:| map that is too small while the -._.nthr_'| maps offer
fun and different gameplay e

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



2. Spatial Qualities .l

https://innersloth.itch.io/among-us/devlog/50755/the-data-among-us

Unique Game Settings \

Less Vision, Longer Cooldowns
> More difficult for Imposters

More Tasks
> More difficult for Crewmates
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=
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Custom Settings

Map: The Skeld

# Impostors: 3 (Limit: 0)
Confirm Ejects: Off @
# Emergency Meeting
Anonymous Votes: Off
Emergency Cooldown: Os
Discussion Time: Os
Voting Time: 75s

Player Speed: 1.25x
Crewmate Vision: 1.75x
Impostor Vision: 0.25x

Kill Cooldown: 10s

Kill Distance: Short

Task Bar Updates: Always
Visual Tasks: Off

# Common Tasks: 2

# Long Tasks: 3

# Short Tasks: 3

Kill Diis
Visual
Task Bar Updates

# Common Tasks

Why is Game Balance Important?

* There will always be asymmetry in a game

e Each and every Player want an equal chance of
each outcome (e.g. winning/losing)

* It’s not fun when its too predictable or repetitive

Crewmates
47% Imposters

53%

Existing Mechanisms!

* Existing solution is mostly self regulatory, but
barely intuitive

* *Only influence win loss ratio (crew/imposter)
but not the “balance of the space”



2. Spatial Qualities in Design

Exploring how does space contribute to Game Balance

(Hypothetical) Visibility Map Without Obstacles (Original) Visibility Map With Obstacles

The “Distribution of Visibility” is more balanced out.

Hence, the death rate is likely to be more “Balanced Out”.



2. Spatial Qualities in Design

Win-ability/Fairness Meaningfulness of Game
Metric Win Loss Ratio Spatial Interactions (Deaths, Traffic)
Influence by In-Game Mechanics Spatial Qualities (Visibility, Accessibility)

Addressed sufficiently? Mostly, yes Not enough, hence complaints




3. Space and Objects

Visual Integration of Map

Visibility can be used to
understand “Safety”

Is there a logic to why Some
Tasks are placed at its
corresponding locations?
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3. Space and Objects

Plot of Visibility by Task Category

Group.3
All
Common
Long
| Short

Visual

Long Tasks are
quite Visible

Short Tasks are
less Visible

Visual Tasks are
very Visible




Example of Long Tasks

Dwelling Time -> More Dangerous Location -> More Safe

The longer you spend in one spot,
the more vulnerable you become

Spaces around Tasks are extremely Visible




3. Space and Objects

Plot of Visibility by Task Category The Role of each Task Category

Long Tasks are quite Visible Long Tasks are located at safer areas

> but time spent makes it more dangerous

Short Tasks are located at dangerous areas

Short Tasks are less Visible : :
> but time spent makes it more safe

Visual Tasks are located at central areas
Visual Tasks are very Visible > serve a unique function in the game, beyond “safety”

In-game elements interacts with the layout to provide the function of the space.



How can Spatial Theory help you?

1) Spatial Qualities that influences Behaviour (Risks)

e.g. Creating movement, interaction, vibrancy

2) Spatial Logic in Design (Game Balance)

e.g. Logic of the existing space/environment

3) Interaction btw Space and Objects in the System (Tasks)

e.g. How elements can shape the space

...to Generalize?



