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voa analysis of Or9inal Skeld map

THE PROBLEM

Bro the 92ame is so
boring now :-/

fax bro. samep|ays
are setting
repetitive lol

hisher visibility = |lower kill
chance

how ma4y we bring this rangse of kill

I wish I could analysis: The 0riginal Skeld HMap percentase over to our new map?

rereclay this 9ame
asain for the first
time.

Skeld is definitely my favourite
mae, everything is connected but
I still don’t know how the
impostor is at first 9lance.

HAHA for real man. 1
wished it had more
variety.

from Elijah’'s survey results

Pproblems to tackle:
1. how do we make the 9ame more en-

jD‘Jab |le? d \ I like that emer9gency button and
i 6 sPawn are at the same place!

1. how do we make it such that the
gamepPr | ays have variety?




PROBLEM STATEMENT

HOW MAY Wt MAKE THE GAM
i

EPLAY HAVE MORE VARLETY
50 THATIT IS MORE ENTOYABLE T0 PLAYT

WHAT IS THE SIGNIFICANCE OF

OUR SOLUTIONS

PART 1 @ WHAT IF THE EMERGENCY BUTTON WAS
AT SPAWN?

1. DEVISING A NEW MAP THAT IS REFRESHING
FOR THE PLAYERS

2. THE MAP HAS TO BE THE MOST FREQUENTED
PLACE

3. THE SPAWN POINT HAS TO BE ACCESSIBLE
4. LIMIT THE DEAD ENDS

EMERGENCY BUTTON AND SPAWN BEING
AT THE SAME PLACE?

PART 2 @ WHAT IF THE EMERGENCY BUTTON WAS
NOT AT SPAWN?

1. CHOOSE A MAP WITH VARIETY IN UGA
ANALYSIS --> VARIETY IN GAMEPLAY

2. DEVISING A NEW MAP THAT IS ALSO

REFRESHING
When everyone starts from centre. 2 LIMIT DEAD ENDS

THE FLOWOF MOUEMENT WILL You can see where theYy are 9o0in9g
BE DIFFERENT. from sPawn.

But when everdyone starts from
different spPawn pPoints. You won’t
know where others are. increasing
sense of mystery.



rart 1:emergsency button at skrauwn
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rart 2. diftTt skawn
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rart 1:how is it difTferent™?

scenariol

orange creumate wants to so from WEAPONS to LOWER ENGINE.

how will their JourneY |ook

upper engine

reactor

security

canteen

| ike?
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navisation
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&

while the lavout is different.
based on the kamada kawai seratial
network graeh. both maers still
have |loors pPresent to allow for
maximum circulation and multiple
choicesto move around. which
still caprtures the main rpoint of
the Original Skeld mape.

ure the impostor




red vented
scenariol O
red creumate_uapts to 90 from_uEnPUNS to LOWER ENGINE, into vour heart?
how will their JourneY l|look |ike?
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rart 2:how is it different?
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RANDOM SPAWNING:

based on our maep variations.
we chose a mae with a very
colourful UGA 9rarh. we think
that srpawning at different
areas with different visuval
isovists can affect the
gamerlay because now it relies
on the plavers luck.

different spawm Points also
mean that based on the tasks a

crewumate 9ets. they may take 55 > P
lesser or more time to
complete them. allowing the
game to last |onger.
G D

this also heigshtens the sense
of mystery as You won’t khow
what the roles of Your other
crewmates at once.




