PROJECT MP, PLAYER WORKSHOP

The Extreme Survival group

emphasizes rich content,
seamless basic actions,
immersive stories, and

fair balance in gameplay

Satisfier Vote*
Various things to enjoy 3
Seamless and convenient 3
Immersive stories - themes 1

Basic Vote*
Fairness in game balance 2

*Player vote during the session

Satisfaction

Fun to grow and progress
Gradual resource buildup

Zero-to-one progression

Grinding made engaging
Efficient workflows(tidying)
Efficient, smooth creation

Efficient workflows(farming)

Immersive storytelling
Clear identity theme

Primal survival thrill

Various things to enjoy
Various content to enjoy

Continuous randomness

Immersive stories - themes #Seamless and convenient

Seamless character mvmt.
Seamless basic actions

Casual friend invites

Avoid basic farming late  Fun even in the later stages

Minimize pointless actions

Casual grind during breaks

High level of freedom
Avoid unwanted situations
High freedom in creation
Highly customizable
player-driven gameplay

Open-ended goal approach

—
Function

Fairness in game balance
Systems shift with progress
Co-op vs. single balance
Anytime co-op access

Fair rewards for effort

Player-Generated Topics @

Player Needs



PROJECT MP, PLAYER WORKSHOP

The Exploration group

looks for signature themes,
variable-rich gameplay,
and high level of freedom

in overall creative activities

Satisfier Vote*
Signature themes 1
Variable-rich gameplay 1
High degree of freedom 1
Easy-to-access co-op 1
Endless fun 1
Seamless user interface 1
Sense of achievement 0

*Player vote during the session



PROJECT MP, PLAYER WORKSHOP

The Creation group

values a variety of content,
engaging grind, seamless
user interface, and

rich environmental variety

Satisfier Vote*
Rich content offering 4
Smooth, engaging grind 3
Seamless user interface 3

2

Various difficulty options

—

Rich environmental variety

Open-ended gameplay 1
Effortless building - crafting 1
Free perspective control 0

*Player vote during the session
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