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Abstract This paper will discuss the process behind creating casual games utilizing Spritekits. Casual games,
which recently have been on this rise due to the increasing use of personal adhered media and SNS, are
significant in that they are leading the way to various changes in the gaming industry whilst making it
popular. With this background in mind, and through research on Casual Games, we have divided the
production process of Casual Games into three parts and created the game ‘“Round and Round” which utilizes
Spritekits. We have sectioned and organized the production process of Casual Games into four parts as
followed: information architecture, design, program development, and debugging. This research will propose an
easier methodology to approaching the production of casual games and be a guideline for creating games with
the minimal amount of personnel.
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(Table 1) The Stereotypical Hardcore player and

Casual Player
Hardcore player Casual player
Fiction preference Negative Positive
Game knowledge High Low
Time investment High Low
Attitude toward -
difficulty Prefers Dislikes

(Table 2) Feature of the Casual game

Simple Installer

Most casual games are simple installation
process.

Easy Rules

By using familiar genres, the game is
easily understood by the general public.

Casual Play

Does not require an intricate interface.

Short Play Time

Can be enjoyed anytime due to its short
play time.
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(Table 3) Casual Players and Casual game design

Stereotypical How casual design
Casual player stereotypical casual player

supports  the

Preference for Positive |Positive fictions support players with
fictions such taste

Usable design supports players with little
knowledge of game conventions. Juiciness
gives players constant feedback about
how well they are doing

Little knowledge of
game conventions

Interruptibility allows both playing in

Low time o . .
. short bursts withlittle time investment
investment . . o
and playing with large time investments
Lenient punishments for failure: casual
game design generally does not support
Low difficulty players who dislike difficulty entirely, but
tolerance supports players who dislike replaying

large parts of a game over, and who
dislike rote learning.
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(Table 4) Designing Games for Novice Gamers

A game that players feel isn't overly

Low level game difficult.

Visible Game The game mechanics should easy enough
Mechanics to grasp with one glance.
Socializing The game should be playable with other

players.

The game should be designed using

Theme and Setting .
familiar, uncruel themes.

The game should not introduce the
player to a difficult situation from the
get-go and it should be made to be easily
accessible.

Intellectual
Manageability
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[Fig. 1] Process of Game Production
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[Fig. 2] Overview of Proposed Development Process
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(Table 5) Casual Game Production

Step 1 | Design the overall layout and develop the screen transition.
Step 2 | Lay out and design the screen.

Step 3 | Develop the overall program.

Step 4 | Debugging
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