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Game summary

Factorio is a simulation management game, focused on resource gathering and
processing. The goal of the game is to generate an industry capable of assembling a rocket
that will save the protagonist from the hostile planet he has crashed on. The protagonist
can create a variety of buildings like miners, assemblers, furnaces etc... These buildings
process materials in different forms, forcing the player to configure them in a way he feels
suitable.

The player also has to be careful with the wildlife of the planet. All the machines the player
builds expel CO2, which, in large quantities, will make those life forms hostile to the players
industry, therefore the player has to also create a militaristic industry, creating turrents,
bullets and walls that will protect her factories.




Success factor

In the next diagram there is an explanation of which mechanics are core to the game and
make it a successful one.
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Your factories can always be ~ The factories created by the players can
L ' eeeeseee
better b

always be smaller or more efficient

.

';".. Upgrading buildings sometimes involes a
E @ redesign of all the factory because size
:_ change or different production speed.

Discovering new areas with different
resources motivates the player to
recreate her factory.

Even if the player thinks that his defences
Non stop upgrading and or factories are good enough the enemies
expansion will keep evolving, so a factory that works

in the early game won't work later on.

Even though the map is huge local
resources tend to be finite (in a normal
game) so searching for new resources

becomes innevitable
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Since it is a game that involves a lot of
YIRLERRRRY @, thinking there are tons of tutorials of it
online

Big community with

tutorials and feedback

o
o

Some of the game's active community
invest their time making blueprints for
other players
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Some players actively continue
researching for more efficient methods
in the game.

There are few primary materials but by

Simple rules with combining them and processing them

complicated combinations you can get extremily complicated
P

systems for manufacturing
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Why do users keep playing?

Every game creator always wants players to return to his game. Fatorio is not the

exception and has crucial factors that make players return to their experiences showed
in the next diagram
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Why do players spend their money ?

Factorio has sold over 2.5 million copies (according to the game's web page). Various
factors have contributed to make it worth buying:

1. Massive options for
2. This game lets players extensive and that can easily get
more complicated. Factorio accomplishes this easier than other building, strategy or
automation games.
a. When a potential customer reads reviews, she will a comment
saying that the

3. For someone interested in this game genre
, Factorio is an
a. Simple rules, complicated combinations.

4. Hard to missin
a. Onceyou put an eye in the game you will easily encounter it later due to

How does it generate value in multiplayer?

The game devs knew multiplayer would be an important feature in the game, that is why
we can see that feature was implemented in early development .

% Allowing players to helps her to
and overthinking created when playing alone.
% The game tends to make the player in face of the immensity of the map
and the time spent alone thinking for survival.
% Simply working with others in for certain

groups of friends.


https://www.factorio.com/support/press-kit
https://www.factorio.com/blog/post/fff-58

Decisions behind the gameplay

Some factors are key to communicate to the player what is happening in the game. Most of
them are visible in the next screenshots.
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making it easier for the player to understand what all the system is
doing as a whole. Without this feature, making the simplest of factories would
become extremely hard, as the player would have to memorize what each building
is doing or would have to enter each one constantly.

2.

Also items that derive from others tend to have the
same color as copper ore — copper plate — copper wire. This allows the player to
have a notion of how the input materials are being refined.

3.

This is useful to know when there is a jamming



in somo point of the factory or to organize "transport buses", a basic setup used by
players.

The player cannot only see the available terrain and resources but the
pollution and the localization of enemies, allowing her to plan where to expect
attacks in order to prepare and focalize defences, specially in early game when
resources are limited.

Assembling machine 3
Crafts items that require up to 6
ingredients.

| Health: 4007400
Energy consumption: 2.3 MW |
Drain: 7.0 kW
Electricity:

Productivity: +40%

Last user: hypermania
Number of effect sources: 14

Crafting spe o~
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5. Since efficiency is a fundamental part of the game, an accessible and informative

This information has been derived in
the community programming ratio calculators to help other players make the
perfect configurations without taking time calculating them.



How does the learning curve affect gameplay?

The learning curve in Factorio has crucial steps worth noting. This curve represents the
experience a new player has with no previous or little knowledge in the genre.

Challenge
w

0. The tutorial part:

o The player understands the setting of the game and its goals, yet he doesn't
know the effort that will be needed to accomplish them.

o The player can see his progression clearly, making him feel capable with what's
coming next.

1. The first run part:
> The player leaves the basic tutorial and is now free to do what she feels
best for her factory
> She encounters her first problems and manages to resolve them.
> The factory starts to take form and the player starts to feel proud about
her creations, most of them are her own.



2. The player, not being cautious,
and
> The players start to guess that it is a long and complicated trip.
> Some problems become too complicated and the player starts looking online
for solutions.

> Most of the players decide to , since they

> The player watches his past creations and can clearly identify the errors
made, this makes him

Players tend to have here now that they know how much
time will be needed to progress:

they just want to enjoy the game. So may start new
games with easier world map settings, winning and perfection is not that important.

At this point of the game, making
factories becomes more and more difficult, but these highly organized players take
their time to learn and upgrade.

3. The second group takes this path. They invest time improving
their factories and researching for better ways to do them. This part is very
demanding, The

upgrades available in this part tend to be important for late game and impress the
player

Factorio's learning curve is a versatile one.

The genius of it is that there is still . As

hardcore players serve as inpiration to keep playing and new players find help in the
community.




Factorio Core Data

To put in perspective how much time players engage in the game here we can compare the
median time with other games.

Playtime in the last to weeks - October 2021

B Median playtime [l Average playtime

20

15

10

Dyson Sphere Program Skyrim TW Warhammer Il Factorio

Stats referred in the charts above can be seen in this link. This graph was done with the data of two
weeks earlier on the 5th of October.

% We can see how much more time players tend to invest in their Factorio
playthrough. We can argue this is because of how much time it is needed to
make the playtime worth it.

% As we know, the player has to continuously go for tutorials, provoking an
overestimated playtime since players are not likely to close the game while
searching for help.

< Players leaving the game for short periods of time and making them enter Reddit or
Youtube, exposes them to get distracted and stop playing.


https://steamdb.info/app/427520/graphs/

What stops the game from being more successful?

No game is perfect, and Factorio is no exception. Although it is a great game it has

opportunities to get even better.

A PROBLEM ORIGINATED BY

Continuous
interruptions of
gameplay
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CAUSES

- Lots of game exits
- Frustration
- Unreliable playtime
stats
- Players leaving the
game are tempted to do
something else.

- Frustation in early
game
- Pivot in the learning

game
-If not dropped, game
becomes addictive




- Slowly attracts new
players
- Difficult to return to the

game

miro
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What mechanics cause these problems and how to deal with
them.

Every problem has a potential solution and here we can see some initial approaches to them.

RESOLVED BY

- Simple access to the wiki, where even
more info is opened.

- Implement better planning and
information tools.

- Pre done blueprints.

- More immediate rewards to the player.

- Different ways of
@ assembling tools, vehicles,
‘ guns

-
.

- Allow more of an RTS type
@ commanding of the

components of the factory
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General proposal

If we take one of those proposals, we can observe its reach is enough to be considered as a
possible solution.

Less frustrating game

Errors due to accidental
mistakes will be fess
common, making players
enfocate in big and
interesting ones.

Less painful gameplay

Allows the players to Proposal: Planning and information tools
concentrate in planning fun

part of thier factory rather Adding an ingame tool can become a powerful

than doing monotonous choice for keeping players in factorio.
calculations
Explaining to other players would become
easier since more and simplier information will
be visible in one screen.

Immersion

It will allow to keep them
. . . immersed in the game and
The Ul will benefit from this. keep them outside internet

distraction.

More efficient
playthrough

Players spend less time in
feeling satisfied with their
creations
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How will Wube Software benefit from this?

Efforts must transform into results, in the next chart we can appreciate how this will happen.

game. |

Sharing and understanding the game will be |
easier, making a fast expansion of the
community.

Immerson will not be disrupted and players |
won't be exposed to external distractions.
Playtime stats will be more precise.

Users won't need to exit Factorio in order to |
understand a concept or watch a tutorial |
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New Features

Based on the above, we can come with the following features the game would benefit from.

Feature Overview Components Cost
Divide the map by regions and access its own stats. DPS
allows this in planetary, system and galactic scale. -Code
Stats by - Players can craft Poles to makg regions in their map. -ul . ‘
. -Each region can have its local stats ) Medium - High
region ) } ) L - Game design
-Creation and consumption of materials are visible stats. e
-Assigning colors to each region helps the player identify
them.
Total war games allow entering the wiki with right click.
Making an easier learning curve.
. < -With a right click in any object in the inventory, the player
Right click € Y 00 T b play -Code
g can access the wiki of it. Low
wiki access . - - - Ul
-Each object has a little synthesis, an example of usage and
its stats.
-This will stop the player to leave the game and enter the
Making an in game community for sharing blueprints.
- Blueprints have the advantage to be a character string,
In game making a community for sharing this will not be that Code
blueprint difficult. Ul High
community | -Migration from fan sites and reddit will take into account
what works in those sites
Feature Overview Components Cost
An in game ratio calculator is a common tool for Factorio players.
-Players indicate a desired output and a velocity of production -Code
In game -The calculator will show how much materials are needed to have the Ul L
calculator desired output. ) ) o
-It can be better than the online one by letting it take into account the - Game design
current production in the game.
Factorio Lab is a complete calculator even used for other games
like DPS or Satisfactory.
-Similarly to the ratio calculator the player indicates an output and a -Code
velocity of production ;
Flow chart - The flow calculator indicates the inputs and buildings needed for it to -ul . Medium
wisths - Game design
- It shows a flow chart where the player can graphically see how to
configure a factory with the desired results
18
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Risk of features

Each new idea comes with a risk. In the following charts we can see how much of it each
feature involves.

Low Risk

- Players might need to
download the wiki or have
an internet connection
- Miss click can become
frustrating.

-Players might already
have a workflow with their
calculators
- Has to be better than the
online ones

Ingame calculator

Right click acces to wiki

Medium Risk

- Has well stablished
competition.

- Player may prefer

thier older workflow

-More Ul and calculations
can overwhelm the
inexperienced player
-Players can prefer their
old workflow

Stats by region - med
Flow calculator
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High Risk

- Difficult for coding to
implement.

-Might leave older version of
Factorio unable to open maps
with the upadate, due to the
regions the player creates.

-Competes with social
media and internet forums.
-Needs a dedicated server
to run.

Stats by region - pro
Blueprint community
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