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Duel personality: How Mind Candy is growing World
of Warriors

By James Batchelor (/contact/james-batchelor)
September 18th 2015

(/contact/james-
batchelor)

We speak to the firm's Edd Smith about the latest outing for its
new IP

Following the world-conquering success of Moshi Monsters was never going
to be easy. 

While other companies would have been content with focusing on their best-
selling franchise, taking it to as many possible markets as possible, Mind
Candy knew it needed to do more. The firm tasked its development teams
with creating promising new IP, and last year a fresh challenger emerged. 

World of Warriors began as a single mobile title and has since been followed
with a few spin-offs, the latest of which is now available. World of Warriors:
Duel is a competitive 'fastest finger first' title starring various renowned
fighters from throughout history. 
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We spoke to technical director Edd Smtih
(pictured) about the new direction this
spin-off takes the franchise and how the
project has opened new opportunities to
both monetise and reward gamers. 

How does Duel stand out from other
World of Warriors titles? 
The most noticeable difference is the VS
mode, where you and a buddy can battle
it out on the same device. It was
something we threw in for the team to
mess about with, but it turned out to be
so much fun we decided to polish it up and include it in the final release.

Where other World of Warriors games offer more strategic gameplay
experiences, Duel is one of those great apps that you just pick up and play or
grab a friend and battle when you get a spare moment. We like to think of it
as the next Crossy Road or Flappy Bird, as it really has that 'one more go' sort
of feel about it.

Why did you decide to take the franchise in this direction for this title? 
We want everyone to engage with the amazing World of Warriors franchise,
so we try to cater for all types of gamers. With the other World of Warriors
games we offered deeper experiences with story and strategy, but sometimes
you just want to play a game where you can bash up a load of enemies. With
Duel you have that, it’s super simple and addictive so players can just dip in
and out when they get a spare minute or two. 

"We like to think of it as the next Crossy Road or
Flappy Bird, as it really has that 'one more go'

sort of feel about it."
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What learnings from previous World of Warriors titles could you use when
developing Duel? 
The World of Warriors codebase is about two and a half years old and over
that period we’ve learnt a hell of a lot, but the main thing we brought from
the main title on to Duel is the tools. We’ve always been quite coder-light in
comparison to artists, so we’ve done as much as we can to put the power in
the artist's hands.

I’ve never been very good at turning hand wavy gestures and vocal sound
effects into exactly what the art guys want, so we give them the tools to turn
what is in their head into a reality. This not only results in a higher quality
product, but it frees up our coders to get on with adding features. This is
really what enabled a single coder and a few artists to turn around Duel in
such a short amount of time. 

What new challenges did you face when developing Duel and how to did you
overcome them? 
Duel was our first attempt at using instant video rewards and the decision to
add them came quite late on in development, so the challenge was
understanding the technology and design implications quickly without
derailing what we already had planned.

We used a third party service called Fyber, who provided a plugin which is
simple to integrate and they have great technical support, so tech wise it was
fine. Design wise we ended up taking a simple and not too aggressive
approach which allowed the game to be enjoyed with or without watching
the video ads.

I now live in Oslo and this was the first project that I've worked remotely on
from the first prototype. The team's availability also meant that work was
split between Mind Candy's Brighton and London studios. Interestingly, I feel
that actually helped the team because we were all in the same boat and it
forced everyone to communicate openly rather than assuming knowledge
transfer through osmosis when working in the same office. We had daily
catch-ups like you would on any other project – only now it happens on
Google Hangouts. I’m a big fan of people getting up and going to people’s
desk to discuss/resolve problems, only now that happens using a video call. 




