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The rotating blocker 
switches the path of the 
next marble to the other 
path. 

Switcher
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Just a shallow funnel 
that catches marbles 
that fall in it. 

It could have connector 
parts on the sides if we 
need it. 

Funnel





The Goal



1. The player starts with 
series of bases on 

which to build

Top down Side

Note: The units in this grid are just an example, they are not the 
actual or necessarily recommended length of a piece.



1. The player starts with 
series of bases on 

which to build

2. Some bases have a 
number associated 

with them. This is the 
number of marbles the 

player needs to get 
into this base to 

successfully complete 
the level.
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3. There is a point, or 
points, in space where 
marbles will spawn

4. Each point releases a 
set number of marbles
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5. The player needs to use 
a limited number of pieces 
to build a marble tower to 
get at least the required 
number of marbles into 
each base.
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6. There are stars (or a 
different object) that exist 
in the level as an extra 
challenge and sometimes 
a hint at how to solve the 
level. These are collected 
when a marble passes 
through them. So players 
are encouraged to build 
tracks in certain places.

7. Stars are used later in 
the game to unlock levels. 
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Interaction



Building Nodes

Building nodes are any 
point that a player could 
build off of. Most pieces 
have multiple nodes.

Nodes



Gear VR



Selection
Gaze
● Highlights 

the piece
● Selects the 

piece 
● Highlights 

potential 
building zones

● Allows for 
rotation

Building

Rotation



Building

● Selects the 
piece 

● Highlights 
potential 
building zones

● Allows for 
rotation

Gaze at 
potential node

● Highlights the 
node

Center press and 
hold

● Brings up the 
gaze pieces 
menu



Building
Center press 

and hold

● Brings up the 
gaze pieces 
menu

While holding, 
look at the 

items
● Highlights the 

option

Release button

● Selects piece, 
and adds it to 
your tower on 
that node

● Automatically 
selects the 
new piece



Building
Releasing button 

while not looking at 
any pieces

● Builds nothing, 
closes menu

Back at build or 
rotate selection

Where the 
player is 
looking



Rotation

● Selects the 
piece 

● Highlights 
potential 
building zones

● Allows for 
rotation

Hold finger on 
touchpad

Hold finger on 
touchpad

This begins rotation 
in that direction, 
until you remove 
your finger from the 
touchpad.

Another option is 
repeated swiping, 
but I think that will 
be less accurate.

Slide into hold



Deleting Pieces
With the piece selected 
the player slides their 
finger up on the touch 
pad.

This raises the piece off 
of the structure, if it can 
be deleted.

Releasing the touchpad 
while the piece is up 
deletes it.

Sliding their finger back 
down puts the piece 
back where it was.

Delete
Piece

Replacing
Piece



Change perspective Lazy susan allows 
players to rotate 
the tower using the 
same mechanic 
they use to rotate 
pieces. 

This allows players 
to rotate the tower 
in an isometric 
view.

Select + swipe and hold



Change perspective To go into top 
down the player 
needs to look up. 
Somewhere above 
the structure, there 
will be a floating 
icon representing 
top down. 

Gaze + Tap selects 
it, and the view 
rotates to top down



On Snapping



Snapping

Top down

When an object is rotated 
near another object node 
and the lengths match. The 
object will snap together 
once the nodes touch. 

Snap

To unsnap the object, the 
player needs begin rotating 
again, or if they don’t 
remove their finger from 
the rotate slide after .4 
seconds, then the snap will 
be broken and rotation will 
continue.



Informative 
UI Interaction



Common UI The goal is to make UI for 
building and interacting 
which will teach the user. 

Currently common Gear UI 
involves a timed delay to 
ensure that the player 
didn’t make a mistake in 
choosing that option.

The problem is that this 
reads to the player as 
waiting and doesn’t 
encourage interaction.



Node UI
Worldspace 
UI is small at 
first.

When the player 
looks at the UI, it 
grows and the 
outline changes 
color

Moving gaze 
off of the UI 
shrinks it 
back down.



Building UI
When highlighted, if 
the player touches and 
holds the touch pad. 
The building UI grows 
out of the node.

This also enables the 
player to look away 
from the node and 
keep it active as long 
as they continue to 
hold the touchpad.



Building UI
If the player releases 
their hold without 
looking at a building UI 
then the UI collapses 
back into the node.


