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Mechanics: P.E.T.S. SPA 

Mechanics Analysis of P.E.T.S. SPA 
Game Overview 

 

Game title: P.E.T.S. Spa Tycoon 

Sound bite: If you think you’ve got what it takes to successfully operate a Pet Spa, it’s time to 

don your leashes and litter boxes - and get right down to it! 

Executive summary: P.E.T.S. Spa is a stimulating, high-speed virtual Pet Spa game for 

everyone, where you have to quickly and efficiently carry out grooming, boarding, and general 

services for a steady stream of pet customers. By performing essential services on all sorts of 

pets on time, you earn valuable virtual income which can be used to buy more locations or 

equipment, and generally upgrade your business. If you keep hitting your income targets, you 

can transform your humble Pet Spa into a massive nationwide franchise! 

Genre: Simulation | Tycoon | Management | Business  

Target audience/demographic: The target audience for this game is young gamers, both male 

and female, ages 12+, pet lovers, and business lovers. The nature of the game will be attractive to 

business classes, accounting classes, and SPCA. The simulation is meant to be light and 

strategic, where players enjoy it but without excessively heavy themes. Additionally, a sub 

audience would be fans of SIM City games. 

Target platform: The target platform for this game is Android tablets and phones with a light 

sensor within the device. I plan to develop for Android version Oreo as that is compatible with 

most devices. If time permits, I’d like to create a modified version for a Steam release.  
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Mechanics 

Lens # 21: The Lens of Functional 2D Space 

 The space of P.E.T.S. Spa will be continuous, 2D spaces within spaces. I chose to use 

nested spaces, as indicated in the drawing below; to use little icons representing locations, 

buildings, or stores, where players can enter as completely separate spaces. simulating the real 

world environment. The player will transition from space to space with a decision button click.  

 

 

 

 

The transition is triggered by onClick method of a button. (See image of button below.) 

 

 

 

P.E.T.S. Spa will be 2D with street, and store layout boundaries. Subspaces will include 

reception area, exam rooms, grooming rooms, and boarding rooms. The spaces are connected in 

a web structure, marking points on a map and connecting them with paths (Schell, 2008). (See 

diagram below.) This justifies nested spaces. 

 

 

 

 

BBU Buy Store 
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Lens # 22: The Lens of Dynamic State 

 The objects in P.E.T.S. Spa include characters (manager, employees, customers, 

vendors), props (furniture, equipment, cages, supplies), tokens (advance, boost, cash), and 

scoreboards (session, total). The attributes include information about each object, while the state 

is what can happen to the object and beginning state (Schell, 2008). 

 Object/Attribute/State (See UML Below):  

The changes in state are triggered by onClick decisions of player. 
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Lens #23: The Lens of Emergence 

 Verbs are physical interactions or inputs. The verbs my player will have include ‘press’, 

‘select’, ‘drag’, ‘drop’, ‘hold’, ‘push’. With microphones and or touch screen, the verbs are 

expanded (‘wave’, ‘pinch’, ‘swipe’, ‘shout’ etc). Each verb will typically act on one object. 

Players can achieve their goals by increasing profitability of the Pet Spa, expanding locations, 

and/or selling locations at a profit. The players control numerous subjects, to include animals, 

customers, vendors, and competitors. Side effects impact constraints. Cultural constraints are 

learned conventions shared by a cultural group. The fact that the graphic on the right hand side of 

a display is a scroll bar and the player should move the cursor to it, hold down a mouse button, 

and drag it downward in to see objects located below the current visible set, is a cultural, learned 

convention. Logical constraints will use reasoning to determine the alternatives (Schell, 2008). If 

we ask the user to click on 2 locations and only 1 is immediately visible; the person knows, 

logically, that there is still a location left. 

Lens #24: The Lens of Action 

 Following object oriented programming terminology, "a method is understood as the 

actions or behaviors available to a class" (Weisfeld, 2000, p. 13). According to Schell (2008), "A 

game without actions is like a sentence without verbs; nothing happens" (pg. 144). Determining 

the actions in my game will be one of the most fundamental decisions I will make. In the image 

below, actions and decisions are depicted. Operational actions are in blue, and reactionary 

actions are in teal. 
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 Resultant actions I would like to see include hiring employees, promoting employees, 

fundraising, grooming, and maintenance. To make this possible, I need to determine and increase 

the operational actions and decisions. I have 12 operational actions and 14 reactionary actions, 

and am somewhat satisfied with the ratio at this early stage. I am unaware at this stage of 

additional actions players may wish they had. 

Lens #26: The Lens of Rules  

 Using David Parlett's rules analysis as shown in the Image #1 below, I will provide the 

rules for my game as determined in this stage of development. The Parlett's Rule Analysis,  

Image #4 
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Adapted from: Parlett’s Rule Analysis. Schell, J. 2008. The Art of Game Design. 

Image #5 

 

Parlett’s Rule Analysis: Applied to P.E.T.S. Spa.  Schell, J. 2008. The Art of Game Design. 
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applied to my specific game concept, is above in Image #5. The Behavioral, Laws, and Official 

rules do not apply to this single-player, non-competitive game. The Feedback/House Rules is yet 

to be determined, as it typically is derived from player feedback after the game is rolled out to 

players. These rules will be continually revised as development and testing evolve. Rules are the 

most fundamental mechanic. Rules define the space, objects, actions, consequences of the 

actions, constraints on the actions, and the goals (Schell, 2008).   

Lens #25: The Lens of Goals 

 It is important I have a good balance of goals in my game, with both short-term, and 

longer term. With this balance of goals, my players will feel they know what to do immediately 

and will ultimately achieve something important and magnificent. The diagram below highlights 

the hierarchy of the ultimate goals for P.E.T.S. Spa. 

 
 The ultimate goal of the game is to enhance pet advocacy, through gaming. However, the 

players may or may not be initially aware of the ultimate goal, as it may deter from the excitement. 

Starting with player satisfaction, players will become and remain engaged. Through continuous 

Excel at Pet 
Care/Advocacy

Engagement

Knowledge 
Accumulation

Player 
Satisfaction
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engagement, players will achieve success in the game, while accumulating extensive knowledge 

of pet care and services. There are a series of goals, some which players will immediately see; 

build the store, equip the store, hire employees, and get pets while not exhausting the funds in the 

bank.  

 The overarching goal for pet advocacy will not be obvious, but will slowly evolve. All 

goals are inter-related, as is indicated from the hierarchical image above. The goals are concrete, 

achievable, and rewarding, with a balance of short-term and longer-term goals. Players will have 

opportunities to choose goals, through buying or leasing, and hiring or contracting. 

Lens #27: The Lens of Skill 

 Skill transfers focus away from the game and onto the player. Every game requires 

players to exercise certain skills. Only when the player’s skill level is a suitable match to my 

game’s difficulty, will the player feel challenged and stay in the flow channel. Skills required by 

P.E.T.S. Spa can be divided into three main categories:  

1. Physical Skills: These include skills of dexterity and coordination to manipulate the game 

controls. Physical skills are an important part of most sports.  

2. Mental Skills: These include skills of memory, observation, and strategy. Players will 

need memory to recall previous decisions, observation to increase awareness of 

environment, and strategy for effective decision-making. 

3. Social Skills: These include understanding the customers, and coordinating with 

employees.  

 P.E.T.S. Spa is not missing skills from the primary categories, with the required mental 

skills being dominant. At this stage of development, the identified skills create the desired game 

experience. There will be players who possess higher levels of the desired skills than other 
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players, as with most games, but it doesn't render P.E.T.S. Spa unfair. Players will have the 

ability to improve skill levels with practice. P.E.T.S. Spa demands the correct level of skill. 

Lens #28: The Lens of Expected Value 

 I will likely use probability in many ways in my design, but one of the most useful will 

be to calculate expected value. When a player takes an action in a game, the action will have a 

value; either positive or negative. This will be points, tokens, and money gained or lost.  The 

whole list of specific actions for P.E.T.S. Spa have not been determined yet, but the value will be 

calculated using the table below for identified actions. 

OUTCOME CHANCE X OUTCOME VALUE 
Purchase Store 1/3 x $100 -$33.33 (Impact on Balance) 

Lease Store 1/3 x $120 ($10 per month) -$40.00 (Impact on Balance) 

Dog Day Care 1/2 x $40 $20.00 

Cat Day Care 1/2 x $30 $15.00 

Dog Grooming 1/2 x $50 $25.00 

Cat Grooming 1/2 x $40 $20.00 

 
 The perceived chance for actions differs from the actual, based on individual player 

personalities, values, fears, and other individual player traits. At this stage of development, I am 

not prepared to identify perceived chance and value. There are additional tangible and intangible 

assets not yet identified. I am taking the additional time necessary to determine the possible 

outcomes, to limit outcomes not considered. It is my intent to be satisfied with the pre-

determined outcomes, providing interesting choices to players, which prove to be rewarding and 

challenging. 
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Lens #29: The Lens of Chance 

 The lens of chance will focus on the parts of my game which involve randomness and 

risk. There are actions in P.E.T.S. Spa which are truly random. The game will have scripts 

programmed to randomly make visible opportunities for players to purchase stores, provide 

services, and accept new customers. The random opportunities are designed to provide players 

with positive feelings of excitement and challenge. At this stage of development, whether 

changing my probability distribution would or would not improve P.E.T.S. Spa is not 

determined. However, the players will have opportunities to take interesting risks, in expanding 

locations, adding services, hiring employees, and others to be determined. The relationship 

between chance and skill in P.E.T.S. Spa exists in a player's decision-making business skills, 

which improve the chance of success. I am exploring ways to make exercising skills feel like 

taking risks. 
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