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There are a lot of different reasons a game might be created. For some, it’s a purely business 
driven proposal. They are going to make a game that is (hopefully) going to sell millions. 
For others, a game design is a passion project. They care about the mechanics and the story 
of the game above all else. For Alexis Harvey, Félix Leblanc, Mathieu Auger, and Manuel-
Lucas Bergeron Duhamel the design journey began after they had connected in school and 
worked together on a number of assignments.

CLASS IS IN SESSION
“We met during a professional Masters program in Game design at university. After the class, 
we decided to work on a project together and build this game from the ground up!”

The result of this collaboration is Crazy Tower. In Crazy 
Tower, up to four players work to build a tower by 
adding floors and blocks on their turns. In the standard 
game, it is a race to get rid of your blocks first. However, 
you can also try the Saboteur mode, in which players 
work cooperatively to build the tower, except for one. 
They are actively working to make the tower fall, but it 
has to collapse on another player’s turn. There is even 
a solo mode for Crazy Tower, where you can work to 
complete a  set of increasingly difficult challenges. The 
game offers a lot of possibilities to the players!

Crazy Tower will be hitting retail in Q1 of 
2020, but it has taken the team behind it 
a long journey to get to this point. 

DESIGNERS DIARY
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“Our first goal for the design of Crazy Tower was to create a game truly “for everyone”. The struggle 
was to find a way to engage both the competitive gamer and their little sibling,” they explain.

“We began by adding constraints to the design, starting with the age-related limitation of the 
players: no text for the youngest and pieces easy to grab for both young and older players. That’s 
when we realized it would be a game with building blocks, easy to manipulate, not text sensitive 
and based more on experience than complex mechanics. Plus, we wanted something fun  
to watch.”

It is definitely fun to watch a game of Crazy Tower unfold. In the first few rounds, it seems 
as if the tower could never fall, but as the game progresses, the structural integrity starts 
to fail and the potential for it to fall seems to grow perilously high. This is magnified by the 
fact that you are trying to get rid of the larger blocks in your supply as quickly as possible, 
leading to some …unwise decisions at times. 

CLASSIC INSPIRATION
The original thought on the mechanics of the game, 
was to take a new approach on a classic dexterity game.

“The main pitch was to create an inverted dexterity 
game where players try to build and sabotage the 
tower at the same time. The first theme was based 
on the myth of the Tower of Babel where builders 
couldn’t reach the sky and the tower would always 
fall. The idea of the levels with limitations and 
blocked spaces was inspired by Manuel’s previous 
background in architecture, where you have to fit 
different types of office or residential spaces around 
structural limitations, technical blocks, elevators and 
so on.” 

Designers often take ideas from their lives and the games they 
played as kids. They remember the joy certain moments in game 
brought them and look to recreate them in a new and innovative 
way. The fact that four designers were able to come together and 
share a vision is a testament to the strength of the idea.

“Having worked in the past as a team during our classes, we had 
some experience together. Obviously there is always some tensions, 
even more where you have four very creative people trying to get 
along on the same project! However, since the foundation 
of the design process, we established that the now 
named Crazy Tower was to be designed equally by 
4 people, that there would be no bigger owner of 
the product and that the sum of our ideas would 
only get us to a better outcome.”
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DESIGN TO PUBLICATION
They had a game design, which they were happy 
with, but what was the next step? It was the 
first time any of them had created a game and 
getting it to a finished product on the shelves of 
a local gaming store seemed like a bigger task 
than designing the game itself. Luckily, in their 
hometown of Montreal there were a number 
of opportunities to connect with publishers. It 
was at a small event that they connected with 
Carl Briere from Synapses Games. In a few short 
moments, Carl saw the potential in the simple, 
yet addictive title.

“We met at a special meetup event organized by “Zone proto”, a non-profit organization in 
Quebec dedicated to give a space to game designers to playtest their games together and 
get the chance to meet publishers,” they explained.

“We were surprised and delighted to see the game 
signed! Of all theses games developed by young 
authors, so few of them actually make their way to 
the market. Many other publishers were giving up 
on Crazy Tower’s potential because of its unusual 
components (custom wood pieces) and we were 
thrilled when Carl decided to give it a shot.”

Of course, once a game is in a publisher’s hands, 
there are going to be adjustments. It’s like an author 
turning their book into the editor. You need to have 
your design viewed under the eyes of someone 
less attached to process. Thankfully, they were 
happy with  all of the changes and improvements 
that Synapses made. 

“Crazy Tower has only changed for the better since 
it’s been in Synapse’s hands. Carl made a few 
adjustments on the sabotage mechanic and took 
all our ideas for more difficult game modes and 
built a challenge lists for the more adventurous.”
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NEXT STEPS
With a successful design under their 
belts. The team are all looking forward 
to the game’s release early next year. 
They are also continuing to  follow 
their love of creating games, but in 
very different ways.

“Game design is our passion and 
you’ll probably see our name again 
in the future on other projects. As 
a  matter of fact, Mathieu is now 
the  co-owner  of a game shop near 
Montreal called Courajeux and Felix is 
working as a video game designer and 
technical game analyst at Gameloft 
Montréal. Alexis and Manuel have 
started a game studio called Astrolabe 
Interactive, dedicated to design both 
video games and board games.”

Harvey, Leblanc, Auger, and Bergeron Duhamel have already created a fun, simple dexterity 
game at their young age. Whatever they come up with next, it will be interesting to check out. 

Follow Synapses Games on
Facebook and Instagram for

more information on
Crazy Tower and other

upcoming titles. 

@jeuxsynapsesgames
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