Designing the Games
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0 Why do we play?
w AR A7) obd

O What is the nature of games?
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0 How is a game formed of parts?
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Game Design is not Software Design
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What is Game Design?
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What is “Fun” in Games?

O Size of state space in game, learning of patterns (Raph
Koster)

O Sensation of flow during play (Salen/Zimmerman &
Chris Crawford)

O A vague term to be avoided in critical discussion (Chris
Crawford)

O Emotionally interesting choices (David Freeman)

What makes a Game “ Fun” or Not?

o WAL AAE AshH 1A dEsk= v A HAdE

G7}el & 2

o Folo] AL A A Ei= A QA BE B
o ul Sl e A Eelels] B 4
SR REX FE

Build Fast Playable Prototypes
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O “Find the Fun” (Shigeru Miyamoto)
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Take Care of Your Players
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21 ZF=5 A (continuous stimulus)
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Lessons Learned from Industry Miyamoto’s Game Design Principles

o (Lo A9 vt Al AZE o] 7S =5 v O Start with a simple concept
Sl A GAl FA AL = O Design around computer limitations
o F2 47 (good design)= O* A =dSdadt 0 Minimize player confusion
O 74]‘?0:] UARRIE: AZES O] & /delA] Rk A5E O Importance of play testing
9‘:‘ ?en—pencil orototyping O Incorporate a smooth learning curve
= Model mockups o0 Accommodate all skill levels
® Documentation
Gender-Inclusive Game Design
o ] Rbe] Ak o] ade] o] A You can have the best technical
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Zolo]h1 oS but if your game design is bad, your
o g eke] Foj A Wl AL 5 ) game will be bad.
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Basic Elements of a Modern Video Game
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Designing and Developing the Game
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Starting a Game Idea

O By Gameplay
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Commonly Encountered Documents
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Game Design Document

Brainstorm the Gameplay
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Final Report
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Project Management
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