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Rise of Game Studies
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Design Research

Key Areas of Design Research

o Design research
m C|X}QlI A (Design Research)y= 4 HigHap ANE
CIXtQIoLt &F 7HE 2ol SedtaXx} St =35 Y
m Brenda Laurel (ed.)@| Design Research: Methods and
Perspectives (2003)0| M C| X9l HARE V2N o2 AT|E
o Game design research
» A CIXtQl H(Game Design Research)= £ =2X|
(ludology)E & A 7HE 2ol &H-EA|7| LK} S
= MEtM A CIXR! ¢it= FZEX|(ludology) E ¢

— =] = AL
ol T F4jo] 2ete)

H} EH Ol

[ EH
- od
AGE A
H =

o Research /nto design
= MEHQ ofzar Cxtelof 2ot HARY DjstA el gt

sH¢
O Research through design

= (AtZ AFALE 7RSS e DbH| 7|Eh AT
O Research for design

= A7 Z0E o ML AIL”-E Q5L EE 0] A0

oo A= XS Y

10

In Terms of Ludology:

Origins of Game Design
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Making design principles explicit

o YRoM= AHY DA} ol =(art), 7| (knack), E=
MH| & QI 7| = (mystical craft)o|2t1 FEat

o =2 Y 4= HE(talent) 2} 7| =(skil) S 272

o d2{L} =0|EX&(ludologists)2 A QY C|AtRlS
EQFFEALL 7IO|ESHAL E= GHE & = Us

= M o o
7|%&||o|_| ?Jgj-l' ”-HEn_-IE QE ‘jlk‘ N

= CIXARIS HAHoE & = Qe 7|2 ’|AZ 7Y (Making
design principles explicit)

w C|XPOIHOA A2 HIte = Qe 7|&E E

w J7|EQ HAZ WD MER HEH WRHE NS

= C|XtQl OIO|CIOIE SRty dFT = A= 7|& 80 7HY

Examples of Ludological Methods &
Tools
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Chris Crawford " The Art of Computer Game Design” (1984)
Greg Costikyan “I Have No Words & I Must Design” (1994)

Robin Hunicke, Marc LeBlanc and Robert Zubek “Mechanics,
Dynamics, and Aesthetics” Framework (2001)

Doug Church “Formal Abstract Design Tools” (1999)
400 Project
Ernest Adams and Andrew Rollings “Game Design” (2003)

Tracy Fullerton, Christopher Swain & Steven Hoffman: Game Design
Workshop. Designing, Prototyping, and Playtesting Games (2004)

Steffen P. Walz

Bernd Kreimeier "Case for Game Design Patterns” (2002)
Katie Salen & Eric Zimmerman, “Rules of Play” (200@‘
Aki Jarvien, "Games without Frontiers”
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O See also Chris Crawford on Game Design (2003)

Greg Costikyan | |

o Greg Costikyan “I Have No Words & I Must Design(1994)”
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MDA Framework (1/2)

O ‘Mechanics, Dynamics, and Aesthetics’ Framework
(2001), by Robin Hunicke, Marc LeBlanc and Robert
Zubek
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MDA Framework (2/2)
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Formal Abstract Design Tools

O Doug Church, “Formal Abstract Design Tools” (1999)
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Ernest Adams & Andrew Rollings

O £rnest Adams and Andrew Rollings on Game Design
(2003)
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Game Design Workshop

o Tracy Fullerton, Christopher Swain & Steven Hoffman:
Game Design Workshop: Designing, Prototyping, and
Playtesting Games (2004)
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A E20]0] (Players)

A (Objective)

118 (Procedures)

T+%! (Rules)

X2 (Resources)

ZtS (Conflicts)

47| (Boundaries)

41} (Outcomes)
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Steffen P. Walz
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Game Design Patterns

o Bernd Kreimeier: “Case for Game Design Patterns”
(2002)
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They should relate to game design (A & A 2}

Have utility as a tool (=13})

Be abstract (=43}

Be formalized (Z4l3})
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Katie Salen & Eric Zimmerman

Aki Jarvinen
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Salen & Zimmerman's book Rules of Play (2004)
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m Experiential (e.g. player behavior)

m Cultural (social aspects)
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Systemic elementsZ components, procedures, environment?Z}
e
Behavioral elementsZ players@} contextsZt U

Compound elementsZ rules, game mechanics, theme, interface?t
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Scott McCloud®| Understanding Comics (a theory ef comics in the
form of a comic book)1} H| &t

i

Summary

a

a

Ludology= A& AR &0j2 0
A

o
ok
~E
0
0x
=2

ofsf 5l Ao AA B L0 Chot EHT
Ludology= #| QA0 T3t &t GiTo A HAHE ot
DAIMO B sl MK SRAE He
Ludologists= A2 &4 Sl HES SH2 = o2[d,
A%, =0| 0|2, A7 O|E, Hu 0|, 7|&e, £Atst
g mget

Ludological Ef = 3t A2l SIRFST HHLRHE 93t
QLR Ol 0f3] O WS &7| 93 AS HA

l,_

= AYe 7
- AYe yzel

Reference

O

O
What is ludology? A provisory definition

= =0| O[3

= Ael g2l
(A ITIAHQI ™ 2]

o Greg

Costikyan ‘T have no word & I must design’

28




