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Question for you:
Why do you play games?

Why Do Players Play?
Some intuitive answers:
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What Do Players Expect?
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What Do Players Expect?

What Do Players Want
A little survey
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Summing up all the frequencies from
the 3 tables

What Makes Games Boring?
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Is there a more “theoretical” basis
for why people play games and
what they want?

First lets consider what is meant
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Funativity
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Consider our ancestors:
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3 Categories of Natural Funativity
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3 Categories of Natural Funativity
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3 Categories of Natural Funativity
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3 Categories of Natural Funativity
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Essential Elements of a Great Game

Essential Elements of a Great Game
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Gives the player the sense that choices are available and yet makes the
game tractable for developers. le. it is not infinitely open-ended.
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A Series of Convexities

Episodes or Chapters gives the player a sense of accomplishment
And allows them to save the game

Allows game to adjust difficulty level and to train players to handle
greater djfficulty

Incorporate more choices as players
become accustomed to using them
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In long RPGs players can sense the end of the game coming & become
more impatient. Start reducing size of convexities toward the end.

A Series of Convexities
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O “Easy to learn, difficult to master”

o “Simple, Hot, and Deep” (Trip Hawkings, founder of
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Dr. C suggests The Flow Channel - the
path between 2 extremes of difficulty

An even better way to introduce
difficulty is as follows...

Too Hard
(Becomes Frustrating to player)

Increasing
Difficulty
(Challenges)

Too Easy
(Becomes Boring to player)

Increasing Time (and Player Skill)

Too Hard
(Becomes Frustrating to player)

Increasing
Difficulty
(Challenges)

-——— -

Too Easy
(Becomes Boring to player)

Increasing Time (and Player Skill)

Mapping Flow to Convexities

Typical Game Mechanisms

Relax and vary difficulty -
In-between convexities but e
still with a general trend toward ,

Increasing difficult
Place increasingly g 4 L

difficult at each g
convexity 7

-——— -

Rapid difficulty increase

Slower increase

o 0HO|E:
= Boss monsters, climactic battles, quest resolutions
o XLHO|E:
= Bonus levels, new resource- and treasure-rich areas, series of
easy “minion” enemies
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Story and Character
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33 from a little boy who had stopped to gape in horror.”
Interactive Storytelling It’s All About Interactivity
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Characters

o CharactersE HLLMAEZE

= A OlOo
OEDFETN'\D

O Bold stereotypes= Z=OFSHA|2F MZGl= 7| 2B £ L}
LoD X| 2ot HO|F7|& Te = US

o 8 E= 2Y0|Lt ENFI[E &
A ?|(action)= SHAM LHEO| =5 &

Gameplay Trumps Story

O DFO* 71|°' CIApQI A0 A A E 0|t AE2|ZH0
=0| QUCHH WA SZFZ D2qotE|, THef df e
-.-_-X1|7f ’é'>*7|E AEZ[E HE A.

o O|OF7| HZO| AY E2f0] HES= AELt £[2.

o A0 CHat (interactive)dt O|OF7|(narrative) 2=
ALO|E Tetet I, AlZH F2 A=z f6 71| Zcf 0|01 0f Al
4105 SiFof g

o 2|1 Z[Cist O] H MehZ x| ADIStALE HAE A.

!

37 38
.
Summary of Tips Reference
o  Reading tips don’t help unless you try them.
o Consider what skills and information the player learns over the course of your game, and emphasize skills important to the m]
player's survival in the game.
o The survival skills crucial to our ancestors, as well as hobbies & pastimes popular today, are good sources of inspiration for new
game themes.
o Establishing a safe, familiar territory & then inviting players to explore its mysterious boundaries is a proven feature of many
successful games.
o Video games are about doing, not telling. Let the players control or initiate actions so they can learn physical skills instead of
making them into a passive observer.
o Adding secrets, Easter eggs, tradable objects, or characters to games that playersc an share with friends adds social aspects that
can extend gameplay opportunities.
o Making underlying play patterns in games consistent & predictable makes them easier to learn, but adding new patterns as the
game progresses keeps it fresh & fun.
0 Make sure the player is aware of both short-term & long-term goals at all points of the game.
o Test your game regularly with people who have never seen it before. Periodically ask them what they think they are supposed to
accomplish next, & why it is important. That will tell you if your goals are clear & compelling.
o Change the story, setting, or interface if necessary to make limitations in a set of choices invisible.
o Give players alternatives to tough challenges that let them improve their skills or gather new resources to avoid frustrating
bottlenecks.
o TI'?e smaller your budget, the more critical it is for you to make sure the player sees & uses everything you can afford to put into
the game.
o Introduce new skills to master one at a time, & give players a chance to enjoy their sense of mastery (if they so choose) before
challenging them with a tough obstacle or opponent & then moving on to the next skill & challenge.
o Always include variations in type & difficulty of challenges & actions the player must accomplish to account for the range of
players’ skills & abilities to make your games accessible popular to a wider audience.
o Designers should work with experienced writers (& vice versa) to take advantage of the best integration of gameplay & story.
o Whenever possible, reveal character & advance the storyline thru gameplay, not exposition.
o Let the player play. Delete non-essential cutscenes, & minimize those that cannot be deleted.
o Make your playing characters & non-playing characters memorable, & give then colorful & fun qualities- ie not drones.
o If faced with a conflict between a design decision that will favor gameplay or story, first look for a compromise that favors both,
& failing that, favor gameplay. 40
o When making the transition between interactive & narrative modes, be sure to warn the player with visual & auditory cues, & try

to minimize or eliminate those transitions.




