Designing the Games
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Why do you play games?

Why Do Players Play?
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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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Is there a more “theoretical” basis
for why people play games and
what they want?

First lets consider what is meant by:

Funativity
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Consider our ancestors:

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

O Mental Fun (4414 =7
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3 Categories of Natural Funativity
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Essential Elements of a Great Game

O Sid Meier®] =% 3§ Al (Greate Game) 2] 4 9]:
= “A great game is a series of interesting and meaningful choices
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Essential Elements of a Great Game
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Classic Game Structure

o Convexity - 3hHHe] 54 =+
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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 difficulty

Incorporate more choices as players
become accustomed to using them

In long RPGs players can sense the end of the game coming & become
more impatient. Start reducing size of convexities toward the end.
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Flow
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Flow
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Dr. C suggests The Flow Channel - the
path between 2 extremes of difficulty

Too Hard
(Becomes Frustrating to player)

Increasing
Difficulty

Too Easy
(Becomes Boring to player)

Increasing Time (and Player Skill)
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An even better way to introduce difficulty
is as follows...

Too Hard
(Becomes Frustrating to player)

Increasing
Difficulty

————— -

Too Easy
(Becomes Boring to player)

Increasing Time (and Player Skill)
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Mapping Flow to Convexities

Relax and vary difficulty -
In-between convexities but 7
still with a general trend toward L
Place increasingly Increasing difficulty //
difficult at each e m———_ - -
convexity s
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The Story
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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
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Commonly Encountered Documents
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Brainstorm the Gameplay
Game Design Document (Using Storyboards)
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Project Management
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