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formed of parts?)
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Game Design is not Software Design
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Games are expression

o A2 Al=2]0|M(simulation)0| OFL|2} HE P (expression)

o AlE2f0] 82 X MAE olE2l0|Edt= A, A2
o 70 ZXY

O AlZ2f0|HE2 YEX o= H T (expression) 2Lt I HIMCE




What is Game Design?

A&l A (rules)
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What is “Fun” in Games?

o 2= FAE(Raph Koster)
m AN AME| Z7HO| 27|, THE 9| &t& (Size of state space in
game, learning of patterns)
o AHal/AHBHSalen/Zimmerman) & A2|A AE2EE
(Chris Crawford)
= E0| = ¢ L= EEX(F, SYYEN) (Sensation of
flow during play)
o A2|A A2 E(Chris Crawford)
= 523t EEE m|sof & ofojst 0 (A vague term to be
avoided in critical discussion)
o G|O|H|E = 2|H(David Freeman)
m ZHXOoZ S0|EZ2 MEH (Emotionally interesting choices)

What makes a Game “Fun” or Not?
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Build Fast Playable Prototypes

o 7bss EA A QY T2 EELY (rapid prototype)S
HSO0M Z20[F diE = UA=F &

o "Find the Fun” (Shigeru Miyamoto)
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Take Care of Your Players

Lessons Learned from Industry

o X|&£XQl X}2& =X} (continuous stimulus)

o 2&2 XtFStEf (reward frequently)

0 EME W2{ A2} (balance the challenge)

o 23 (adventure), B (exploration) StA S}2}

o 258 £0|X} (minimize confusion)

o HtE 2 Q0§ X} (avoid repetition)

o Z 0|2 XO|UH B EZ 3tA St} (fun to learn to
play)
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Avoid Programmer Think

Miyamoto’'s Game Design Principles

o 7[22M A YES 72| HEICE (Sheri Graner Ray)
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o ZtEsk JiE o 2 A|EE (Start with a simple concept)
o AFH XMoot 51 A (Design around computer
I|m|tat|ons)

o E2{0|02] ==& %A} (Minimize player confusion)
o iF_|O| HAESl 52 (Importance of play testing)
0 BEHR o582 =X E (Incorporate a smooth

Iearnlng curve)
o= 7| =S =8 (Accommodate all skill levels)
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Gender-Inclusive Game Design
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You can have the best technical
programming skills in the world,
but if your game design is bad,
your game will be bad.
-from Gamedev.net

Basic Elements of a Modern Video Game
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Designing and Developing the Game
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Starting a Game Idea

Commonly Encountered Documents
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Game Design Document

(Using Storyboards)

o -1 page A EQl 29 - H Qe = 4y,
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o A UM 0| AHE A0 OfE A Bt3E X|?
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S5 Al 9= rewards, A Q CHAYE S22 Al ¥ = rewards, Efo CHA
XEHE?
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o Sag20q BRY ARE T3, 4 82
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game dashboard, A|&f04&F, A3 2 HE/E7|, M L= $Q4

o — 24|, 7HE]E, OFO|” 2| AH|X|2F mockups.
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Brainstorm the Gameplay
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Final Report
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Project Management
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