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Game Design Elements, Types of Games, Tools of Design
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Prof. Levine says:

GAMES ARE...

‘a series of interesting decisions.’
- Sid Meier

‘a problem-solving activity, approached
with a playful attitude.’
- Jesse Schell



Prof. Levine says:

That's not super important.
What about “fun”?

"Fun is pleasure with surprises.”’
- Jesse Schell



Prof. Boisvert says:

GAMES ARE...

basically frameworks for play experiences.
generative.
verps.

there are many kinds of games, but they all share the same elements.
and these parts interact to generate play.

together they create a dynamic system.



GAMES, DESIGN and PLAY

A DETAILED APPROACH TO ITERATIVE GAME DESIGN
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Colleen MACKLIN | John SHARP




Tenth Anniversary Edition

The Art of Game Design




b FLEMIENISS

 Actions: The activities players carry out in pursurt of the game'’s goals.

« Goals: The outcome players try to achieve through their play, whether
they be measurable or purely experiential

 Rules: The instructions for how the game works
« Objects: The things players use to achieve the game'’s goals
 Playspace: The space, defined by rules, on which the game is played

 Players: The operators of the game



GAME DESIGNERS can
control a lot of that.

BUT....



AS DESIGNERS...

the challenge of creating play experiences is that they represent a second-order
design problem.

because we create the play experience indirectly through a combination of rules,
actions & goals.

the game only takes place when activated by the player...
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because games are interactive, they also provide players a variety of

possible actions & interpretations.

while a designer can't predetermine all the possible actions &
experiences players will have, we can limit or open up the opportunities
through the games combination of elements.



GAME STATES

The “snapshot’ of the current status of game elements, player
progress through a game, and toward the game’s (and player’s)
goals. Game state I1s constantly in flux based on player
engagement with the game.







TO RUN m.ono m:
RUN TOWRRD WAL --ml msm L

' &







* Casual

GAME FERES

Action - MMO

« Action-Adventure  Puzzle
Adventure « Idling
Role-Playing - Advergame

« Simulation = UAPrT

« Strategy - Exergame
Sports * Fantasy

- MMO - Serious

* Educational
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FOOLS OF DESICHE

- ABSTRACTION: non-representational game element, generating
play out of everyday activities, simplifying real world phenomenon.

« THEME: conceptual framework for how the game represents
itself, take away & tone

« STORYTELLING: interplay of text, player action and game goals,
environmental interaction, game structure & story content.

« CONTEXT OF PLAY: the physical environment & technical
platform upon which a game is play.



ABSTRACTION
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STORYTELLING




STORYTELLING



CONTEXT OF PLAY




CONTEXT OF PLAY




UL ASS EXERCTEEE

1) Identify the basic elements in a game of your choice
(actions, goals, rules, objects, playspace, players)

2) As a thought experiment, swap one element between two games:
a single rule, one action, the goal, or the playspace.
For example, if you applied the playspace of chess to basketball.

3) Pick a game you played as a child.
Try to map out the space of possibility.
Take into account the goals, objects, rules, playspace as parameters
inside of which you played the game.
The map might be visual flowchart or a drawing.



UL ASS EXERCTEEE

1) Identify the basic elements in a game of your choice
(actions, goals, rules, objects, playspace, players)

2) As a thought experiment, swap one element between two games:
a single rule, one action, the goal, or the playspace.

For example, if you applied the playspace of chess to basketball.
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<€ Back to unity3d.com Followus f W &

Made with Q Unlfy Home Games Stories Q 0 MWU profil

Q >earch Games Stories Search

A
DESKTOP CONSOLE MOBILE VR v WEB CATEGORIES

Windows Xbox One i0s HTC Vive Apple TV Unity Web Player Action Adventure Arcade
Mac PlayStation 4 Android Oculus Rift Android TV Web GL Fighting Graphics Non-Game
Linisx Wi U Windows Phone PlayStation VR Samsung SMART Platformer Puzzie Racing
TV
RPG oter Simulation

Sporns Strategy Survival



o C O www.gdconf.com

GOC GOC GOC WROC

GOC

GAME DEVELOPERS CONFERENCE

MOSCONE CENTER FEB 27-MAR ¥, 2077
SAN FRANCISCO, CA EXPO: MAR 1-3, 2017

'10 ABOUT (v ATTEND CONFERENCE (+ ] EXHIBIT EVENTS

Info & Resources Registration & Travel Sessions & Speakers Exhibitors & Sponsaors Parties, Awards & More

REGISTER NOW

Get vour pass online!

Shortcuts

m Advocacy
Audio
Ea Business & Mktg

: + Design
First sessions announced! =
Scaling 'League of Legends’ Development: The Strategic Work System Explained!  Learn more © m Monetization (sponsored)

"? @ prod. & Team Mgmt.
hda



(D www.indiecade.com

INDIECADE EUROPE
Nov. 18-19, 2016
Paris, France

indieCade Europe 2016

IndieCade Festival 2016

Sponsorship

Pre

Game Subr

Portal

n (v @ (t

Newsletter Signup

Submit >

-
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= ': :‘ e et T & e \“;?" -

~ Award Winners of Festival 2016 Announced!

IndieCade Festival 2016 IndieCade Europe!

Geobook

by levitylab

NS R, The Games of 2016!



' © www.gamesforchange.org

Log In | Register

rity aims to affect real-world change

@GACS video game about nucloar so
Find game by name, category, etc m BROWSE n U D n

ABOUT | PRESSROOM @ BLOG | RESOURCES = DONATE NOW

GAMES | PROGRAMS | SERVICES @ FESTIVAL CONNECT
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The Second G4C Student Challenge
Kicks Off With Professional Teacher



VWH

E AR SR



1 HE PIPELIN

» Concept (Pre-Production)
» Design (Production)
* Development (Production)

* Launch (Beta-Testing & Marketing)



CONC

» high concept & pitch

* concept document*

* concept art

- world building document*

+ game design document (GDD)*

» technical design document (TDD)*

* paper prototype

=



it View Go Tools Window Help

- Zombie-Toys_Technical-Design-Document.pdf (page 2 of 9) -



it View Go Tools Window Help

Zombie-Toys_Game-Design-Document.pdf (page 5 of 13)

Levelt



jit View Go Tools Window Help
& Zombie-Toys_Game-Design-Document.pdf (page 8 of 13)

Player Characters

Player Metrics e

Speed

Max Health

Attack Damange T D @4
\ -

Time to attack

Player States /1 >

Death

Player Weapons



dit View Go Tools Window Help
& Zombie-Toys_Game-Design-Document.pdf (page 6 of 13)

Game Controls (PC)

tab W

C

Game Controls (Mobile)




dit View Go Tools Window Help

« Zombie-Toys_Game-Design-Document.pdf (page 7 of 13)

Game Camera

HUD



dit View Go Tools Window Help

Zombie-Toys_Game-Design-Document.pdf (page 12 of 13)
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* gameplay mechanics (navigation, controls & triggers)
» story development (storyboards, scripts)

e asset creation (2D/3D art, textures, materials,
characters, sound, GUIs)

* level design (asset integration, layout, lighting)
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* scripting game play

* scripting behaviors

* scripting Al
* scripting tools

» scripting GUIs

» testing & debugging

o B o )

PN



Build Run Version Control Tools iw Help
w O 8 % #e | B M R Debu R ‘Solution E+=¢-
trol.cs % ]E[ GameplayUpdate.cs % IE EndGame.cs % [E] AudioScript.cs % IB scriptEnemy.cs % ]ﬂ scriptCell.cs % [E ButtonTouch.cs % | £ | scriptPlayer.cs %
)

ine;
ollections;

criptPlayer : MonoBehaviour {

» 3SpotReached, north, south, east, west;

rt direction, steps, speed;

moveP; GameCbiject gameSFX; GameCObject gameBGM; AudioScript sfxScript:; AudioScript bgmScript:
rStart; Color colorEnd; float duration = 0.3f;

{(y {// Use this for initialization
false; north = true; south = false; east = false; west = false; spotReached = true;
Globals.pSpeed; steps = 0; direction=1; /N =1, E=2, 5§ =3, W = 4

GetComponent<movePlayer> () ;

= GameObject.FindWithTag ("Audio"); sfxScript = gameSFX.GetComponent<AudioScript>():
GameCbject.FindWithTag ("Music"); bgmScript gameBGM. GetComponent<AudioScript>|();

rt = renderer.material.colaor; colorEnd = new Color (colorStart.r, colorStart.g, colorStart.b, 0):

e() { if(!Globals.paused){// Update is called once per frame

if :;;* moving to sguare

Y{ //moving to next space

tReached) {

rth){ direction = 1; transform.eulerAngles = new Vector3(0, 0, 0); }
st){ direction = 2; transform.eulerAngles = new Vector3(0, 0, 270): }
uth){ direction = 3; transform.eulerAngles = new Vector3(0, 0, 1380); }
st){ direction = 4; transform.eulerAngles = new Vector3(0, 0, 90); }

ached = false; if (steps == 3) sfixScript.sndMove():

ecrl
count steps until i1n next space

bals.readyP) moveP.Move (direction); steps++; if (steps >= (20/speed)){ steps = 0; spotReached = true; }

12t go of
otReached) {
lobals.readyP) moveP.Move (direction); steps++; if(steps >= (20/speed)){ =teps = 0; spotReached = true; }

F Pt -~ = =+ 77 ATET T
of button, but still moving

57:59 1IN



LAUNCH

» |st playable
» alpha
et

» code release (bugs fixed & shipped)
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GAME ENGINE

* In-House (Build from Scratch; Scimitar or CryEngine)
* Full Tool Chain (Unreal & Unity SDKs)

* Middleware & Integrated Libraries



Assets GameObject Component Asset Store Tools Window Help

Level Ol.unity - ZombieToys - Web Player <OpenGL 4.1>

[ 9§ Pivot | & Ciobal | > 11 M J‘ | #Collab » | [Q‘x \;Auuum » | I
o == F Scene € Came 3 Animator s O Inspector 8 Navigation  Services
P Shaded v||2D <) -  Gizmos ~ il / 2 o Moonlight

-

Tag | Untagged 8 Layer Defaul

™ v .. Transform
ot X

Position X -41.2 Y 29
Rotation X 188323 ¥ 51
Scale X1 0 ¥l
v o W ught
Typ! Directiona
Baking Realtime
Color
Intensity S— I ————————————
Bounce Intensity _r
Shadow Type Soft Shadows
Strength
Resolution Use Quality Settings
Bias o
Normal Bias L)
Near Plane -
Cookie Sunlight_Cookie2-01
Cookie Size 30
Draw Halo
Flare None (Flare)
Render Mode Auto
Culling Mask Everything
pes ] Nothing
v Everything
C— . — ¢ Defauit
g 4 % v TransparentfX
~ Assets »
- v Water *
v U
v Floor
— v Shootable
v Invisibie
¥ RenderOnTop
Animaton AssetStoreTools Audio deshrop Fonts Materiais ¥ IgnoreHits
v Bilocking
v Props
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Save  Source Control Content Marketplace Seftings Blueprints Matimee Build Play Launch

! T ¥
__ Of| ~ || - perspective |
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Level: Minimal Der g ise|
g

\ll 4= o | "= Content »

I -

Starer
Content
1 item € View Options =

£y

= Sceneoutines

Lakbel

L= £ Sphe
& 4w Sky anc
& " Atmo
Q5 ] BR.
o AN StaticM
& ¥ Chair
& ¥ Chair
& ¥ Floor
& Yy Floor
E &% _Stati
13 actors (1 sedect
& Details

LN BP_S| phese

+ Add Compone
4 %, Base
Sky Sphere m

4 Transform
Location «
Rotation «
Scale v

4 Default

Refresh Material
Directional Light Ac

Cotors Determined |
Sun Brightness
Cloud Speed
Cloud Dpacity
Stars Brightness

4 Override Settings
Sum Height
Horizon Falloff

& Zenith Color

D Horizon Color

> Cloud Colar

[ Ovevall Color

4 Rendering
Actor Hidden In Gan
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Do you mind being
underappreciated?

Do you like
to be alone?

0

Would you rather
be in the movies?

25 |

Nah, but |

can fake it

Do you think games
are important?

Social Games
Studio Employee

Do you know
basic grammar?

Yes
Blogger

Sod.l Games

Can you make games
on your own?

=

Are you visually
oriented?

Studlo Head

Indie Developer

\4
Do you prefer

Do you speak
Spreadsheet?

Are you musual?

v
Do you Iike to shoot
or blow things up?

a "grand vision"?

Producer #

Are you at least good Yes, Korea
at playing games?

Are you from Asia?

working over talkmg?

Do you like to work
with unfinished tools? bea "proper" artist?
¢ Level Designer Art Director

Do you want to be
told what to do?

Sound Designer

Military Shooter Combat
Packaging Model

v

Doyou have Well... it's

been a while

You're shit
out of luck

Technical Lead

SHARKBOMB

Game Design Services

Asian?

Do you have
any money?

Do you have

N
= a conscience?

Starcraft Cyberathlete

Gold Farmer

Yes, China

Are you French?

Environmental Do you enjoy
Artist

crafting crates?
Lead Game Designer

m

Do you have an unnatural
fixiation on gore and blood

Would you rather

No Game Designer

Do you obsess
over details?




The Art Director

Ensures the overall look and feel is consistent

Verifies that all game assets adhere to the concept art and intellectual property specifications



The Game Designer

Designs and implements game mechanics and game play in the levels

May do considerable scripting of behaviors and animations



The Concept Artist

Generates the initial ideas of characters and environments for the game

Defines the look and feel of game elements



The Environment Artist
Constructs environment assets including models and textures
May create environment concept art depending on studio size




The Character Artist
Constructs characters and props including models and textures
May create character concept art depending on studio size




The Level Designer
Plans and builds environments
May also light the level and add characters depending on studio size




The Technical Artist
Helps bring assets into the game, including animations
Ensures art is optimized for a game engine




MONETIZATION

» physical purchase - buy a game packaged on DVD
 download - buy a game via digital download
* subscription - requires continuous ongoing payment

» freemium - free to play initial, additional or upgraded levels or content can
be purchased

* In-game purchase - purchase content within the game via micro-
transaction

» advertising -publishers embed ads in game btw levels or integrated into
game Itself



B Google Play

(Games v jubcategories v Home op Chart New Releases [ 7] o

My apps

5]
o 1020

Games
Family

Editors' Cholce

Account

Redeem

Send gift

Add credit

My wishlist e -y MI "

A v LY

My Play activity 3 : # ¥ 1
Ll '

= w5

Parent Guide

nétrﬁdrb'le '

NBA LIVE Mobils MARVEL Future Clash Royale FINAL FANTASY

NELMaroie

PinOut CSI; Hidden Crir

SUPECE 1



< '  ©® www.kongregate.com

f Signin Register or Sign in:

29,292 ONLINE PLAYING 110,858 FREE GAMES!

KONGREGA I E GAMES -~ ACHIEVEMENTS - MY KONG - L - Sevrch garmes & more

~ WOULD PLAY AGAIN

Kongregate's 10th Anniversary Event

2
"

HOT NEW GAMES (seeall)
Here'’s a
holiday
offer worth

celebrating,

Py e e —
Medieval Shorts
I ——— ey SPONSORED LISTING
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(D store,steampowered.com

Free to Play
Early Access
Action
Adventure
Casual

Indie
Massively Multiplayer
Racing

RPG
Simulation
Sports
Strategy

& Install Steam login language =

STEAM

STORE COMMUNITY ABOUT SUPPORT

Fealured ltoms Games Software « Hardwars = Videos  « Nows ForYou =
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"\ - 1
NN Mldweek Madness

&

; /
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$14.99

Now Available & ‘75% $7.45

@ New Releases Featured New Releases




eSports
Pay-to-play MMO
Digital console
PCDLC |
Social
Free-to-play MMO
Mobile
Retail
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- & Apple Inc, [US] https://itunes.apple.com/us/genre/ios-games/id60147mt=8 o7

Mac iPhone Watch Musi Support

iTuneS PfeVIQW Overview Music Video Charts

App Store > Games

Books ABCDEFGHIJKLMNOPQRSTUVWXYZ #
Business Popular Apps

Catalogs

Education

Entertainment

Finance

Food & Drink

Games



& https://waww.twitch.ty




-NR

=S ARE MARKE I-

WHAT NEW
platforms
genres
content
peripherals

distribution channels
L ANYOL COME LIPYWITFH &

DRIV




LAB Part |

No Openlab post required for this one.
Let’s practice CONCEPTing.

This year’s Global Game Jam theme is LOST & FOUND.



Questions!

Next Week’s Playtimes from Howlongtobeat.com:

Baba is You: 6 story, |9 w/ extras
Papers Please: 4.5 story, 8 w/ extras
Braid: 5 story, 6 w/ extras



