MTEC 3175

Week 5:“Game Design Process”
Lecture: Pipeline - Process, Tools, Roles & Distribution



Game & Reading Response, Again!

Brutal Honesty & Questions Especially Appreciated

Playtimes from Howlongtobeat.com:

Dear Esther: |.5
Gone Home:2 /2.5
Firewatch: 4 / 4.5



GRADING NOTES SO FAR

|) Please try to at least post something for every G| and RR! Zeroes are
super hard to make up...

2) Images on Game Journal Posts = Extra Credit

3) Grammar & Formatting Count

4) ldeally, more original analysis, less repeating content



Making games is complicated...
WHERE TO START?



THE (Old?) PIPELINE

(According to Dr. Boisvert)
- Concept (Pre-Production)

- Design (Production)
- Development (Production)

- Launch (Beta-Testing & Marketing)



%

STAGES OF VIDEO
GAME DEVELOPMENT

This is where you and your team
can shine early on. Building the
prototype willallow you to
develop the methods in which
you'llfully execute your idea. Its a
good way to build a proof of
concept, adapting your goals into a
‘more tangible form.

A
CONCEPT

Further along, this is the lovechild
between the high concept and
pitch. This is where you outline
and describe all of the aspects of
the game. We're talking story,
demographics,risk analysis and a
boatload of further information.

HIGH CONCEPT

The first major step in how to
developa game isthe high
concept. This is a general dea. Its
avery brief description where you
tiy to distill your ideas down to a
few sentences.

PRODUCTION

« Design
« Level Creation
« Programming

Thisis when the ball stars to oll
Things like sound and early
graphical assets begin to be
implemented. The game s lited off
ofthe ground and finally starts to
take shape. This is where
programming comes into the game
development process.

GAME DESIGN DOCUMENT

This document includes aspects tied
toactual gameplay and may include
prototypical aspects of your project.

This s the big one. You pitch your
idea in a summarized form to best
communicate ideas and its goals.
It's also a time to promote why it
would be a prudent idea to develop
financially and commercially.

What are we building?

What is our budget?

Who is the audience?

Which platform will it be on?

Launch

Major bug squashing.
* Minor bug squashing.
« Polishing.

* Masterrelease.

Post-production

Production

Pre-production

Storyboarding, storytelling. * Modeling, designing.
Technological capabilities. ¢ Audio, visual effects.
Early prototyping. * Physics, mechanics.
Milestone scheduling. * Developing, rendering.

Alpha/Beta releases. * Bugidentifying.

Marketing hype. * Feature exploitation.
Gaming conventions. * Is the game too easy/hard?
Independent advertising. * |sthe game even fun?

* More bug squashing.

+ Game patching.

* Game balancing. 2
+ New content development. “
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Analysis & Design

Implementation

Requirements
Planning
Initial
Pianning Deployment
Evaluation
Testing




“A delayed game is eventually good.
A bad game is bad forever.”

- Shigeru Miyamoto




Forced-To-Ship Delayed

e Eternal Darkness: Sanity's

« KOTOR I :
Requiem

e No Man’s Sk
A e Breath of the Wild

. E.T. the Extra-Terrestrial
e Animal Crossing: New

Horizons



high concept & pitch
concept document™

concept art

CONCEPT

» game design document (GDD)*

* technical design document
(TDD)*

* paper prototype

world building document™



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)

Levell



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

Player Characters —

Player Metrics =3

Speed

Max Health
Attack Damange = 3
Time 10 attack .

Player States fl
idle 5_/ \\-}

Death

Player Weapons



dit View Go Tools Window Help

= Zombie-Toys_Game-Design-Document.pdf (page 6 of 13)

Game Controls (PC)

tab W L U

Game Controls (Mobile)

i O O




dit View Go Tools Window Help

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

Game Camera




dit View Go Tools Window Help

Zombie-Toys_Game-Design-Document.pdf (page 12 of 13)



DESIGN

gameplay mechanics (navigation, controls & triggers)
story development (storyboards, scripts)
asset creation (2D/3D art, textures, materials, characters, sound, GUIs)

level design (asset integration, layout, lighting)
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DEVELOPMENT
* scripting game play  * scripting tools
* scripting behaviors ¢ scripting GUIs

* scripting Al * testing & debugging



= Build Run Version Control Tools Window Help
w 00O 8 N B M FE pebu v 3 3 & < & @ ifsouton [~] 4+ — O

trol.cs * |E| GameplayUpdate.cs % l@ EndGame.cs % IE AudioScript.cs * IE] scriptEnemy.cs * IE scriptCell.cs * IE] ButtenTouch.cs % l ] scriptPlayer.cs %
)

ine;

ollections;

criptPlayer : MonoBehawviour {

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

rt direction, steps, speed:;

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

() {// Use this for initialization
£alse > north —-EtrPaey - south — £al sey east: — a8l ser rwest: — a8l ser - spotReached —-EERsy
Globals.pSpeed; steps = 0; direction = 1i; //N = 1, E =2, § = 3, W = £
GetComponent<movePlayexr> () >
= GameCbject.FindWithTag("Audio"); sfxScript = gameSFX.GetComponent<aAudioScript> ()’
= GameCbject.FindWithTag("Music"); bgmScript = gameBGM.GetComponent<aAudioScript>():
rt = renderer.material.color; colorEnd = new Color (colorStart.r, colorStart.g, colorStart.b, 0):;
e() { if(!'Globals.paused) { Update is called once per frame
if still moving fto 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, 180); }
st){ direction = 4; transform.eulerAngles = new Vector3(0, 0, 20):; }
ached = false; if(steps = 3) sfxScript.sndMove():
in directi
count steps in next space
bals.readyP P.Move (direction); steps++; if(steps >= (20/speed)){ steps = 0; spotReached = true; }
let go of bu
otReached) { . go of button, but still moving
lobals.readyP) moveP.Move (direction); steps++; if (steps >= (20/speed)){ steps = 0; spotReached = true; }

57:59 1IN






LAUNCH

- Ist playable
- alpha
- beta

- code release (bugs fixed & shipped)






TOOLS - GAME ENGINES

* In-House (Build from Scratch; Scimitar or CryEngine)
* Used to be more common... now slightly crazy to do

* Full Tool Chain (Unreal & Unity SDKs)

* Middleware & Integrated Libraries



GameObject

ow Help
Level O1.unity - ZombieToys - Web Player <OpenGL 4.1>

it | @ Global

m # Collab ~ @ [A((oum - ] [ Layers - ] !lLavoul - j
# Scene € Game *§ Animator = O Inspector ® Navigation  Services 2=
Shadad *1120) % Q)| . Gizmos = (& 8 & & [Moonlight - Static v

Tag | Untagged | Layer| Default '

M v . Transform W e,
Position X -41.2 Y 296 Z -30.8
Rotation X 18.8323 Y 51.7481 Z -178.8206
Scale X1 Y1 Z1

v ¥ Light (FIE-N

Type Directional s
Baking Realtime _ D
Color [ 12
Intensity f— 0.75 |
Bounce Intensity 13
Shadow Type _Soft Shadows [

Strength 1 1

Resolution Use Quality Settings 4

Bias £ e

Normal Bias a—C)

Near Plane { "
Cookie Sunlight_Cookie2-01 (=]
Cookie Size 30
Draw Halo
Flare None (Flare) o
Render Mode Auto 4
Culling Mask Everything D

s »

Animation AssetStoreTools Audio deskiop Fonts Materials

CASNACNASNASNSASAsS s

Nothing

{ ¥ Everything
v

Default
¥ TransparentFX

Water *
Ul

Floor
Shootable
LightMask
Invisible
RenderOnTop
IgnoreHits
Blocking

Props
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Content

Marketplace

==

—d

Settings

.

Blueprints

Matinee

\ll 4= =) | I= Content »

Filters -

Starter
Content

1 item

Level: Minimal_Dé

> View Options~

EX

Scene Outliner

Label
@3 Sphel
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< @ StaticM
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000000
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4 Transform
Location =
Rotation -
Scale -

< Default
Refresh Material

Directional Light Ac

Colors Determined |
Sun Brightness
Cloud Speed
Cloud Opacity
Stars Brightness

<4 Override Settings
Sun Height
Horizon Falloff
Zenith Color
Horizon Color

3

[

D Cloud Color
[ Overall Color
-

Rendering
Actor Hidden In Gan

.
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ROLES & RESPONSIBILITIES



Areyoubmzr m > Do you like doing
about it? Dovoulwe Money? proda:we work?

Alevw afraid
W_‘ ?_ mmloml !zlmﬂ mﬁlkv? T

iov o(her peoplts ldeas? Nr«tar ?
’ + 2 u-nd vlskm"l
Producer +

well... It's
been a while

You're shit
out of luck

Do you think must
always be art?

Technlcal Lead

Social Games Do you have
Studio Employee any money? U o
Can you make games Social Games No Do you have Yes
on your own? Studio Head a consclence?

m .r.mm..q Indie Developer Starcraft Cyberathlote
Are you at least good
at phvlnl games? o5 Nayes cnmv‘ mm?

Doysi i ulum Are you French? —— (LI Asian?

Do you like to work _é
with urlinlshed tools? be a pmper mlst?
evel Designer

Do you like Want to spend two
0 be alone? | mksonmneonds?

T e et Y -2 +
umuammm & + é_'

Dovouwak Do you want to be No Le.\d Game Canvoudulmmht
WM? told what to do? Dwxner stupidity of users?
Do you like replaying the same
Alemmuska'? &" S minutes of gameplay over and over?
you rather Do you like to shoot
htinmmovm? or blow things up? o Soved Designer
Motion Combat
Capture Actor Designer

vou I I'Vor You young, m > Do you like arts.
uunsl-\ 2nd hot? Are youmale? and crafts?
b - -
Dovwwmtwehou Military Shooter
who to mmwltm Packaging Model

SN

inspired by Fimsourcing com. This politically incorrect infographic was brought to you by:



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




The Game Designer

Designs and implements game mechanics and game play in the levels

May do considerable scripting of behaviors and animations



The Level Designer
Plans and builds environments

May also light the level and add characters depending on studio size
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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... worth a lecture on its own...

shareware - ancient method, spread free demo on CD, pay to unlock game



S C  ® store.steampowered.com

ok InstallSteam’| login | language «

@ STEAM STORE COMMUNITY ABOUT SUPPORT
Featured ltems Games « Software « Hardware « Videos « News ForYou « search the store

Free to Play

- N
Early Access ‘J/ ? N % ‘
Action <
v

Adventure 1 ¢ ¥
»’\"\,\V z ' — ST

Casual ; % N

Indi b (7

r:als(:ively Multiplayer ’ i / \

Racing s ‘67
¥ o GR] :

:::ulation M M ™

DARK LEGACY™ -

-r iy “
C— ;
Strategy '} \, 2, I ﬂl Ry
\ N
/ \ k‘ i t ail -}

\\\ Midweek Madness
W $14.99 Offer Ends Friday at 10am Pacific Time.
. : ' . _7E0
Now Available pe (5% 74

® New Releases Featured New Releases

B



B Google Play
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My apps
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statista.com
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MONETIZATION RESEARCH



c

current peak

21,133,767 21,793,431

Top games by current player count

CURRENT PLAYERS

PEAK TODAY

GAME

Counter-Strike: Global Offensive
Dota 2

Among Us

PLAYERUNKNOWN'S BATTLEGROUNDS
Rocket League

Tom Clancy’s Rainbow Six Siege
Grand Theft Auto V

Path of Exile

Source SDK Base 2013 Multiplayer
Football Manager 2020

Team Fortress 2

Left 4 Dead 2

Warframe

Rust

Destiny 2

Fall Guys

ARK: Survival Evolved

Dead by Daylight

Sid Meier’s Civilization VI
Crusader Kings Ill

Wallpaper Engine

Mafia: Definitive Edition

Hades

War Thunder

Steam Hardware & Software Survey

Steam Hardware & Software Survey

Steam Stats

Steam Download Stats

Steam Support Stats
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LAB TIME



SrSWN

= a game

OSSN ¢ S S



Lab, Part I:
GROW A GAME

|) pick one of each color card
- green = verbs (actions)
- yellow = challenges (issues)
- pink = atmosphere (games)
- blue = values (goals)
2) come up with a game concept (15 minutes)
3) write it down (& draw it for extra credit?) (10 minutes)
4) turn it into an elevator pitch - -2 sentences (5 minutes)
5) post to Openlab!



Lab, Part Il
SPEED DATING

(or maybe just one blind date)



ONCE YOU HAVE YOUR
CONCEPT...

|) form pairs (auto-breakout-rooms probably)
2) share pitches! (3 minutes a piece).
3) come up with a mashup of two ideas (5 minutes).
4) post to OpenlLab (one post per team is fine)
5) find another partner, repeat if time allows

6) review all mashed-up ideas, and pick one to commit to for HW
7) develop into a concept document for HW by Next Friday



CONCEPT DOCUMENT
GAME DESIGN DOCUMENT
WORLD BUILDING DOCUMENT
TECHNOLOGY DOCUMENT



HOMEWORK CLARIFICATION

|) By 3.5 (next Friday), Game Journal & Reading Response (like normal)

Games: NetHack, FTL, Slay the Spire, Hades
Reading: Macklin & Sharp Ch. 6

2) By 3.5 (next Friday), Post a CONCEPT DOC to Openlab:
https://drive.google.com/file/d/1-yiF2Pg-Ogla T XsMAQbIlckoDzGINz260O/view

3) By 3.12 (Friday after), Post a Game Design Doc to Openlab

4) By 3.19 (3 Fridays), Post Final GDD to OpenLab
(also final date for all Game Journal & Reading Responses)


https://drive.google.com/file/d/1-yiF2Pq-OgJaTXsMAQbIckoDzGINz26O/view

