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Announcements 
! !Groups are assigned. 

! ! Groups determines your ÒsectionÓ for TR labs. 
! ! Section 1: 12:20-1:20; Section 2: 1:25-2:15 

! ! In affect for the rest of the semester 

! !First Game Lab is tomorrow 
! ! Artists and musicians meet in CL3 

! ! Programmers meet in Upson 330 (the CSUG annex) 

! ! This is pattern for first four weeks 
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Definitions of Games 
! !Rollings & Adams: Fundamentals of Game Design 

A game is a form of interactive entertainment where 
players must overcome challenges, by taking 
actions that are governed by rules, in order to meet a 
victory condition. 

! !Salen & Zimmerman: Rules of Play 
A game is a system in which players engage in 
artificial conflict, defined by rules, that results in a 
quantifiable outcome. 
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What Does a Game Need? 
! !Players? 

! !Rules? 

! !A victory condition or quantifiable outcome? 

! !Goals? 

! !Challenges or conflict? 

! !Entertainment value? 
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What is Game Design? 
! !(R&A) Game design is the process of 

! ! Imagining a game 
! ! Defining the way it works 

! ! Describing the elements that make up the game 

! ! Transmitting that information to the development team 

! !(S&Z) Game design is the process by which 
! ! a game designer creates a game 

! ! to be encountered by a player 

! ! from which meaningful play emerges 
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What about Fun? 
! !We have described game design 

! !But not what makes game design good 

! !How do we create good games? 
! !Games are designed to entertain 
! !Question: What makes a game fun? 
! !Better Question: Why do people play games? 
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Reasons to Play 
! ! To be entertained by a story 

! ! To be challenged 

! ! To socialize with players 

! ! To prove superiority 

! ! To escape reality 

! ! To learn 

! ! To be stimulated 

! ! To relax 
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Casual vs. Core 
! !Play games differently and for different reasons. 

! !Core gamers play lots of games, always to finish. 
! ! They want hard games, and will tolerate frustration. 

! !Casual gamers play for enjoyment. 
! ! Will stop when the game stops being fun.  
! ! Want challenge, but only reasonable challenge.  

! !Rarely accept twitch challenge. 

! !Are casual and lapsed core the same? 
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Bartle’s Four Types 
! !Richard Bartle described four types of players: 

! ! Achiever: Overcome obstacles and accumulate rewards 
! ! Explorer : Discover and understand the game world 

! ! Socializer: Interact and role-play with other players 

! ! Griefer : Use the game to cause distress to other players 

! !Referring specifically online play (MUDs) 
! ! But the model also applies to single player games 

! !Successful games appeal to multiple groups 
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Design Decisions 
! !Rules  

! ! What is the system of the game? 

! !Challenges  
! ! What are the obstacles that the player must overcome? 
! ! What is the victory condition? 
! ! What is the fundamental gameplay?  

! !Setting  
! ! What is the nature of the game world? 

! ! Interaction Model  
! ! How does the player affect the game world? 
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Design Decisions 
! !Perspective  

! ! How does the player see the game world? 

! !Player Role  
! ! Who or what is the player in the world? 

! !Game Modes  
! ! How are the challenges put together,? 
! ! What is the surrounding interaction context? 

! !Story  
! ! What story will the player experience? 
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! ! Rollings & AdamsÕ Areas of Game Design 
! ! Core Mechanics: The rules the provide the foundations of gameplay. 
! ! Interactivity : The mechanisms by which the player plays the game 
! ! Storytelling and Narrative: The source of (dramatic) tension that 

compels players to play. 

! ! Salen and ZimmermanÕs Game Design Schemas 
! ! Rules is formal schema focusing on the intrinsic mathematical 

structures of games. 
! ! Play is an experiential schema emphasizing the playerÕs interaction 

with the game and other players. 
! ! Culture is a contextual primary schema highlighting the cultural 

contexts into which and game is embedded. 

Examining Game Design 

Players/Designers/Ideas 12 



gamedesigninitiative
at cornell university

the

Forming an idea: Approach 1 
! !Start with genre, setting, premise, & overall narrative 

! !Advantages: 
! ! Easy to brainstorm this way 

! ! Good settings can make a game seem very original 

! ! Good for designing to a specific audience 

! !Disadvantages 
! ! Can get trapped into genre conventions 

! ! May not lead to great game mechanics 

! ! Can lead to unfocussed, overly complicated games 
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! ! Start with gameplay challenges & game mechanics 

! !Advantages 
! ! Most truly original games have original mechanics 

! ! Tends to lead to simplicity and elegance 

! !Disadvantages 
! ! Very hard to do without first framing a genre 

! ! Difficult to brainstorm good gameplay 

! ! Can lead to trite or overly abstract settings 

! ! Difficult to sell to publishers 

Forming an idea: Approach 2 
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Forming an idea: Approach 3 
! !Start with user experience (e.g. see, hear, feel) 

! !Advantages 
! ! Can draw upon personal gaming experiences 
! ! Provides an excellent overall game vision 
! ! A very player-centric approach 
! ! Can exploit great technology 

! !Disadvantages 
! ! Also hard to do without first framing a genre 
! ! Hard to turn into a cohesive game idea 
! ! Often leads to very long development times 
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! !Approach 1 
! ! Storytelling and Narrative (R&A) 
! ! Culture (S&Z) 

! !Approach 2 
! ! Core Mechanics (R&A) 
! ! Rules (S&Z) 

! !Approach 3 
! ! Interactivity (R&A) 
! ! Play (S&Z) 

Design Components/Schemas 
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! !Explicit restrictions:  
! ! 2D, non-networked, not and RPG 
! ! must have a single-player mode 
! ! must use XNA 

! !Implicit restrictions:  
! ! Completable by your team in one semester.  
! ! Suitable for the skill set of your group 

! !Subjective restrictions:  
! ! Must be innovative and interesting 

Concepts and CIS 3000 
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GDIAC Examples 
! ! Roto-Cosmos (TA Game):  

! ! An amazing puzzle game created by a GDIAC TA 

! ! Chameleon Catastrophe (CIS 300): 
! ! A slick puzzle-platformer 

! ! Forgotten Sky (CIS 300):  
! ! A rope-swinging platformer with realistic physics 

! ! Astro War (CIS 300): 
! ! A well-designed turn-based strategy with excellent AI  

! ! GuardinÕ the Garden (CIS 400):  
! ! A real-time strategy game; focuses on territory and defenses 
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Exploring Gameplay 
! !To be a designer, you must play lots of games! 

! ! Introduces you to different types of gameplay 
! ! Do not play the same type of game all the time 

! !Flash portals are fantastic! 
! ! Games are small but focus entirely on gameplay 

! ! Kongregate & Armor Games are some of the best 
! ! DonÕt try a puzzle game without visiting Kongregate! 
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Have Realistic Goals 
! !Goal: Make your game like a largish flash game 

! ! Quality should be like a 3-4 star game on Kongregate 

! !Look at commercial indie games of similar scope 
! ! Oasis: Turn-based strategy in minutes instead of hours 

! ! Diner Dash: Compelling game about waiting tables 

! ! Zuma: A deceptively deep action-puzzler 
! ! Deadly Rooms of Death:  

! !One of the worst names, but 

! !some of the greatest puzzle design ever 
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For Friday 
! !First design workshop 

! ! Outline of the workshop on the website 
! ! Read it in its entirety so you know what to expect 

! !Assignment is to play games! 
! ! Flash games on Kongregate and Armor Games 

! ! Do not have to finish; just understand the game 

! !Come prepared to make pen & paper games 
! ! Might to want some of the Òtools of the tradeÓ 
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