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INTRODOCTION

- “WHY D0 YOU WANT TO BE A GAME DESIGNER?™
» WHEN | ASK STUDERNTS THIS QUESTION, 9
OUT OF 10 GIVE THE SAME RESPONSE

— “EVER SINCE | WAS A SMALL CHILD, I'VE
LOVED PLAYING COMPUTER GAMES™

- EVER SINCE YOU WERE A SMALL CHILD, YOU'VE
LOVED LIVING IN A HOVSE BUT YOU DON'T
WANT TO BE AN ARCHITECT

. "I WANT TO MAKE GAMES®

- S0, LKE A CONSTRVUCTION WORKER RATHER
THAN AN ARCHITECT?




PROBING

+ AT THIS POINT, | MAY GET SOMETHING
RESEMBLING AN ACTUAL ANSWER

. GAME DESIGN IS AN ART FORM
. GAME DESIGNERS ARE €REATIVE PEOPLE

- THEY COULD AND OFTEN DO CHOOSE TO BE
CREATIVE IN OTHER MEDIA

— THEY WRITE STORIES, COMPOSE MVUSIE, PAINT
PAINTINGS, WRITE SCREENPLAYS, ...

+ SO WHY DO THEY PRIMARILY DESIGN GAMES?

- BECAUSE GAMES ARE THEIR PREFERRED
MEDIVUM OF E¥PRESSION




+ ARTISTS ARE TRYING TO SAY SOMETHING

THROUGH THEIR WORK
—TO THEMSELVES, OTHER PEOPLE OR SOCIETY

+ GAMES ALLOW DESIGNERS TO SAY THINGS
THEY CAN'T SAY ANY OQTHER WAY

+ THIS IS BECAUSE GAMES HAVE SOMETHING
NO OTHER MEDIUM HAS

- THAT SOMETHING IS GAMEPLAY
~ DECISION PROCESSES IN' CONTEXT
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. |IT CAN BE ARGUED THAT GAME DESIGN IS

NOT AN %RT BUT A CRAFT

- DESIGNERS OF GAMES CONSTRVET
GAMEPLAY FROM MECHANICS

- IN THIS VIEW, DESIGNERS ARE NOT
ARTISTS BUT ENGINEERS SOLVING
CONSTRAINT PUZZLES
— CREATE GAMEPLAY THAT'S FUN

- D0 SO WITHIN TIME, BODGET, |P AND OTHER
LIMITATIONS




- GAMES, THEN, ARE DESIGNED BY TWO

KINDS OF PEOPLE

* GAME DESIGNERS DESIGN GAMES TO
SAY SOMETHING THROUGH GAMEPLAY

- DESIGNERS OF GAMES DESIGN
GAMES TO SOLVE THE PUZZLE OF
CREATING GAMEPLAY

- IDEALLY, YOU WANT A GAME
DESIGNER WHO IS ALSO A DESIGNER OF
| GAMES




JUST ONE?

- A GAME DESIGNER WHO ISN'T A GOOD
DESIGNER OF GAMES WILL CREATE GAMES THAT:
— HAVE SOME ARTISTIC SPINE TO THEM
— ARE INCOMPLETE, INCOHERENT, INCONSISTENT AND
GENERALLY INARTICVULATE

. A DESIGNER OF GAMES WHO ISN'T A GOOD
GAME DESIGN WILL CREATE GAMES THAT:
— ARt PLAYABLE
— ARE SOVLLESS
. SELF-CONSCI0US &RT GAMES FIT HERE

- FOR SOMEONE WHO IS BOTH, WHICH IS BEST?




GAME DESIGNERS

- WELL, YOUR GAME-DESIGNER SELF SHOULD RVLE
OVER YOUR DESIGNER-OF-GAMES SELF

— THE %RT CAN BE DESTROYED BY THE CRAFT
— THE CRAFT CAN'T BE DESTROYED BY THE RRT

- TO ILLUSTRATE THIS, LET'S LOOK AT THE
CVILIZATION SERIES OF STRATEGY GAMES

- THE VIDEO GAME WAS DESIGNED BY SID MEIER

- |T WAS PARTIALLY INSPIRED BY A BOARD
GAME DESIGNED BY FRANCIS TRESHAM
— WHO DIED LAST MONTH, SADLY

. \WHAT WERE THESE GAMES ABOVT~?




. THIS WAS A GAME ABOUT RISE AND FALL

. EVEN THE MIGHTY ARE ONLY FLEETINGLY SO
— VERY O0ZYMANDIAS

- T OID THIS P
VERY WELL

. EVERY MAIN gt
MECHANIC & S2=
IMPLEMENTED
TRANSIENT &
POWER ‘




CVILIZATION (1991)

- THIS WAS ABOUT REAPING WHAT YOU SOW

+ ACTIONS HAVE LONG-TERM CONSEQUENCES
~ “MIGHTY OAKS FROM LITTLE ACORNS GROW"
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..................




ARTISTIC POINT

- THE GAME DID DEVELOP THIS MESSAGE WELK
THROUGH |TS GITAr-PLACEMENT MECHANIC

. HOWRVER, ITS ACCOMPARNYING SYSTEMS

NTERACTED WITH (JTY PLACEMENT MESSILY TO

NTRODUCE DIFFERENT GAMEPLAY

— |T BECAME MORE ABOUT MOMENT-TO-MOMENT
CHOICES RATHER THAN LONG-TERM STRVUGGLE

- QVILIZATION WAS FOLLOWED BY COLONMIZATION
IN 1994, BY SID MEIER AND BRIAN REYNOLDS

— DYNAMIC DIFFICOLTY ADJUSTMENT MADE ALL MAJOR
CHOICES POINTLESS...




CVILIZATION Z (1996)

- REYNOLDS DESIGNED (VZ — BETTER THAN (VI

« ITS CENTRAL MESSAGE WAS THE SAME AS
QVrs BUT IT WAS CLEANED UP AND

AVGMENTED &

. PLAYERS WERE
TEMPTED W|TH
SHORT-TERM
ACTIONS
HAVING LONG- [
TERM EFFECTS I




CVILIZATION 3 (2001)

. (V3 WENT BACKWARDS, WITH T00 MUH
MICRO-MANAGEMENT CAUSED BY A
CHANGE 5kl
TO THE
MESSAGE
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MESSAGE

. (V3 D10 RETAIN THE REAP-WHAT-YOU-SOW
ARTISTIC BACKBONE, UT INTERPRETED
IT POLITICALLY

+ POLLUTION HIT HARD IN THE END GAME
— AS DID OTHER NEGATIVE CONSEQUENCES

- YES, POLLUTION AND OVER-POPULATION DID
HAPPEN BECAUSE OF EARLIER DECIS|ONS

» THE PROBLEM WAS, THESE DECISIONS WERE
UNAVOIDABLE

- THE POLITICS DELIBERATELY BUILT INTO THE

| GAME'S SYSTEMS REMOVED PIAYER CHOICE




CVILIZATION 4 (2005)

(JV4 BOUNCED BACGK BUT CONFLICTED ITS
MESSAGE BY HAVING TOO MANY WAYS TO WIN

- THE MAIN DECISION WlTI-I A I-AS‘I'ING

CONSEQUENCE
WAS WHOM TO
HAVE AS YOUR
OPPONENTS
— AND WHICH
VICTORY

CONPITIONS TO
TURN OFF...




CVILIZATION 5 (2010)

« (V5 WENT WITH NEW MECHANICS THAT ADDED
COMPLEMITY BUT MUDDLED THE MESSAGE

. THE GAME BECAME MORE ABOUT WINIT PLACEMENT
THAN @ITAr PLACEMENT

- IT ALSO HAD [SSUES TO DO WITH TOO IANY
ROVIES 0 e o o
VICTORY

- SCALE WAS
COMPROMISED
TOO

— SEE MAP ->




CVILIZATION 6 (Z016)

- (V6 DOUBLED DOWN ON V5SS GAMEPLAY

- COMPLEX INTERACTIONS BETWEEN MEANINGLESS,
SUPERFICIAL SYSTEMS REMOVED (TS
ARTISTIC SPINE

+ T00 MUCH
VARIANCE £
IN VICTORY 5
CONDITIONS “5%

. TOO FEW |
QTY TILE
OPTIONS




DESIGN

- IN TERMS OF DESIGN, {/VZ |S PROBABLY THE
BEST VERSION, FOLLOWED BY (V4

- V5 AND (JV6 FEEL LIKE THEY WERE MADE BY
DESIGNERS OF GAMES, RATHER THAN BY GAME
DESIGNERS

- THEY HAVE GOOD/DECENT GAMEPLAY, BUT THE
GAMEPLAY HAS NO SUBSTANCE T0 IT

- |F THE GAMES HAD STUCK TO THE MESSAGE
OF REAPING WHAT YOU SO@W, THEY WOULD
HAVE BEEN BETTER GAMES

— UNLESS THEY QVERPLAYED T, LIKE (V3




SPEAKING

+ GAME DESIGNERS HAVE SOMETHING TO SAY

- EVERY MAJOR DECISION IN THE GAME FLOWS
FROM THIS
- BONUS: IT MAKES SOME DECISIONS EASIER

— WHEN YOU'RE STUCK, YOU ASK YOURSELF “WHAT
AM | TRYING TO SAY HERE?"

— THE ANSWER WILL USUALLY BROP OUT OF THIS
- “1 JUST WANT MY PLAYERS TO HAVE A BRAST'
- WHY?
- |F YOO KNOW WHY, YOU CAN BETTER FOLLOW |T
THROUGH




AND YET...

- THE BEST DESIGNERS Q@F GAMES ARE FIRST
AND FOREMOST GAME DESIGNERS

- WHY, THEN, ARE SO MANY MODERN
GAMES DESIGNED BY DESIGNERS @F GAMES WHO
AREN'T GAME DESIGNERS?

* TWO REASONS..

. REASON |: MARKETING

— A GAME DOESN'T HAVE TO BE GOOD TO SOCCEED,
JUST NOT SO BAD THAT |IT'S EMBARRASSING

- DISCOVERABILITY BEATS GAME DESIGN WHEN
IT COMES TO PROFITABILITY




- REASON Z: EPENSE

— GAME DESIGNERS OFTEN WANT TO SAY SOMETHING
ORIGINAL
- ORIGINAL MEANS RISKY

- RISKY MEANS COVLD-LOSE-ENTIRE-
INVESTMENT

— THOSE COMPANIES THAT HAVE GIVEN BIG-NAME
DESIGNERS ARTISTIC FREEDOM OFTEN REGRET |T

— |T'S SAFER TO GO WITH KNOWN GAMEPLAY THAT
YOU (AN TRUST




CONCLOSION

. GUILTY SECRET: MOST GAME DESIGNERS AND
DESIGNERS OF GAMES AREN'T VERY GOOD AT |T

~ THEY'RE JUST FAR, FAR BETTER THAN NON-DESIGNERS
- EVERY GAME WILL BENEFT FROM HAVING AN
ARTISTIC SPINE

- FIGURE OUT WHAT THE GAME IS ABOVT AND
STICK WITH IT
— USE IT TO INFORM YOUR DECISIONS

- ARE 9OV A GAME DESIGNER OR A DESIGNER OF
GAMES OR BOTH?

- WHY?




