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AdWhy do you wan

out of 10 give thesame response

AEver since you
lovediving Ina house b ut
want to be an architect

Ad1l wamake games &

a So, like aconstruction worker
than an architect?
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A When | askstudents  this question, 9
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A At this point, | may get something
resembling an actuaanswer

A Game design is aART form
A Game designers aoeeative  people

A Theyould and oftendo choose to be
creative inother media

a They writestories , composenusic , paint
paintings , write screkEnplays U

A So Why do they primarily desiggames ?

A Becausgames are their preferred
medium of expreSsion




messages

AArtists are tryingto say something
through their work

a To themselves, other peoplesmrciety

AGames allow designers teay things
theyc a n &ay anyother way

AThis is becausgames have something
no other medium has

AThat something igjameplay
a Decision Processes In context
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Alt can be argued that game design |s
not an ART but a CRAFT

ADesigners of gamesonstruct
gameplay frommechanics

Aln this view, designers are not
artists but enginkEers solving
constraint puzzles
aCreate ganwmpl ay th

ado so within time, budgetp and other
limitations




|
AGames, then, are designedvoy

kinds of people

AGame designers  design games to
say something through gameplay

A Designers of games design
games tosolve the puzzle of
creating gameplay

AldealLly ,you want a game
designer who isalso a designer of
games




Just one?

A A game designer whio s n & dood
designer of games will create games that;
a have some artistispine to them

a Are incomplete, incoherent, inconsistent and
generallyinarticulate

A A designer of games whbd s n & dgood
game design will create games that:
a Are playable

a AresoulleSs
A SelfconsciousART games fit here

A For someone who i®oth , which is best?




Game designers

A Well, your gamedesigner self shouldule
over your designeiof-games self
a TheART can be destroyed by tieRAFT
aTheCRAFTcanet be deA&TE r o

N\

A Toillustrate t his, |l eteés
civilization series of strategy games

A The video game was designedithy meier

A It was partially inspired by a board
game designed byncis  tresham

a Who died last month, sadly
A What were these gamedout ?




Civilization(1980

A This was a game aboutise andfaLl

A Even the mighty are onlffleEtingly  so
a VeryOzymandias
A It did this e
verywelLl =
A Every maige = -
mechanic ¢ o= = =
implementy 80

transient @
power




Civllizatio1991

A This was aboutreaping what you sow

aami ght oaks From |
e s ODVISORS WORLD CI
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A actions havdong -term consequences
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Artistic point

Athe gamealid develop this message||
Through its city -placement mechanic

A however, itsacCompanying  systems
iInteracted with city placement messily to
iIntroducediFferent gameplay

a It became more about mom&rtmoment
choices rather than longerm struggle

A Civilizationwas followed by colonization
in 1994, bysid meierandbrian reynolds

a Dynamic difficulty adjustment made all major
choicegointless U




Civilization2 (1996

A Reynolds design€a/23 betTer than civl

A lts central message was thesame as
cvées but 1t was cl epan
augmented & e

A Players were
tempted with
short-term
actions
having long
term efFects




Civilization3 (200

A Civ3 wentbackwards , with too much
micro -management caused by

change
to the
message
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message

A Civ3didretain  the reapwhat-you-sow
artistic backbone , but Interpreted
It politicalLy

A PoLlution  hit hard in The end game
a as did other negative consequences

A Yes, pollution and ovepopulationdid
happen because@drlier decisions

A The problem was, these decisions were
unavoidable

A Thepolitics  deliberately built into the
\ e m e




Civilizatiord (2005

A Civdbouncettack but conflicted its
message by having too many ways tein

A the main deC|S|on with alastlng

was whom to |
have as your
opPonents
a And which
victory
conditions to GRS
turn O ‘.




Civilization5 (201(

A Civ5went with new mechanics that added
complexity but muddled theneSsage

A The game became more abmitt placement
than city placement
Alt also had |ssues o do with too
routes to (AR 2020 R
victory

A Scale was
compromised
too

a See map>




Civilization6 (2016

A Civedoubledlown oncive® s g a me

A Complex interactions between meaningle
superficial systemsremoved its
artistic spine

A Too much
variance
In victory
conditions

A Too few
city tile

options
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