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Game Design Overview

CSC430/HCIS30




It's all about the player

 WWhat's the game
about

 How do | play
 How do | win
 Why do | want to play

 What things do | need
to do
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Meaningful decisions
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Types of design

* World design

» System design
» Content design
 Game writing

* Level design

* User interface



The core of a game

“--

Nis game is about...”

“--

nis game is the experience of being...”

“--

nis game teaches...”

“--

Nis game simulates the experience of...”

Core dynamic



Some dynamics

o Territorial acquisition (Risk)

« Prediction (roulette, rock-paper-scissors)

« Spatial reasoning (puzzles — tic-tac-toe, etc)
e Survival

 Destruction (fps)

 Building (SIimCity)

« Collection

» Chasing/evading

 Trading

« Race to the end...



Overcoming designer's block

Interact with your friends
Mess with the play order

Make a resource limited (or
unlimited)

Kill a rule

Multiply a parameter by two /
divide it by two




