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A continued experiment in game design and teaching

Level 10: Final Boss

September 8, 2010
This Week

Welcome to the final week of the season. This week [ didn't know ahead of
time what te de, so I intentionally left it as an unknewn on the syllabus as
a catch-all for anything interesting that might have come up over the
summer., As it turns out, there are four main topics I wanted to cover
today, making this the lengest pest of all of them, so if you have limited
time I suggest beckmarking this and ceming back later. First I'd like to talk
a bit about economic systems in games, and how to balance a system
where the players are the cnes in control of it through manual wealth
generation and trading. Then, I'll talk about some commen multiplayer
game balance problems that just didnt fit anywhere else in the previous
nine weeks, Third, I'll get a bit technical and share a few tips and tricks in
Excel. Lastly, I'll return to last summer with this whele concept of “fun”
and how this whole topic of game balance fits inte the bigger picture of
game design, because for all of the depth that we've gone into still feels
like a pretty narrow topic semetimes,

Economic Systems
What is an economic system?

First, we use the word “economy” a lot, even in everyday life, so I should
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Week 3: Resource Systems
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Weeks 4-5: Transitive Mechanics
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Games

« Cookie Clicker (numeric relationships)

« PIT and Wheedle (trading)

« Modern Art (auctions)

« Hearthstone or any other TCG (cost curves)

« Liar’s Dice / Bluff (probability, psychology)

« One Night Ultimate Werewolf (probability, psychology)
« Thunderstorm (Markov chains)

« Desktop Tower Defense (situational balance)
« Candy Box (progression and reward systems)
« DOTA2 or any other MOBA (analytics)
 Yomi (intransitive mechanics)
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Tournaments

« Cookie Clicker (maximize cookies-per-second after 24 hours of play)

« Pig (write an Al to win)

« Goppu (write an Al to win)

« Desktop Tower Defense ($10000 to start, no extra building, high score)
- BattleBattle (create a character with the closest matches)

« Cordial Minuet (write an Al to win)
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Spreadsheets

« Formatting

« Graphs, charts, and visualizations

« Comments

« Formulas

« Sorting

- Validation

« Multiple worksheets

« Absolute and conditional references, Fill, and copy / paste special
« Functions (lots and lots of functions!)
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Projects

« Game analysis
« Mini-expansion
« Original game
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a catch-all for anything interesting that might have come up over the
summer., As it turns out, there are four main topics I wanted to cover
today, making this the lengest pest of all of them, so if you have limited
time I suggest beckmarking this and ceming back later. First I'd like to talk
a bit about economic systems in games, and how to balance a system
where the players are the cnes in control of it through manual wealth
generation and trading. Then, I'll talk about some commen multiplayer
game balance problems that just didnt fit anywhere else in the previous
nine weeks, Third, I'll get a bit technical and share a few tips and tricks in
Excel. Lastly, I'll return to last summer with this whele concept of “fun”
and how this whole topic of game balance fits inte the bigger picture of
game design, because for all of the depth that we've gone into still feels
like a pretty narrow topic semetimes,
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