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“Why spreadsheets?

“Why game designers love
spreadsheets

“Why we should teach it
"How I did that

"How you can include
spreadsheets in your own
classes
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Jamie Smith
@smithstOck
We all know it to be true

The Games Industry

3:57 AM - Aug 18, 2022 - Twitter Web App

557 Retweets 85 Quote Tweets 3,759 Likes

o



Cloé Veilleux @Doh042 - Aug 22 vos
Replying to @smithstOck and @CorinneBusche

I'm one of the people responsible for this, I'm afraid. (Google Sheet can
also act as a substitute easily).

| just love the speed at which | can do things in Excel. It beats so many of
the in-house tools we have for batch changes!

Cory Trese @corytrese - Aug 18 sae
Replying to @smithstOck and @Mike_Laidlaw

Every game @TreseBrothers has ever built has Excel as a foundational
component.

We prototype in Excel. We author in Excel. Sometimes we build maps in
Excel!

Q) Tl v Ty On build, we convert everything to SQLite3 and ship that with the game.
o Maciej Szczesnik @MaciejSzczesnik - Aug 20
, DjArcas @projectorgames - Aug 18 sos Replying to @smithstOck
DY Replying to @smithstOck

| think virtually every AAA game | worked on used Excel for all the of the
language data and translations, and most of them used it for things like
vehicle handling data too.

@, g O 4 g

Google Spreadshests, but yeah :-)

O

polyp2000(z) @polyp2000 - Aug 18
Replying to @smithstOck

Yep - i've been handed crazy excel spreadsheets before and had to turn
them into gameplay mechanics.

Q () (WA a0y

TheTrekspert says Codify Roe v Wade @Thelrekspert - Aug 18 san
Replying to @smithstOck and @Tumerboy
| love Excel so much.

Q 1 O 1 gy
HectorPLZ =% TGS 2022 @Hector_plz - Aug 18 =
Replying to @smithstOck

Google Sheets [ Excel supremacy. It's literally useful for every department

o



Bring data to life. Spreadsheets | /S5 S R e S
GET Rl OF BORING SPREADSHEETS

are boring!

Published on Dec &, 2014 3:.00 AM

M | cvee 1 15F A D EE AAAre Bre
Lata. Less HUr anag Full. More brevity.

JLLL LESS |

o
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AND BRING IN THE FUN

By Michael Brenner - August 17,2016 @ 2197 -0

How to Make Your Spreadsheets

Less Lame

Spreadsheets are lame. There’s no two ways about
it. We designers hate spreadsheets because
they're a shining example of boring data presented

in a boring manner.

Unfortunately for designers, spreadsheets are a
necessary evil and could even be called a great and
essential tool in the business world. Today we're

going to see how to improve both the aesthetics and

ON:

BY:

CATEGORY:

LENGTH:

readability of your spreadsheets with a few super basic design principles that literally

anyone can follow. Let’s get started!

CLIVE THOMPSON IDEAS APR 6. 2822 B:H8 AM

Spreadsheets Are Hot—and
Cranking Out Complex Code

The venerable (and yes, ) piece of
officeware is getting reinvented as a tool for non-
coders to automate and simplify their lives.




GWLC

Spreadsheet Skills for

Spreadsheet Smarter, not Harder Game DeS|gners

Found2¥lggﬂgrgagames Ira Fay

CEO, Fay Games
Assistant Professor of Computer Science and
Game Design, Hampshire College
ira@faygames.com

GAME DEVELOPERS CONFERENCE
https:/inyurl.com/SpreadsheetSmar

3 G\(\ME DEYZLOPERS CONFERZNCE | July 19-23, 2021

For the Love of S»pireadsheets:

| .Sound Designs Secret Weapon
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Damian Kastbager
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Beyond Spreadsheets:
How to generate operational impact

with analytics

Michael Lenz
Head of Analytics, InnoGames

.

Game design tools

GAME DEVELOPERS CONFERENCE EURDPE For when spreadsheets and flowcharts
AUGUST 11-13, 2014 - EXPO: AUGUST 11-12,2014 a re n ,t e n O u g h

0y : Katharine Neil
Beyond Spreadsheets: Building a Metagame Simulator for Independent developer

Balance and Prototyping

David Morris (Head of Analytics, Spryfox)

Location: Room 210, South Hall

Date: Wednesday, March 20

Time: 11:30 am - 12:00 pm

Pass Type: All Access, GDC Conference + Summits, GDC Conference - Get your pass now!
Topic: L& Design

Format: Session

Vault Recording: Video

Audience Level: All

Add




Cloé Veilleux @Doh042 - Aug 22 vos
Replying to @smithstOck and @CorinneBusche

I'm one of the people responsible for this, I'm afraid. (Google Sheet can
also act as a substitute easily).

Cory Trese @corytrese - Aug 18 -
Replying to @smithstOck and @Mike_Laidlaw

Every game @TreseBrothers has ever built has Excel as a foundational
component.

| justl
the i

Q)
_ Replying to @smithstOck
= Why?

vehig
- O

maps in

CVV @CVV64502204 - Aug 18

0 QO

polyp2000(z) @polyp2000 - Aug 18
Replying to @smithstOck

Yep - i've been handed crazy excel spreadsheets before and had to turn
them into gameplay mechanics.

Q () (WA a0y

| love Excel so much.

Q) 1 oA .
HectorPLZ ; TGS 2022 @Hector_plz - Aug 18 v
Replying to @smithstOck

Google Sheets [ Excel supremacy. It's literally useful for every department

o



NOMENCLATURE CLARIFICATION!

The thing we’re talking about 1s “spreadsheet
software” or “spreadsheets”

Excel is a specific instance of spreadsheet software

I'm avoiding saying “Excel” unless I mean that
specifically

Google Sheets, Open Office, LibreOfttice,
Numbers, Lotus 1-2-3, and so on, are each and
all “spreadsheets” and “spreadsheet software”

| |

|\ -\
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*It’s magical graph paper that
can do math
"Programming without coding

2611 21765 1840
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“It’s magical graph paper that
can do math

"Programming without coding
" Incredibly versatile




It’s magical graph paper that
can do math

Programming without coding - ; >
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Incredibly versatile B e
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*It’s magical graph paper that
can do math

"Programming without coding

" Incredibly versatile

*Surprisingly stable

Blast from the
past!



*It’s magical graph paper that
can do math

"Programming without coding

" Incredibly versatile

*Surprisingly stable

“One of the best tools for easily

have a lot of data)

e L e

\\
N B oo i (5 5 R | \
Superstudio, The Continnons Monument (1969)




dl'S TECHNICA

Eve Onlme fans 11terally cheer Microsoft Excel
! features at annual Fanfest

‘u
/

New Javacript API will "simplify the access to data for all,” developer says.

KYLE ORLAND - 5/6/2022, 12:30 PM

—_—_—



Spreadsheets are ubiquitous in games
(and trequently listed as a job requirement)




Senior Game Designer

MANTICORE GAMES
San Mateo, CA = Remote
You must create an Indeed account before continuing to the company website to apply

Apply on company site )

. .ﬁ.l:iapt to technical and production constraints & participate in finding solutions
to optimize features

» Write and maintain specification pEZ30LERTVEEl R EIE Taly s B s l=E Tl g 112 4

documents
* Be an advocate for player experience and create compelling user stories

Systems Game Designer, Pokémon GO

Miantic %d%% 1 3 reviews
Seattle, WA - Hybrid remote

oo I

» Experience with game balance and pacing in a free-to-play economic model.
Expertise with spreadsheets and in manipulating, summarizing, and maintaining

» Proficiency in Unity game development.

» Excellent verbal and written communication.

» Passion for video games; an avid gamer with a solid understanding of mobile
games.

Game Designer

Major League Baseball (Internal Job Board)
New York, NY
You must create an Indeed account before continuing to the company website to apply

Apply on company site )

Essential Functions

¢ Help teams synthesize their ideas into successful products

¢ (Create design documents, including specs, Zxelplely|"E ==l gl and

wireframes
¢ Design game systems that produce deeper engagement with the MLE brand

Game Designer - Rewards Systems

ArenaNet sededededr 14 reviews

Bellevue, WA

Full-time

You rmust create an Indeed account before continuing to the company website to apply

Apply on company site )

* Experience with Guild Wars 2 as a player

LExperience with managing and updating spreadsheets or databases

» Familiarity with best practices for accessibility in games
* Experience working on a live game

o



Spreadsheets are ubiquitous in games
(and trequently listed as a job requirement)

Games students (who aren’t already familiar

with spreadsheets) are unlikely to develop
skills with these tools on their own
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Spreadsheets are ubiquitous in games

(and frequently listed as a job requirement) Exc E l

FOR BEGINNERS

LEARN EXCEL 2016, INCLUDING AN INTRODUCTION TO

Games students (who aren’t already familiar neippes o s St Sneilisaclin

with spreadsheets) are unlikely to develop STATISTICS, EXCEL POWER QUERY AND MORE
skills with these tools on their own

Intro materials focus on accounting use-
cases, not how designers use them




Spreadsheets are ubiquitous in games
(and trequently listed as a job requirement)

Games students (who aren’t already familiar
with spreadsheets) are unlikely to develop
skills with these tools on their own

Intro materials focus on accounting use- Dax Gazaway, Gamze Systems Design (2021)
cases, not how designers use them Ian Schreiber & Brenda Romero, Game Balance (2021)




Spreadsheets are ubiquitous in games
(and trequently listed as a job requirement)

Games students (who aren’t already familiar
with spreadsheets) are unlikely to develop
skills with these tools on their own

Intro materials focus on accounting use-
cases, not how designers use them




ﬁ Mostafa Haque

=y @MostafaMHawke

Every Game Design Major should include a class on
spreadsheets. Just spreadsheets.

2:19 PM - Jan 8, 2020 - Twitter Web App

1 Quote Tweet 90 Likes

Tl




It Makes Sense

= Already using small spreadsheets exercises in
other classes

= Consistently popular
= Requests for more coverage, beyond basics
= So proposed a class just about spreadsheets



It Makes Sense Covering...

= Already using small spreadsheets exercises in * Fundamentals you'd expect
other classes

= Consistently popular
= Requests for more coverage, beyond basics
= So proposed a class just about spreadsheets

= (Games-centric material

= Making games using spreadsheet software itself.
Both as in-depth exploration of game design
under unfamiliar constraints, but also as an
interrogation of the nature of tools to shape the

. B © sasa

Frank Lantz <frank lantz@nyu.edu= Wed, Oct 7, 2020, 526 PM 5 4 : Of. srt)

to Alexander « avisible

‘to 1tself,

vorthy

rame-

how am | going to say no to this?

_————— -“--O -—— -— VY —— e — — - — B -~ - - —~ — 'A.ll

h1storV of spreadsheet software and 1ts impact



= Learn how to use spreadsheet software for creative
expression.

= Become familiar with a variety of spreadsheet tools,
including Excel, Google Sheets & LibreOftfice

= Develop skills in traditional uses for spreadsheets,
and learn how to subvert and play with the software
to find new uses as well.

= See how to use spreadsheet software in other areas
of their artistic practice.

= Understand the variety of applications that
spreadsheets are used for in the context of creative
professionals.

Christo & Jean Claude, Wrapped Coast (1969) |
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or

GAME DESIGNERS

fall 2021
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Practical Course Details

= NYU Game Center, Tisch School of the Arts

= Art school design program, mixed range of
student backgrounds & skillsets

= MFA graduate students, + BFA undergrads
= 2 Credit ("2 a standard course) Elective

= Semester-long, 14 weeks

= One 2% hour class session per week

= Fall semester, annually

SPREADSHEETS o GAME DESIGNERS

P\ nated in making games and creative works using spreadsheets as the
" development environment.

o? —

{PROT. ALEKANDER KING

All too easy to overlook, humble spreadsheet software can be a sur-
prisingly versatile and valuable tool for any game designer’s toolkit.
This hands-on practicum for game designers explored spreadsheet
software as a creative tool, exploring novel applications as well as
professional examples from games and digital art. The course culmi-

$120,000
$100,000

000000
000000

"To The Cent arth” Claire Wang
"Word War ; . Josh Finkel
"Pattern Ba - Luke Lin
"Cutting Woo o Miles Resenthal
"Totally Accurate Audit Simulator” Robert Chen
"Spreadsheet Landlord” : Santiago Fernandez j
"In The House Of My Father"” " Sawyer.Smith-= I
"Palette Gameplay Prototype” Yanxi Wang
"ABS:THEFLIRTGAME" Beau Mcghee
"Monopoly at Google Sheets” Francys Dong
"Budget Myth" Frank Zhang

AMONSE s "Dividends & Decay” Jordan Grayson |
— J'J




Practical Course Details No Room In Your Curriculum? No Problem

* NYU Game Center, Tisch School of the Arts = I know not every games program has the

= Art school design program, mixed range of capacity available for experimental electives,
student backgrounds & skillsets about spreadsheets of all things
» MFA graduate students, + BFA undergrads = This 1s more a demonstration there’s more than

= 2 Credit (2 a standard course) Elective enough material herel

| ” : :
= Semester-long, 14 weeks FHasy to roll exercises or assignments into an

existing game dev class, or game design class, or

= One 2% hour class session per week (even cooler) game studies class

= Fall semester, annually = Even a little bit will go a long way.
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EMM Dashboard - Campaign Summary

Key Metrics Summary

Trailing 26 Weeks Wk 6/30
# Campaigns "
# Delivered
Open Rate
Click Thru Rate
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2,185 K
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Conversion Rate
% Gross Sales
Spend Per Email
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% MNet Sales
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Practical Course Details No Room In Your Curriculum? No Problem

* NYU Game Center: Tisch School of the Arts = I know not every games program has the

= Art school design program, mixed range of capacity available for expc?rimental electives,
students about spreadsheets ot all things
» MFA graduate students, + BFA undergrads = This 1s more a demonstration there’s more than

= 2 Credit (2 a standard course) Elective enough material herel

| ” : :
= Semester-long, 14 weeks FHasy to roll exercises or assignments into an

existing game dev class, or game design class, or

N 3 { "
One 2% session per week (even cooler) game studies class

= Fall semester, annually since 2021 = BEven a little bit will go a long way.

" You don’t need to be a spreadsheet aticionado,
and in fact, it’s probably easier to teach this if
you aren’t.
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2 Spreadsheets for Game Designers
- Course Schedule
[
-
6
7 Week  Date Topic Detail Reading Assigned Assigned Due
& 1 Fri,Sep 02 Intro g‘;‘;;i;”‘m‘j uction, why spreadsheets?, “Wizardry: Going Slow, Mapping” & “Fate: Nothing to Show but the Maps® by Chester Bolingbroke Map Q
9 2 Fri,Sep 09 Text & Color  Introduction to formulas and formatting "Excelling: an interview with Danielle Aubert” & "16 Months Worth of Drawings in Micresoft Excel” Theory into Praxis
"""""""""" Cen1e £ o Managing text, translaionflocalization, ool
10 3 Fri, Sep 16 Formulas formulas for text ‘A Spreadsheet Way of Knowledge” by Steven Levy Puzzle" Workbook Map +
" Fermula Basics. Handling & Inputting Data. u . f "
1 4 Fri,Sep 23 Database Sorting, freeze . Good Numbers (Part 1) & (Part 2" by Alexander King Graph & Data Workbook "Puzzle" Workbook
12 5 Fri,Sep 30 Prototyping InDesign data merge for card prototypes “Michael Milken's Spreadsheets: Computation and Charisma in Finance in the Go-Go ‘805" by William Deringer Analysis Project Graph & Data Workbook
""""""""""" oo o Advanced Formulas, VLOOKUP, INDEX, o ol
13 g8 Fri,0ct07 Modeling MATCH, OFFSET & more Introduction to Game Systems Design, Chapter 15 Analyzing Game Data” by Dax Gazaway
! . . . *The History of Mathematical Tables, From Sumer to Spreadsheets. Chapter 12: The Rize and Rize of the Spreadsheet” By
14 7 Fri,0ct14 Analysis Analysis, & Pivot Tables Martin Campbell-Kelly
. Creative expression , subverting utilitarian . _— _— : . . '
15 8 Fri,Oct21 Art o . The Shadow and the Gap: A rare look at Charles Gaines' Shadows series” by Gina Osterloh Interactive Art Analysis Project
16 9 Fri,Oct 28 Criticism EF;?;{;ZIST_ID;‘EH for tools, limitations of *Saving the Werld from Spreadsheets” by Emery Berger & "Spreadsheets are Special” by Janet Swift
"""""""""" ... . Exporting and Importing Data Web Queries.  “The Stff of Bits, an Essay on the Materialities of Information. Chapter 4 Spreadsheets and Spreadsheset Evemsin .
7 10 FiLNov04 Integraion o Unity Organizational Life’ by Paul Dourish Interactive Art
18 11 Fri, Nov 11 Interactivity Intre to VBA, User-Defined Functions "Using Simple Spreadshest Techniques to Help Balance Your Game" by Jamey Stevenson Final Game
"""""""""" e umaf . _ . “Beyondthe Character Sheet CharacterKeepers as Digital Play Aids” by Adrian Hermann & Gerrit Reininghaus.
19 12 Fri, Nov 18 Games VBA Form Contrels, Dialog Boxes & Userforms & "Party in a Shared Google Doc” by Marie Foulston Theory into Praxis
20 13 Fri, Nov 25 Thanksgiving, No Class
21 14 Fri,Dec 02 Sharing Sgr:iajsheets for others, versioning & source .y A of the Spreadsheet” by David Grausel
2 15 Fri,Dec 09 Final Critigue  Exhibition and critigue of spreadsheet games Final Game
23
24

o



What You'd Expect

= Basic usage & fundamentals
* Formulas

* Visual Formatting

= Pivot Tables

* Charts & Graphs

= VBA

Typical Uses in Games

" Project Management
= Database
= Modeling, Design tuning

= Importing data from a sheet
into a game engine

= Exporting data from a game
build to a spreadsheet

What You Wouldn't Expect

= Digital Art
= Procedural Text

= History of Spreadsheets
= Art History of Grids as a Form
* Non-Practical Uses

= Making spreadsheet games



Typical Class, Just About Spreadsheets

*Structured like any other dev
class would be

“But the ‘came engine’ being
used is Spreadsheets

*Studio approach, learning by
doing, critique of work



Typical Class, Just About Spreadsheets

*Structured like any other dev
class would be

“But the ‘came engine’ being
used is Spreadsheets

*Studio approach, learning by
doing, critique of work

Major Assignments
"Making a Map
"[nteractive Art

" Puzzle Workbooks
"Data Analysis

“Theory into Praxis
"Spreadsheet Game



What You'd Expect

= Basic usage & fundamentals
* Formulas

* Visual Formatting

= Pivot Tables

* Charts & Graphs

= VBA

Typical Uses in Games

" Project Management
= Database
= Modeling, Design tuning

= Importing data from a sheet
into a game engine

= Exporting data from a game
build to a spreadsheet

What You Wouldn't Expect

= Digital Art
= Procedural Text

= History of Spreadsheets
= Art History of Grids as a Form
* Non-Practical Uses

= Making spreadsheet games
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= Basic usage & fundamentals

" Formulas

* Visual Formatting
= Prvot Tables

= Charts & Graphs
= VBA



What You'd Expect

= Basic usage & fundamentals

" Formulas

* Visual Formatting
= Prvot Tables

= Charts & Graphs
= VBA

(how to copy and paste as values)

(SUMIFS, VLOOKUP, SUMPRODUCT)
(Freeze panes, conditional formatting)

(For quick exploratory aggregation)

(Always X/Y Scatterplots, never Pie Charts)
(Macro recording)



What You'd Expect

= Basic usage & fundamentals (how to copy and paste as values)

* Formulas (SUMIFS, VLOOKUP, SUMPRODUCT)

* Visual Formatting (Freeze panes, conditional formatting)

= Prvot Tables (For quick exploratory aggregation)

= Charts & Graphs (Always X/Y Scatterplots, never Pie Charts)

= VBA (Macro recording)



SFGD Formula Master Referencel ¥ [ & SavedioDrive
File Edit View Insert Format Data Tools Extensions Help

Last edit was seconds ago

o~ P O00% v S % 0 00 123v  Defauli(Ro. ~ 10 -~ B I & A & H E- Ev Ll Pl co @M Y ~3I~

TR

A B | c [ o] E ] S [ ] i [ o] K [ L] M [~ ] 0 |
| 1 |

-

- Spreadsheets for Game Designers
3 Course Site
4
6
7
13
14 Basic Math Navigation Text Time Logical Basic Stat Advanced Stat
[15 | SQRT OFFSET CLEAN DATE IF COUNT HYPGEOM.DIST
(16 | SIGN ADDRESS REPLACE DATEDIF AND COUNTIFS BINOM.DIST
17 MROUND CELL REPT DAY NOT AVERAGE COMBIN
18 ROUND CHOOSE MID DAYS OR AVERAGEIFS CORREL
19 POWER COLUMN LEFT MONTH XOR COUNTA FREQUENCY
20 PRODUCT ROW RIGHT WEEKNUM IFERROR MAX LINEST
(21| LOG10 INDEX TRIM WEEKDAY ISERROR MEDIAN MMULT
(22| LOG INDIRECT CONCAT YEAR ISBLANK MIN PERCENTILE.INC
23 LN MATCH HYPERLINK NOW ISEVEN MINIFS PERMUT
24| ABS INFO SEARCH TODAY ISFORMULA MAXIFS SKEW
25 | BASE SHEET SUBSTITUTE MINUTE ISLOGICAL MODE SLOPE
26 | CEILING.MATH VLOOKUP TEXT SECOND ISNA SUM
27 FLOOR.MATH HLOOKUP UNICHAR HOUR ISNUMEER SUMIFS
28 SIN UNICODE 1SODD STDEVP
29| cos UPPER ISTEXT SMALL
30 | EVEN LOWER SWITCH LARGE
3 0DD PROPER RANK.EQ
32 | RADIANS TEXTJOIN RAND
33 | DEGREES LEN RANDBETWEEN
31 EXP SUMPRODUCT
35 EXACT
36 FACT

REPLACE(text, position, length, new_text)

Description

Replace substring of text with other text.
MOTE: position is not 0 index, i.e. to replace to the first character, position = 1 and length = 1

Arguments

text (string): The source text

startPosition (int): Starting index of the string to replace
length (int): Length of string to replace

replacementText (string): Mew text to replace the old text with

Example

Here is some text

=REPLACE(C22,6,2,"was")

YEAR Formula Result
Try here Type "=YEAR('7/20/19697)° | 1969|
INTRO "YEAR" functions return the year of given date.
SYNTAX "=YEAR(date)"
input date, Example: "1869,7,20" , A2 (referance cell), 40909(serial number)
output the year of the input date
Notice! do not type YEAR(10/10/2000), this function cannot covert number to the date
10/10/2000 = 0.005
Now Formula Result
Try here Type "=NOW()" 3/5/2023 17:02:10
INTRO return the current date and time
SYNTAX =NOW()"
input
output the current date and time
Notice! can hurt performance of spreadsheet
always return the date and time the last time spreadsheet was recalculated
might be hidden by changing the cell formatting
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Arriving In a new environment has never been so easy!
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Math for Game Designers, Assignment 9
Question 3

I've been experimenting with adding a card based system to handle some of the story events.

The "Story Deck" contains a variety of cards. The player draws 5 every turn. 25 of them are just lore. 15 of them give the
player a bonus, and 5 have a negative effect. And lastly, 3 special cards trigger the end game when they're drawn.

Here's the problem: There needs to be more than one end triggering card, because | playtested it with just one and it didn't
get drawn enough. But I'm not sure what should happen if the player draws more than one in a turn. Is that something that

will even come up?

"What's the probability the player will draw exactly one special card on a turn? ||
HWhat's the probability the player will draw more than one special card on a turn? ||
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.Spreadsheets for Game Designers

2
- Assignment 2: Puzzle Workbook
L ]
6
7 Prompt
8 Complete the workbook!
9 Download from here, and rename your copy with your name: https://docs google.com/spreadsheets/d/11Z71iISpPLWLa7DWT-li2tBgAlebdfMKi/export?format=xlsx
10 Follow the instructions within and complete the challenges!
1
12
13
14
15
16 Submitting Your Work
17 Upload a copy of your work here;
18 https:#drive.google.com/drive/u/3/folders/1¥YDMAOIS5JhvBo-MOfxw KWEIChROQNYSc
19
20
2 Resources & References
22 If you have any trouble, check out the general spreadsheet resources tab:
23 Besources
24
25
26
27
28
29
30
Add 1000 more rows at bottom.

Schedule ~ Software ~ Readings ~

Resources ~ 1) Map -~ 2) Workbook 1 - 3) Workbook 2 ~ 4) Analysis Presentation -~




4 A | B | ¢ | b | E | F | 6 | H J K L M | N | 0
1 | SPREADSHEETS FOR GAME DESIGNERS
2 |Puzzle Workbook
3_ Adapted from "Excel Silver” & "Excel Gold" workbooks by Iro Fay
=
5 | This is a workbook of various challenges to test your spreadsheet abilities. There are 20 tabs of challenges, though some have multiple tasks.
6 | Complete all tasks as best as you can. If you're not sure how to do something, you can look online
7] But otherwise all work should be your own! lust being told the answer ruins a puzzle, after all.
8
9 | The challenges start now!
10| Use "Save As" (or rename the file directly when it's closed) to replace " _yournamehere" in the file name with your name, there
11
12| In Cell B13, write your name and color it blue.
13 |
s
15 Look at the worksheet tabs below, and notice that the challenges are out of order.
16 | Put them in order (lowest to highest)
17| Motice one is misspelled. Correct the spelling.
18 | Delete Sheetl, since it's empty
19|
20 | When all that is done, proceed to Challenge 1!
21
22 |
23
=
25
26

LI Intro | Challenge 1 Challenge 3 Challenge & Challenge 4 Challenge 2 Challenge 8 ... () @ [4]




CHALLENGE 4 4 A B C D | E | F | G | H | [ |
B 1 |Pokemon HP Attack Defense Special Attack Special Defen Speed Typel Type Il
Look at the data in "4_Pokemon" > [Abra s 20 15 105 i 90 Psychic
This lists the stats and types of the first 251 Pokemaon. '3 | Aerodactyl 20 105 65 60 75 130 Rock Flying
Create a new tab, name it "C4 Answers" 4 |Aipom 55 70 55 a0 55 85 Normal
Create a bar chart showing the number of pokemon per type 5 |Alakazam 55 50 a5 135 85 120 Psychic
MNote that many Pokemon have multiple types & |Ampharos 20 » I 1 2 2 Ele_cmc
T |Arbok 60 85 69 65 79 80 Poison
eg, A Fire/Ice Pokemon should be counted in both the Fire and Ice columns. '3 |Arcanine a0 110 30 100 20 95/ Fire
Create a stacked bar chart showing the sum of all 6 stats for each type (ie, 17 bars each with & colors) ‘9 |Ariados 70 90 70 60 60 40 Bug Poison
Create a chart showing the Average HF per Type 10 |Articuno 90 85 100 95 125 83 lce Flying
Create a Scatterplot of Attack vs Defense for all Pokemon. But use a separate symbol and/or color for Psychic types. 11 | Azumarill 100 20 80 20 80 S0\ Water
N o a A 12 |Bayleef 60 62 80 63 80 69 Grass
Make a histogram of the Speed stat for all Pokemon. Highlight the bar for Eevee in a different color. 13 |Beedrill 5 50 20 20 50 75 Bug Poison
14 |Bellossom 75 80 85 90 100 50 Grass
15 |Bellsprout 50 75 35 70 30 40 Grass Poison
16 |Blastoise 73 83 100 85 105 78 Water
17 |Blissey 255 10 10 75 135 55 Normal
18 |Bulbasaur 45 45 45 65 65 45 Grass Poison
19 |Butterfree 60 45 80 80 70 Bug Flying
20 |Caterpie a5 30 35 20 20 45 Bug
21 |Celebi 100 100 100 100 100 100 Psychic Grass
22 |Chansey 250 5 5 35 105 50 MNormal
23 |Charizard 73 34 78 109 85 100 Fire Flying
24 |Charmander 39 52 43 60 50 65 Fire
25 |Charmeleon 58 64 58 80 65 80 Fire
26 |Chikorita a5 43 65 43 65 45 Grass
27 |Chinchou 75 38 38 56 56 67 Water Electric
28 |Clefable 95 70 73 85 50 60 Normal
29 |Clefairy 70 45 43 60 65 35 Normal
30 |Cleffa 50 25 28 45 55 15 Normal
31 |Cloyster 50 390 180 85 45 70 Water Ice
32 |Corsola 55 55 85 65 85 35 Water Rock
33 |Crobat 85 390 80 70 80 130 Poison Flying
34 |Croconaw 85 B0 B0 59 83 58 Water




4 A | E C o, E | F | G | H [ 1 | 4 L ™M N O P s | T UYWL % | Y | 2 | AA | BB |
1 | Tupel #of eachtupe HFP Artack  Defense Special Atta Special Defen Speed  Average HF Pakemor Speed
2| Pzuchic 24 1800 1551 1531 2235 1345 1340 [ # of each type Abra a0
I Rack 15 055 1442 1385 070 1255 843 B0.2T3 . Aerodact 130 Pok g d Hist #
4 |Marmal 44 3494 2837 2412 2405 2789 2690 79.409 Aipom &5 pkeman speed Histogram It eevee
& |Electric 17 10E0 012 365 27 16T 413 B2.353 50 Alakazan 120 i
& |Paison 3T 2253 2535 2223 2475 2348 2328 60832 Ampharo 55
7 |Fire 22 T 1767 1352 1574 165 1736 64.403 4 Arbal: a0 o
E Bug 22 1230 1445 1555 1025 1500 1200 55303 a Arcanine 35 e
3 |lce 10 Tz20 T falt TZ5 T30 T35 TZ Ariados 40
0| water 50 3377 3473 3835 3363 3445 34 BT.54 m Articuno i) el
N | Grass 24 1505 1626 1645 1505 1660 1324 B2.705 B zumarill S0
12 | Ground 24 1556 1327 2214 ms 1280 1243 B6.053 " Bauleef 63 20
E Oragon 4 265 37T 300 315 315 285 67 o I I Beedril 5 .
14 | Ghost 4 135 210 135 430 250 370 45875 & g Bellasszor S0
46 | Fighting 1l 700 1060 7T 435 Gd5 723 B3EW o ol € P PSS Belspro 40 - L[]
16 | Dark G 430 529 39T 455 477 432 T1EGT Blaztoise 5 {20, 35] {50, &5 {20, a5 {110, 125
E Steal G 360 430 Td5 425 400 320 G0 Aggregated pokemon stats Blizzey 55 |5 za) 135, 500 Iiss, B0] [25, 220) {125, 1a0]
18 Bulbasza. 45
19 | Average HP Fanon Butterfre o
E 50 — Caterpie 45
A ED Celebi 100
BN o 15000 Chanzeu S0
21 | £ Charizarc 100
E At oo Charman G5
25 | i f— I I I I I Charmele g0
26 Chikarita 45
27 | . o : =elns Chinchou &7
; n ¢ 2 w PRSP EAS IS —
il 13" & &
30 QFF dw‘ J o “yé G"@*q‘# G‘ ‘J‘& qi‘ ‘;‘ m¥ofeach type BHF B Atack B0efense M Special Atack B Special Deferse W Speed Clefta 1=
AN R Clouster T
=2 Coarzala 35
3 Crobat 130
E Attack vs Defense Attack  Defense Tupe ||E| T',-.lpe-llzl Croconar =ted
36 P 20 15 Psuchic Cubone 35
26 * 05 55 Rock Fluing Cundagu B5
El . . 70 55 Mormal Delibird 75
38 - S0 45 Pzychic Dewgaonc 0o
29 * 75 75 Electric Diglett 35
a0 = . s 85 B9 Paizon Ditta 43
e oty g teg tow, 110 &0 Fire Dadrio 100
12 o : : . l. h i ! : . : - 30 70 Bug Paison Daduo [
3 LRI LN | Dok g Corghar 50

(by Santiago Fernandez)




Secret to Success

= The puzzle workbooks have hidden tabs posing

additional challenges, or sometimes just jokes

= Hiding additional material in challenges creates a
meaningful moment for those who discover it

= Similarly, this slide did not actually appear in the
talk. Are there any other added slides?

= Not everyone will come across a secret, but for
those who do, it creates a unique feeling of
connection to the material, and as a reward for
their curlosity.

= Curiosity is the personal quality I like and respect
the most, and try to foster at every opportunity

Move or Copy...
[@] View Code
EE Protect Sheet...
Tab Color >
Hide
Unhide...

Select All Sheets

| difficultable

old_Diff

B i i




STRATEGIES TO TEACH SPREADSHEETS

Don’t forget the basics
Have students teach each other




What You'd Expect

= Basic usage & fundamentals

" Formulas

* Visual Formatting
= Prvot Tables

= Charts & Graphs

= VBA
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2 Spreadsheets for Game Designers
- Assignment 1: Map Spreadsheet
L

6

7 Prompt

8 Make a map of some Kind, using spreadsheet software

g

10

n Descripition

12 Using either Excel or Google Sheets, make a map of a real or imagined space. "Map" is broadly defined, but must be an abstract representation of something
with a spatial dimension (3o not a 'conceptual map' or diagram).

13 The resulting work must be static, and not interactive, dynamic or animated.

14

15

16 Submitting Your Work

17 Upload a copy of your work here:

18 https.//drive.google.com/drive/u/3/folders/1al7xV RjhYepj8CIBbJdLed hNKbbV7S

19

20

21 Resources & References

22 VGMaps.com: The Video Game Atlas https:/www. vgmaps. com

23 Jerry's Map (2009) film by Greg Whitmora https:/vimeo.com/G7 45866

24 Jerry Gretzinger Website https./fwww jerrysmap. com/museums-publications

23 *Simple Excel Mapper® (2018) by Goblin's Henchman https:./fwww.drivethrurpg. com/product/2 82 764/ Simple-Excel-Mapper

26 *Simple Excel Mapper® (2018) by Goblin's Henchman htips./fwww. youtube comiwatch?v=X0P2uDijLOc

g
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STRATEGIES TO TEACH SPREADSHEETS

Don’t forget the basics
Have students teach each other
Creative Coding, just with spreadsheets

“Impractical” skills, like making pixel art, are
great ways to learn




What You'd Expect

" Basic usage & fundamentals
= Formulas

" Visual Formatting

= Pivot Tables

" Charts & Graphs

= VBA

Typical Uses in Games

" Project Management
= Database
= Modeling, Design tuning

= Importing data from a sheet
into a game engine

= Exporting data from a game
build to a spreadsheet

What You Wouldn't Expect

" Digital Art
" Procedural Text

" History of Spreadsheets

" Art History of Grids as a Form
= Non-Practical Uses

" Making spreadsheet games
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What You'd Expect

" Basic usage & fundamentals
= Formulas

" Visual Formatting

= Pivot Tables

" Charts & Graphs

= VBA

Typical Uses in Games

" Project Management
= Database
= Modeling, Design tuning

= Importing data from a sheet
into a game engine

= Exporting data from a game
build to a spreadsheet

What You Wouldn't Expect

" Digital Art
" Procedural Text

" History of Spreadsheets

" Art History of Grids as a Form
= Non-Practical Uses

" Making spreadsheet games
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" Project Management
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" Modeling, Design tuning

= Importing data from a sheet
into a game engine

= Exporting data from a game
build to a spreadsheet

What You Wouldn't Expect

" Digital Art
" Procedural Text

" History of Spreadsheets

" Art History of Grids as a Form
= Non-Practical Uses

" Making spreadsheet games
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Spreadsheets for Game Designers

Assignment 4: Analysis Presentation

Prompt

Mow that we know our way around Excel, let's use it for one of its most common uses: better understanding information that is
too complex or voluminous to be made sense of unaided. This process of exfending the borders of the known is called

“analysis”.

In this project, you'll be working with some actual gameplay data, summarizing it into a more easily understandable
format, and trying to find out anything interesting from it. Because you'll be working with real information, it hasn't been
fabricated to make this process easy or simple, but any findings you do make will be both real and true.

Analyzing data can be difficult! But you'll be working with one or two of your peers for this project. This will be collaborative
through every stage, and everyone is expected to participate and contribute to every aspect of the project.

Descripition

Imagine you've just been hired at Game Studio Inc, and on your first day you get handed a big set of data like any of the below.
"You're the new game designer right?" you're asked by someone whom context clues indicate might be your manager. You nod.
"Great, so can you make sense of this? No one has looked at it before. Just summarize what we have, and let me know if you

-
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A A B ¢ D E F | G H | J K L M N O P Q R S T | U VvV | W | X
1 Points per Game
Total Avg per | Standard
2 | 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 Points Game Deviation
'3 |Akiko 25 24 23 20 19 28 22 21 22 22 25 O 25 23 29 24 28
4 |Alejandra 24 20 23 18 23 25 22 19 20
5 |Bella A4 10 & 9 7 31 6 6 6 7 8 10 3 9 38 11 4
6 |Hayoon 26 26 2 23 22 18 22 19 19 13 15 10 13 10 10 7 6
7 |Jasmine 2 4 5 4 2 2 2 4 2 1 5 2 1 1 5 4 5
8 |Jing 25 22 26 24 21 24 22 19 24 19 23 25 23 25 2 25 27
9 |Laela 33 35 13 25 4 29 8 14 28 16 27 3 12 21 24 29 25 20
10 |Marissa 26 26 32 31 31 30 29 31 32 36
11 |Mila A4 1 4 5 5 7 5 3 5 8 6 4 5 4 7 6 1
12 |Olivia 5 7 12 11 11 16 21 16 23 20 29 29 20 21 27 35 37
13 |Stephanie 16 16 15 14 14 15 14 15 14 15 14 16 15 15 15 14 13
14 |Teagan 16 17 15 18 15 18 17 17 15 18 13 16 15 16 21 16 14




Learning Objectives

“Working with data in
spreadsheets



Learning Objectives

“Working with data in
spreadsheets

"Using real gameplay data
" And how to present it to peers

Age of Empires Il DE Match Data - aoestats.io

Data for Age of Empires Il DE matches across patches and ladders.

Data Card Code (3) Discussion (3)
About Dataset
Context

This data is Age of Empires Il DE match data, one of the OG RTS video games. Data is anonymized match level data pulled from aoe2.net with
some post-processing to determine match winners and to ensure data integrity. This is the backend data that powers aoestats.io

Usability ©

9.71

License

Attribution 4.0 International (CC ...

Expected update frequency
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EG Player Analysis

tarik rating over time

V"V ANAAANANN

1 4 7 10 13 16 19 22 25 28 31 34 37 40 43

Stanislaw rating over time

NNV AANAMA~

1 4 7 1013 16 19 22 25 28 31 34 37 40 &3

CeRq rating over time

"\/"\/"’"\,VAAJ\W

1 4 7 1013 1619222528 3134374043

Ethan rating over time

A~ VVAM AN

1 4 7 101316 19 22 25 28 31 34 37 40 &3

Brehze rating over time

14

13

1.2

11

18

16

14

1.2

08

06

04

0.2

Rating - all EG players

1 2 3 4 5 & 7 8 9 10 11 12 13 184 15 16 17 18 19 20 21 22 23 24 25 26 27 2B 29 30 31 32 33 34 35 36 37 38 39 40 41 & 43 aa

Rating Trendline - all EG players

w— Brehze

stanskhaw

e Eth 3N — CE RO — 1

Rating Analysis ,
Players Average Standard Deviation Max Min
Brehze 115 02581 173 057 Looking at the rating analysis, Brehze
CeRq** 1.15 02268 19 072 and CeRq are their best players on the
Ethan 112 0. | 157 0.61 team, and that indeed align with the
tarik 101 101909 139 054 fact that they are the only two
stanisiaw 099 0.2007 141 0.61 remaining players still on the team.
‘Note: * means the player is the In Game Leader of the
team,
Players ~ Head Shot % Head Shot %
Brehze 52%
CeRg** 29% Brehze 52%
‘Ethan 48% i 3%
i Ethan N 45%
tarik 38* Ovwerall 1 | a5%
stanisiaw 5“i Team IENEEEEES—— 43%

tarik I 350

Qs
| PlayerData | Aglaive | Adupreeh | Adevice | AXyp9x | AMagisk | EG.allplayers | EG.stanislaw | EGBrehze | EGEthan | EG_CeRq | EG_tarik ] analysis | Sheet1

Sheet2 |

@

(by lan Tang)




STRATEGIES TO TEACH SPREADSHEETS

Don’t forget the basics
Have students teach each other
Creative Coding, just with spreadsheets

“Impractical” skills, like making pixel art, are
great ways to learn

Use real-life examples from working designers

Open-ended, exploratory approach, even for
topics like data analysis




What You'd Expect

= Basic usage & fundamentals
* Formulas

* Visual Formatting

= Pivot Tables

* Charts & Graphs

= VBA

Typical Uses in Games

" Project Management
= Database
= Modeling, Design tuning

= Importing data from a sheet
into a game engine

= Exporting data from a game
build to a spreadsheet

What You Wouldn't Expect

= Digital Art
= Procedural Text

= History of Spreadsheets
= Art History of Grids as a Form
* Non-Practical Uses

= Making spreadsheet games



What You'd Expect

" Basic usage & fundamentals
= Formulas

" Visual Formatting

= Pivot Tables

" Charts & Graphs

= VBA

Typical Uses in Games

" Project Management
= Database
" Modeling, Design tuning

" Importing data from a sheet
into a game engine

" Exporting data from a game
build to a spreadsheet

What You Wouldn't Expect
* Digital Art
= Procedural Text

= History of Spreadsheets

= Art History of Grids as a Form
* Non-Practical Uses

= Making spreadsheet games
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Course Schedule

Week Date Topic Detail
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Help Last edit was on December 10, 2022
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Reading Assigned Assigned

Fri, Sep 02 Intro .
mapping

Course introduction, why spreadshests?,

"Wizardry: Going Slow, Mapping" & "Fate: Nothing to Show but the Maps" by Chester Bolingbroke:

Managing text, translation/localization, "

formulas for text

"Puzzle" Workbook

Fermula Basics. Handling & Inputting Data.

Saorting, freeze panes.

Advanced Formulas, VLOOKURP, INDEX,

MATCH, OFFSET & more

*The History of Mathematical Tables, From Sumer to Spreadsheets. Chapter 12: The Rize and Rize of the Spreadsheet” By
Martin Campoell-Kelly

"The Shadow and the Gap: A rare look at Charles Gaines' Shadows series” by Gina Osterlch Interactive Art Analysis Project

Critical context for tools, limitations of

spreadshests

Exporting and Importing Data.
To/From Unity

Web Clueries. *The Stuff of Bits, an Ezsay on the Materialities of Information. Chapter 4: Spreadsheets and Spreadshest Events in
Organizational Life" by Paul Dourish

*Beyond the Character Sheet: ‘Character Keepers' as Digital Flay Aids" by Adrian Hermann & Gerrit Reininghaus.
& "Party in & Shared Google Doc” by Marie Foulston

Spreadsheets for others, versioning & source

Fri, Dec 09 Final Critigue  Exhibition and critique of spreadshest games Final Game
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2 Spreadsheets for Game Designers
- - At the start of each class we'll discuss the reading for that week.
3 Re u,red Read’n s I'll expect you to be able to summarize major points from the reading as well as pertinent
information about the author, and to share your own opinion about it.
6 |
7 Due
8 Week # Date Reading Type Link
9 2 Fri,Sep 08  "Wizardry: Going Slow, Mapping" by Chester Bolingbroke Web hitp./crpgaddict.blogspot.com/2010/02/wizardry-going-slow-mapping.html
10 2 Fri,Sep 09  "Fate: Mothing to Show but the Maps® by Chester Bolingbroke Web hitp:/crpgaddict blogspot.com/2016/12/fate-nothing-to-show-but-rmaps. html
n 3 Fri,Sep 16  "Excelling: an interview with Danielle Aubert” by Jeremy Douglass Web hitp.//web.archive.org/web/2010122107241 2/http:/fwriterresponsetheory. org: 80/ wordpress/2006/12/1
12 3 Fri,Sep 16 16 Months Worth of Drawings in Microsoft Excel” by Danielle Aubert [examples from the book] Web hitps.//danielleaubert.info/16-months-worth-of-drawings-in-microsoft-excel/
13 3 Fri,Sep 16  "16 Months Worth of Drawings in Microsoft Excel” by Danielle Aubert [more exarmples] Web hitpsy/www various-projects.com/project/danielle-aubert-16-months-worth-of-drawing-exercises-in-n
14 4 Fri,Sep 23  "A Spreadshest Way of Knowledge” by Steven Levy Web hitpsy/www wired com/2014/10/a-spreadsheet-way-of-knowledoe/
15 4 Fri,Sep 23  "A Spreadshest Way of Knowledge” by Steven Levy PDF hitps.//drive.google.com/file/d/ 1 nfgoAAPv2viApug2jgaXIfvujedAcatN/view?usp=sharing
16 5 Fri,Sep 30 "Good Numbers (Part 1)" by Alexander King Web hitps./www.literallyaking.com/blog/good-numbers-part
17 5 Fri,Sep 30 "Good Numbers (Part 2)" by Alexander King Web hitps./www literallyaking.com/blog/good-numbers-part2
18 & Fr, Oct07  "Michasl Milken's Spreadshests: Computation and Charizma in Finance in the Go-Go "80s” by William Deringer PDF https./drive. google.com/file/d/1 CDG2UMKE déoOCqYagMzpaGpOFawRFa4z/view?usp=sharing
19 7 Fr, Oct14  ‘“Infroduction to Game Systems Design, Chapter 152 Analyzing Game Data" by Dax Gazaway PDF hitps.//drive.google.com/file/d/ 1 emb8V-X0c hdzzgp8dbwsQAYwrHcBB/view?usp=sharing
20 B i, 00t 21 g L ottty | o (0 SPreacShests. Chapler T2: The Rise and Fise ofhe PDF  hitpsu/drive.google.com/file/d/1c-EbrV2itYrZeDXoziBg61VarDzKRAv/view?usp=sharing
21 9 Fri, Oct28  "The Shadow and the Gap: A rare look at Charles Gaines’ Shadows series” by Gina Osterloh Web hitps./www hauserwirth.com/ursulas25824-shadow-gap-rare-look-charles-gaines-shadows-series/
22 10  Fri, Mov 04  “Saving the World from Spreadshests® by Emery Berger Video hitps./www. youtube comdwatch ?v=GyWHKxFxyyrQ
23 10  Fri, Nov 04  “Spreadsheets are Special® by Janst Swift Web hitps:./www. i-programmer.info/professional-programmer/i-programmer/1 452-spreadsheets-are-speciz
24 T, Nov 11 o O s b oo oty s of Informeation. Chapler 4 Spreadshests and Spreadshect EVentS ' pDF - nttps://drive.google.com/file/d/1dHa-Gt0JONIaVXYI7hxJBh2RIGEOSOIM/view?usp=sharing
25 12 Fri, Nov 18 "Using Simple Spreadshest Technigues to Help Balance Your Game" by Jamey Stevenson Videp https./fwww youtube comiwatch?v=WgfZV2WIib1g
25 12 Fri, Nov 18 "My Approach To Economy Balancing Using Spreadsheets” by Jamey Stevenson Web hitp./fjameystevenson.com/blog/my-approach-to-economy-balancing-using-spreadshests
27 14 Fi,DECO2 (o o Ao Hreoei & oot s o= Cietal Flay Aids in the Contemporary [nde THPG PDF  hitps.//drive.google com/file/d/1gj5NIizZh8JLs MLIAWhnCWQgl ayhJdY/view?usp=sharing
28 14 Fri, Dec 02  "Party in a Shared Google Doc® by Marie Foulston Web hitps.//onezero.medium.com/party-in-a-shared-google-doc-d576c565706e
29 15 Fri, Dec 09  "The Art of the Spreadshest” by David Greusel web hitps://comment.org/the-art-of-the-spreadsheet’

30




“Vector tor things I think are
important but that don’t directly
inform an assignment

" (Critical context makes for for
informed users

“’To have something to say, you
have to know what’s been said!
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“Vector tor things I think are
important but that don’t directly
inform an assignment

" Critical context, for informed
users

“’To have something to say, you
have to know what’s been said!

A SPREADSHEET WAY
OF KNOWLEDGE

How the computer is reshaping American
business—for better and for worse

By Steven Levy

As Dan Bricklin re-

members it, the idea first came to him in the
spring of 1978 while he was sitting in a class-
room at the Harvard Business School. It was the
kind of idea—so obvious, so right—that made
him immediately wonder why no one else had
thought of it. And yer it was no accident that
this breakthrough should have been his.

Bricklin had graduated from the Massachu-
setts Institute of Technology, where—and this
is crucial to the idea he would have that after-
noon in 1978—he had worked intimarely with
computers. Before deciding to go to graduate
school he had worked for two major computer
companies—first for Wang, then for the Digital
Equipment Corporation, for whom he helped
design a word-processing program. Like most
Harvard MBA candidates, he wanted to be a
businessman; but more often than not, his
thoughts strayed to the technological.

The question Bricklin was pondering that
day in 1978 concerned how he might use what
he knew about computers to help him in his fi-

Run your finger across, say, a row of figures rep-
resenting mortgage payments for a certain

erty, and the number in each “cell” of the
horizontal row would be the figure paid in the
time period represented by that particular verti-
cal column. Somewhere on the sheet the col-
umns and rows would be tallied, and that
information would be entered on even larger
sheets.

The problem with ledger sheets was that if
one monthly expense went up or down, every-
thing—everything—had to be recalculated. It
was a tedious task, and few people who eamed
their MBAs at Harvard expected to work with
spreadsheets very much. Making spreadsheets,
however necessary, was a dull chore best left to
accountants, junior analysts, or secretaries. As
for sophisticated “modeling” tasks—which,
among other things, enable executives to pro-
ject costs for their companies—these tasks
could be done only on big mainframe computers
by the data-processing people who worked for
the companies Harvard MBAs managed.
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Opinion / How a Google Spreadsheet Broke the Art
S e World’s Culture of Silence

BY CHRIS SHARRATT

07 JUN 2019 ¢ .
Nearly 2000 museum workers have shared their salaries
online - the vast inequity is difficult to ignore

S DGO, New YOorK =OnoNal Assistant DU dUW L (pan-ume, 3 monins)
Historic Site in Southeaster PA (5 FT, 2 PT) Museum Educator 32,000 44,000 P
Education Coordinator 28,000 32,000 P
Education Manager 54,000 58,500 P
and Hendrix in London Front of House 20000 GBP 20000 GPB Temporary contract
Museum of Water & Steam Marketing Manager 22000 GBP 22000 GBP P
of Science, Boston Education Program 62,000 63,000 P
elphia Museum of Art Academic Engagement Coordinator 45,000 46,000 C
Mucsnm of Minnsenta Misanm Fualiuator 3000 ARNNN H

There's one entry on 'Art/Museum Salary Transpare

cin v, turni H rt 1 + +

Frieze uses cookies and similar technology to enhance your user experience.

2019

2019
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2019

2017

2019

2017
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They are controlled through your browser settings. Click 'Accept’ to agree to the
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THE SLATEST

Activists Create Public Online
Spreadsheet of Police Violence
Videos

By DANIEL POLITI JUNE 06,2020 « 6:08 PM

A demonstrator holds up his hands as he is sprayed with pepper spray by two police officers on May 31,2020 in
Minneapolis, Minnesota.
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Healthpolicy  Covid: how Excel may have causedloss [N
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0f 16,000 test results in England for everyone

Public Health England data error blamed on limitations of
Microsoft spreadsheet

Coronavirus - latest updates

See all our coronavirus coverage
off for three months.
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The Reinhart-Rogbﬁ‘ error — or how

— g . not to Excel at economics
Scientists rename human genes to stop Microsoft " —— -
Excel from misreading them as dates

MICROSOFT \ REPORT \ SCIENCE \

Sometimes it's easier to rewrite genetics than update Excel Last week we learned a famous 2010 academic paper, relied on Authors
By James Vincent | Aug 6, 2020, 8:44am EDT | 99 comments by political big-hitters to bolster arguments for austerity cuts, Jonathan Borwein (Jon)
contained significant errors; and that those errors came down to Laureate Professor of

f W (7 sHare misuse of an Excel spreadsheet.

Sadly, these are not the first mistakes of this size and nature
s when handling data. So what on Earth went wrong, and can we

fix it? At i
vaerge

daals Harvard’s Carmen Reinhart and Kenneth Rogoff are two of the Discioaiin Siatarasnt
most respected and influential academic economists active today.

Jonathan Borwein (Jon) receives funding from

Subscribe to get the best Verge-

ARC
approved tech deals of the week Or at least, they were. On April 16, doctoral student Thomas
. . Bailey d f
Herndon and professors Michael Ash and Robert Pollin, at the A
ustralian sources, nor does he have any

Email (required) . . ; .
= Political Economy Research Institute at the University of other financial interest

Massachusetts Amherst, released the results of their analysis of
two 2010 papers by Reinhard and Rogoff, papers that also Partners
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A SPREADSHEET WAY
OF KNOWLEDGE

How the computer is reshaping American
business—for better and for worse

By Steven Levy

As Dan Bricklin re-

members it, the idea first came to him in the
spring of 1978 while he was sitting in a class-
room at the Harvard Business School. It was the
kind of idea—so obvious, so right—that made
him immediately wonder why no one else had
thought of it. And yer it was no accident that
this breakthrough should have been his.

Bricklin had graduated from the Massachu-
setts Institute of Technology, where—and this
is crucial to the idea he would have that after-
noon in 1978—he had worked intimarely with
computers. Before deciding to go to graduate
school he had worked for two major computer
companies—first for Wang, then for the Digital
Equipment Corporation, for whom he helped
design a word-processing program. Like most
Harvard MBA candidates, he wanted to be a
businessman; but more often than not, his
thoughts strayed to the technological.

The question Bricklin was pondering that
day in 1978 concerned how he might use what
he knew about computers to help him in his fi-

Run your finger across, say, a row of figures rep-
resenting mortgage payments for a certain

erty, and the number in each “cell” of the
horizontal row would be the figure paid in the
time period represented by that particular verti-
cal column. Somewhere on the sheet the col-
umns and rows would be tallied, and that
information would be entered on even larger
sheets.

The problem with ledger sheets was that if
one monthly expense went up or down, every-
thing—everything—had to be recalculated. It
was a tedious task, and few people who eamed
their MBAs at Harvard expected to work with
spreadsheets very much. Making spreadsheets,
however necessary, was a dull chore best left to
accountants, junior analysts, or secretaries. As
for sophisticated “modeling” tasks—which,
among other things, enable executives to pro-
ject costs for their companies—these tasks
could be done only on big mainframe computers
by the data-processing people who worked for
the companies Harvard MBAs managed.




STRATEGIES TO TEACH SPREADSHEETS

Don’t forget the basics
Have students teach each other
Creative Coding, just with spreadsheets

“Impractical” skills, like making pixel art, are
great ways to learn

Use real-life examples from working designers

Open-ended, exploratory approach, even for
topics like data analysis

Use readings to examine cultural context,
broaden horizons, and encourage subversion




= Students have to use spreadsheets in any way
they choose in some other class or project, and
then report on it

= Instant grab bag of different things-
= Project planning
= Game dev projects

" Personal uses

= All real-world example, generated by students
= Show & tell







Details & Learning Objectives

= Final project

= 4-5 weeks, working individually

= Embrace the limitations
* Demonstrate mastery

= Gives students space to experiment
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Details & Learning Objectives

= Final project

= 4-5 weeks, working individually
" Embrace the limitations

* Demonstrate mastery

= Gives students space to experiment

S WIDRESS CODE:

ANONYMOUS ANIMALS




Details & Learning Objectives

= Final project

= 4-5 weeks, working individually

= Embrace the limitations
* Demonstrate mastery
= Gives students space to experiment

= Freed from the pressure of making a “real”
game in a “real” game enginer

Guillermo Loépez, Afteriife




Details & Learning Objectives

Final project

4-5 weeks, working individually
Embrace the limitations
Demonstrate mastery

Gives students space to experiment

Freed from the pressure of making a “real”
game in a “real” game enginer

final game assignment:

hitps:fidocs. le.com/spreadsheets/d/15tsT-bnlSd6AlcN CkhoovUm4 To GEXYNPkoy olemfgve/edit ?pli=1#qid=438277791

Ideas for mechanics:

Inspecting the datas viookuping certain value from certain range

clicking the button

refreshing the spreadsheets

Locking the access to cerain cells

Teleportiing between 2 cells by shift+CTRL

Maving the cell you're selecting

Condifional formatting according fo the value inside the cell
Reading the text within the cell

altering and referring the data resources

iterative calculations
selecting cells
changing daia formats
data lookup

Checkboxes change patiem clicking links to other cellsisheeis
Math... move between cells

Condifional formatting change colors

Multiple sheets for multiple players Character upgrade by changing the numerical state

Multiple sheets for hidden information

Condifionals in general

Randomization / RNG

Auto-generation

a search and find using soris/filters

pixel art

imported images/sounds

Moving curzors around like they are game pieces / markers
Hidden sheets

Zooming infout of a given sheet
among us

maving the cursor

scrolling the windowpans Multiple players on 1 sheet
copying and pasting from a cell infinite rows/columns
changing column width and row heights colors

using cirl+[ and cirl+] to follow where a formula po boxes

line chart drawing formulas

unhiding and hiding rows/columns fet

spellcheck

number formats

different data types

fonts

truncated decimal places

hanabi-style figuring cut what goegle ancnymous animal you ar
ovenurought formulas that do unpredictable things.

accounting Ul using unicode chars

zooming the windowpane enfering moves in a column
ctri+arrow key zooming puzzles solved by a formula
graphs randemness as a condition ey

generate randem numbers to create random events
math
allow users to choose path branchs with conditional formating

adding borders

merging cells

hidden cells/texts mutiple colors shown differentl
hide and seek invisible words by hiding with

something with claiming territories
different ppl play on their own sheet and then combinefreveal

invigible fext

player input

graph to image

template paftems

tables as chessboard

an ai bazed on legical conditions:
freeze columns as ui




¥ou stand in an open field.

[a] Listen to the radio.
[b] Head to the ship.

[Enter "a"™ or "b" to make a cheics]

Take Off Cuter Space |




Why even bother

dNYMOore...
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Welcome to Grid Garden. To get started, try right-clicking some cells and Digging. You'll also be selecting cells, typing/pasting text into cells,
and deleting text from cells. For more detailed instructions, such as how to combine items, see the How to Play sheet.
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Spreadsheets for Game Designers Final % & &

File Edit View Insert Format Data Tools Extensions Help Last edit was made on February 4, 2022 by Jordan Grayson

DIVIDENDS & | Dividends & Decay
DEC AY Accounfing for the Damned

ACCOUNTING FOR THE DAMNED

Start by making a copy of this sheet so you can edit it

Our previous skeletal accountane, Jonathon Zeralph Skeletonious, was sanceified by che Paladins of the West.
This leaves our undead army in need of proper hnancial organizacion.

Fortunately, I hear you were a royal accountant in life so 1 have assigned this grear rask ro vou.

[ need vou to process our transactions for the month so [ can rake stock of our assers and be properly represented ar che Necromancers N7 Summit..

-Read che incoming Transaction on the Transactions page

-Determine it icis an Acquisition, Sale, or Loss

-Acquisitions are when we buy chings and will usually have an item and a number purchased

-Update che Trem Exchange page with the item and number acquired, and the Monerary Exchange page with the negative amount of gold spent
-1 an Acquisition is from looting or thieving we enter the monerary exchange as o

-Sales are when we liquidace some of our assers for funding and should have an item and number sold

-Update che Trem |:.\L".1'.m5:c Page w ith the negative number of items sold and the Moneran [ixc]l;m;;u page w ith the amount \\f';'_ulu'l 5:.1inn1
-Losses are when our equipment is used up or destroyed and should have an item and number lost

-Update the Losses page with the item, number, and toral monetary value lost

-Use the Price Sheer ro determine all ivem values for .~\n]ui.\i1inn.\, Sales, and Losses, bur make sure to facror in any spwi;xl circumstances in the lI';llE:E:E
-Make sure to updace the categorized invenrory sheers with changes to the number of assers we have

-Sign off on all rransacrions when completed wich your inirials

-Once all the transactions are completed, vou will enter the new roral value of our equipment

(.;\50(1 I.UL'I\. mayn II)(' l{t‘”](\ll'.\ 1"(‘.\,\ vour \'H\l(';l\\)l.\.

‘_‘m"c;l]. | )in'iplv of the Dead, Necromancer

Instructions ~ Transactions ~ Item Exchange Monetary Exchange ~ Losses ~ Ammunition ~ Armor Potions Siege Equipment
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Reply to theonenat's comment

MICROSOFT HOW

HAVE | NOT KNOWN
THERE ARE EXCEL
GAMES OMG |

(by Miles Rosenthal)



What do you feel is the essence of making a "spreadsheet game", and why?

R . — e e e o — - e - —— e pww e @em e @ 0 awm e — ey e —..——-.—-——-.-——-.—_.——‘

| felt this forced me to really consider the material in a fun way. Usually making dugltal games, the relation to an engine
lls seen as "how do we make the engine do whatever we want?” But in other media the material informs the process a
Iot and artists really lean into that in a fun way (thinking of painting vs charcoal; analog orchestrations vs digital DAWSs,
tetc) It was interesting and exciting to really branch out of that traditional videogame thinking and think really critically
‘about my relation to the material as an artist, and how the dialog between me and my materials forms the work itself.
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STRATEGIES TO TEACH SPREADSHEETS

Don’t forget the basics
Have students teach each other
Creative Coding, just with spreadsheets

“Impractical” skills, like making pixel art, are
great ways to learn

Use real-life examples from working designers

Open-ended, exploratory approach, even for
topics like data analysis

Use readings to examine cultural context,
broaden horizons, and encourage subversion

Make games!
Thoughttfully embrace limitations

Be “Engine”’-agnostic (use Excel & Google
Docs & OpenOttice, anything else)




By the way,

Had students self-assess their own grades

Gave feedback but no grades

Students completed all the assignments purely
for the pleasure of doing them

Use examples from a professional practice, show
things that can be done, give students a reason to

learn

UNgrading

wh Rating Students
errnines Lsarning

land ‘What 1o Do
Instead)
® 00 »
® 00
o000 »
0000 »
0 900000

e aT

Susan D. Blum

ADD TO CART

Edited by Susan D. Blum
With a foreword by Alfie
Kohn

Available now!

December 2020

272pp

PB 978-1-949199-82-6
£26.99

CL 978-1-945199-81-9
£99.99

eBook 978-1-949199-83-3
§26.99

Teaching and Learning in
Higher Education Series

-\‘
\ HUMAN RESTORATION PROJECT ,‘

students and Geachers are human beings. schools must bring Ghis Go light. \

Ungrading

Why Rating Students Undermines Learning (and What
to Do Instead)

Summary

The moment is right for critical reflection on what has been assumed to be a core part of
schooling. In Ungrading, fifteen educators write about their diverse experiences going
gradeless. Some contributors are new to the practice and some have been engaging in it
for decades. Some are in humanities and social sciences, some in STEM fields. Some are in
higher education, but some are the K-12 pioneers who led the way. Based on rigorous and
replicated research, this is the first book to show why and how faculty who wish to focus on
learning, rather than sorting or judging, might proceed. It includes honest reflection on
what makes ungrading challenging, and testimonials about what makes it transformative.

CONTRIBUTORS:
Aaron Blackwelder
Susan D. Blum

Arthur Chiaravalli
Gary Chu

Cathy N. Davidson
Laura Gibbs

Christina Katopodis
Joy Kirr

Alfie Kohn
Christopher Riesbeck
Starr Sackstein

Marcus Schultz-Bergin
Clarissa Sorensen-Unruh



If you could be an Excel formula, which would you be and why?
I would be a PRODUCT because I'm a product of all my unigue experiences at parts :)

If you could be an Excel formula, which would you be and why?
RAMD{). Unpredictable!

If you could be an Excel formula, which would you be and why?
Oh wow this is tough. | love a good VLOOKUP. But I'm not sure I'm worthy of that mighty designation. Maybe I'd say I'm
a "=[cell above] + 1" - simple, elegant, but expressive in its own right. | hope to live up to that!!

If you could be an Excel formula, which would you be and why?
SORT because | want to sort out many problems in this world.

If you could be an Excel formula, which would you be and why?
| think | would be unicode() because | contain a multitude of random shapes letters and numbers




“Why spreadsheets?

“Why game designers love
spreadsheets

“Why we should teach it
"How I did that

"How you can include
spreadsheets in your own
classes




STRATEGIES TO TEACH SPREADSHEETS

Don’t forget the basics
Have students teach each other
Creative Coding, just with spreadsheets

“Impractical” skills, like making pixel art, are
great ways to learn

Use real-life examples from working designers

Open-ended, exploratory approach, even for
topics like data analysis

Use readings to examine cultural context,
broaden horizons, and encourage subversion

Make games!
Thoughttfully embrace limitations

Be “Engine”’-agnostic (use Excel & Google
Docs & OpenOttice, anything else)




GAM ES THAT CELL:

TEACHING SPREADSHEETS
IN ART SCHOOL

Adjunct Profc
Alexander King Ny Game Centé
@LiterallyAKing
LiterallyAKing.com

@ *epcas Game Developer’s Conference, March 2F" 2023
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