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Audience

f 4 o ;
Design Jam
Sports Coach : 20-30

A game design exercise

Team: 10 average

Stone Librande Lead Designer, Riot Games

Time: 3 years Time: 2 years Time: 1 weekend Time: 5 years Time: 1 year
Money: 525 million Money: S1 million | Money: None Money: $100 million Money: $250,000
Team: 50 pros Team: 5 super-stars Team: 4 Ingh school Team: 200 experienced Team: 10 average

Time: 1 month Time: 2 years Time: 2 months Time: 6 months
Money: $100,000 Money: $10 million Money: $20,000 Money: $2 million
Team: 10 veterans Team: 100 varied Team: 6 college grads Team: 20 veterans

: Teaching Analog Game Design: Design Jam
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Audience Audience ‘ Audience Audience

et .
Gender: Male Female Gender: All

Age Range: 40 + Age Range: 30-40 Age Range: College [ Age Range:
Interests: Gadgets Interests: Cuisine Interests: Travel Interests: ESPN

(oot oy el = Gender: All Gender: Male Gender: Female Gender: All

Age Range: 15-20 Age Range: Elementary Age Range: 10-15 Age Range: 5-10 Age Range: Pre-School
Interests: Science i Interests: Animals Interests: Outdoors Interests: Dance Interests: Noise

-' Teaching Analog Game Design: Design Jam

Platform Platform Platform Platform Platform

Console | Console Virtual Reality | Wearable
Low-end Xbox One, PS4 Wii U Oculus Apple Watch

Platform ‘ Platform Platform

Tablet Smart Phone
Google Nexus i High-end Web Browser iPhone 6

B Teaching Analog Game Design: Design Jam
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Adventure First-person Educational Creativity
Dinosaurs Feudal Japan Cooking Sticks and mud

Advergame Music | Strategy Simulation Role-Playing
Chocolate Cereal Abstract | Sports Coach Factories Farm

tg:"l"eaching Analog Game Design: Design Jam

Overview

Split up into small teams
e 2-3 people per team

Brainstorm
e Get “assignment”
e Discuss the situation for 5-10 minutes

Create design documents

Presentation

e 4 minute “pitch”

. :_':;I‘eaching Analog Game Design: Design Jam
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Design Documents

Executive Producer

e Timeline from beginning
to end of production

Marketing
tEmadly

10¢ an

5 ['T‘ij‘eaching Analog Game Design: Design Jam

Design Documents

Head of Marketing

 Bullet points showing
unique attributes
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Design Documents

Lead Engineer
* Schematic showing main

systems and relationships | —~ |

Do A

( .'i:‘éa:hing Analog Game Design: Design Jam

Design Documents

Creative Director
e Screen layout examples
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Wrapping Up

Pitches

* 4 minutes per team

~1 minute per document

e Question & Answer period

e Shhh...
(Pitches aren’t that important.)

Teaching Analog Game Design: Design Jam

Homework

Project Document

e Analyze your current project

Create a one-page design that describes a key feature

Present it to your team

e Incorporate their feedback

Te _Ehlng Analog Game Design: Design Jam
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Homework
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‘Teaching Analog Game Design: Design Jam

Key Takeaways

e Focus on design, not on the game

Designer isn’t the one “in charge”

Working within tight constraints

Process is quick and valuable

Apply techniques to a real world project

'aéhing Analog Game Design: Design Jam
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Design Jam cards and rules are available for download at:
www.stonetronix.com

@StonelLibrande

GDC EDUCATION

- ————sumnIT

Teaching Analog Game Design

Jesse Schell
CEO, Schell Games

Distinguished Professor of Entertainment
Technology, Carnegie Mellon University

GDC GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 2016 #GOC16
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“The CASTLE
OF CoMMERLE
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£ o Thanks!

Slides: indeshare.net/jessesthell
Twitter: @jesseschell
Email: jschell@cmu.edu

=

SCHELL GAMES Carnegie Mellon University —— =

GDC GAME DEVELDPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-16, 2016 #GOC1E
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Teaching Analog Game Design“

Naomi Clark
Assistant Arts Professor, NYU Game Center

GDC GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 2016 #GOC16 ]

Multiplayer Analog to Multiplayer Digital

e« The Ecosystem Game: practicing with massively
multiplayer player economies

e The Paper Carnival: simulated competition for
players’ time and money

¥ NYU GAME CENTER
Co o AT W

17
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The Ecosystem Game
o Function & interplay of varied actors in an
economic system
o Rapid evolution of optimizing behavior and (oft-
degenerate!) strategies among players

o Real-time balancing for this kind of situation
o As a designer, avoid “ecosystem collapse”

GDC GAME DEVELDPERS CONFERENCE' March 14-18, 2016 ' Expo: March 16-18, 2016 #GOC16

ﬁ GDC EDUCATION
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* al %i%

you are a prickly pod you are a grass grazer you are a spidery scavenger

. e special ability: DEFENSE
special ability: NIGHT FEEDING touch this card to the card of

t'lttr;:ght;::;e;_lcgr‘%?/ another grazer: no other player
9 can interact with you
and you cannot move

GDC GAME DEVELDPERS CONFERENCE' March 14-18, 2016 ' Expo: March 16-18, 2016 #GOC16
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when you encounter a:

YOU are a
starting stats l prickly pod grass grazer spidery scavenger
4 ' lose 2 ' add 1 ,
nothing

4 / prickly pod lose 1 / lose 1 /

lose
4 , ﬁ take 1 / nothing 1 ,
4 / lose 1 /

grass grazer

W
3 / take‘l/ take 1 / lose 1 '

spidery scavenger

GAME DEVELDPERS CONFERENCE

SERTNERTRRES
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GDC GAME DEVELOPERS CONFERENCE' March 14-18, 20 h16-18, 2016 #GOC16

GDC EDUCATION

SUMMIT

When ou encounter a:
YOU are a y

starting stats ‘ prickly pod grassgrazer  spidery scavenger

-
49 _ lose 2 @ add 1 @ i
4 N * e lose 1 A lose 1 N h

prickly pod

lose
4 ’ # take 1 / nothing 1 '
4 / lose 1 /

grass grazer

M
3 / take1/ take 1 / lose 1 '

spidery scavenger

GDC GAME DEVELDPERS CONFERENCE' March 14-18, 2016 - Expo

March 16-18, 2016 #GOC16
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GDC EDUCATION

The Paper Carnival
Focusing on player psychology

Creating incentives for repeated or prolonged
engagement with a game

Types of “addictive behavior” and ethical issues

Competing with other games for attention &
retention

Goc GAME DEVELDPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-16, 2016 #GOC1E

@ GDC EDUCATION
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Duel Plavers T Expand Your
In Real Time Collection

Carnival Casino F2P
(games of “skill”) (gambling) (play over time,
etc)

Goc GAME DEVELDPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-16, 2016 #GOC1E
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GDC EDUCATION

e Design in teams

o Play as individuals
(taking turns running
“team booth”)

o Competition for
profitability at both
scales

Goc GAME DEVELDPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-16, 2016 #GOC1E

GDC EDUCATION

Goc GAME DEVELOPERS CONFERENCE' March 14-18, 2016 * Expo: March 16-18, 2016 #GOC1E
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GDC EDUCATION

SUMMIT

- = A — —
Duel Plavers T, Expand Youm
In Real Time Collection

Carnival Casino F2P

(skill fantasies) (luck fantasies) (“labor” fantasies)

GDC GAME DEVELDPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-16, 2016 #GOC1E
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Thanks!

You can find Naomi Clark at:

Dmetasynthie

L
“$Pamecenter.nyu.edu

Ieadpixel.co

GDC GAME DEVELDPERS CONFERENCE' March 14-18, 2016 ' Expo: March 16-18, 2016 #GOC16
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Teaching Analog Game Design

Ira Fay

Assistant Professor of Computer Science
and Game Design, Hampshire College

CEO, Fay Games

g H I |
GDC GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 2016 #GOC16 ]
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Carnegie Mellon University \\i\ :
Hemnz(ollege \‘t;\'t
ACTIVISiON

ncom’ -l
Q Carnegie Mellon University
==
%f QUINNIPIAC I
SNEP UNIVERSITY HAMPSHIRE
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@ GDC EDUCATION
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Design, develop, and implement
a campus-wide treasure hunt

HHHHHHHHH
GGGGGGG
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READY

Mike Selinker & Thomas Smyder

Thn Ultimate Guidz an How to {:unstru:t Every llmd of F'miz

gNel PURELE
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Learning Objectives

©

I_I
HAMPSHIRE
COLLEGE
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Learning Objectives

e Puzzle design

@
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HHHHHHHHH

LLLLLLL

£ st EnycaTon
Puzzle 1

e 1-10 minutes to solve
e ANswer is someone’s name
e NO internet

@

HHHHHHHHH
GGGGGGG
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GDC EDUCATION

Puzzle 2
42.321934 -72.533287

If you don’t understand what you need to do for this
assignment, hints will be posted on the course
website over the next several days.

@ =

HHHHHHHHH

LLLLLLL

Q 6DC EDUCATION
Real Puzzle 2

e 3-15 minutes to solve
o Answer is location on Hampshire campus
e No internet

@ =1

HHHHHHHHH
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Learning Objectives

o Giving good feedback
o Receiving feedback

@
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HHHHHHHHH
LLLLLLL
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Learning Objectives

@

e Teamwork
e Communication

HHHHHHHHH
GGGGGGG
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Troll NPC

GDC EDUCATION
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GDC EDUCATION

Conclusion

e Teamwork
e Some freeloaders

e Puzzle design skills

\ 4

4/4/2016
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HAMPSHIRE
COLLEGE
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Thank youl!
http://irafay.com
ifay@hampshire.edu
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Teaching Analog Game Design

Mary Flanagan

Sherman Fairchild Distinguished Professor

in the Emerging Field of Digital Humanities
Dartmouth College

GDC GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 2016 #GOC16 J
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andfog Game Design:. =

Foundations=—= ==~

o

i

\
\

“Mary Flanagan @criticalplay:
= “Sherman Fairehild Distinguished Professor in the
* » Emerging.kield of Digital Humanities Dartmouth College USA
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1. BRIEFING

2. MODELING
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5. EXPERT EVALE

6. REVISE & REFINE - .."
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THE ASSIGNMENT EXPERIENCE

l BRIEFING

REVISE AND
REFINE MODELING

‘ \

EXPERT EVAL

5 o 7
~

|D VALUES,
PSYCH
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Player-centered
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Mary.Flanagan@Dartmouth.Edu
@criticalplay

Sherman Fairchild Distinguished Professor in the

Emerging Field of Digital Humanities Dartmouth College USA

Professor Il, Linguistic, Literary and Aesthetic Studies, University of Bergen
EDUCATION SUMMIT GDC 2016

tiltfactor

www.tiltfactor.org

DARTMOUTH
COLLEGE
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