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Game vs Toy




Game vs Toy




What is a game?

Games have goals
. Games can be won and lost
Games have rules

. Games are interactive

Games have
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. Games have challenges




Jesse Schell, The Art of Game Design



Main components of game design

Aestethics

Mechanics

Technology




Aesthetics

How your game looks, sounds and feels




No Man's Sky (2016)







Shadow of the Beast Il (1990)
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Monopoly (1935)



Story

The sequence of events




The Secret of Monkey Island (1990)






s HI=-5LOEE SGCORE <2>

SCORE <1
51515 80000606 8000006

51515
PLA T
SPACE I1NVADERS

+ SCORE ADVANGE TABLE *

? MYSTERY
S8 POINTS
28 POINTS

g2 = 18 POINTS

Eo» 3
m mw n

AME :© TAITOD 1373

ORIGINAL G
REPROGRAMMEL GRAME : © SEGA 1385

Space Invaders



THE HERO WITH
A THOUSAND FACES




Technology

What makes the game possible
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Mechanics

* Procedures and rules
 The goal of a game
e The conditions

that players can take

Pacman (1980)







Tomb Raider (1996)

ks baigla N
Jl..| a3 -‘"l‘ ‘ml‘iH‘* r
.'-'.i__ *

R

' .
r‘:ﬂ_‘*-"-- T
= “‘"5_'45_1_ :




MDA Framework

omotion,

Mechanics =» Dynamics =->» Aesthetics

http://gangles.ca/2009/08/21/mda/




None of the elements is more important
than the others

N More visible

Right brain

Left brain

Less visible \




The elements support a theme

* Decide what your theme is

* Use every means possible to reinforce
that theme




The Goal:
create an experience

* A memorable experience!

 What experience do | want the
player to have?

« How can my game capture the
essence?

* Find as many ways as possible to
Instill this essence into your game

Jesse Schell, The Art of Game Design
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Sid Meier’'s Colonization (1994)




Think about It...

Game designers — design experience

UX designers —> (by definition)
design experience !!!




Focus and balance
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Focus

* Clear goals

* No distractions
 Direct feedback

» Continuosly challenging

Mario Cart 8 (2014)




Balance

Challenges

Skills




Balance

o0
(High)




Rewards

 Reward with feedbacks: they tell the
players they are doing well

 Rewards generate pleasure

* In games there is no such thing as "too
much reward”




Product where | can see
game design choices




Le ] Scratchpad ~ Inicie sesién ~ Ayuda ~ Anuncie su Propiedad

Buscar casas de vacaciones

Destino o n° de anuncio

_Entrada _Salida '
casas de vacamones
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para tus escapadas

I Bisqueda por mapa

Te va a encantar

Vacaciones Familiares Destinos en Espafia Te recomendamos




Become a Host

** LIVE THERE

Book homes from local hosts in 191+ eountries and experience a plac
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Real teachers

Live learning with qualified native-speaking teachers from all over the

world.
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Learn more

Individual schedule
Plan your schedule individually, according to your needs. Book classes flexibly at and for any day and time.

Learn more

MONDAY TUESDAY WEDNESDAY THURSDAY FRIDAY SATURDAY SUNDAY

Lesson 1
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First of all: easthetic

Experience Points
Lesson Complete! +10 xp ,/Set a daily goal with the & Rlgka Track

Heart bonus! +3 xp Italian Coach () CASUAL 10 XP per day

36 XP
°- @ REGULAR 20 XP per day
[ |l27 °
8 (O SERIOUS 30 XP per day
o—-0
? OFF TRACK () INSANE 50 XP per day

— -.'I 0
Sa Su M Tu W Th F

The Coach will keep you on track,
You're on a 1 day and notify you when you should
streak. learn Italian.

( Set a goal )
(e )
Difficulty level

GOALS -> balance

You can always
change tracks
later.




Player Level

QuIT vYee

Translate this sentence
La flle mange une pomme.

Map + Badges
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Smart Natifications

Stephen - Can you
pick up milk?

DRIVE SERIES

MAPS & MAP UPDATES
TRAFFIC
AUTOMOTIVE APPS
AUTOMOTIVE BLOG
BROCHURE

TRAINING VIDEOS







HWaze

Outsmarting traffic, together.




First of all: easthetic

1.5 miles

376 E. Crawford Ave.

1B;th Ave

sera St

Sloa Evd

12th Ave

oW
San E.'&Il"ldﬂ'_‘l Way I@{ REPORT
- T Maywooc = &
I{‘1‘¥‘—-_

Westgate Dr ﬁ

@n rica St Urban Traﬂic

Heai

Garfi eld St
Ar-:h St

. Sargent !

ielr.la St




Player Levels and Ranks

I

Traffic jam || Police Accident
Hazard | Camera Map Chat |
Map issue §| Fuel pices i Closure

SCOREBOARD

Me [ Friends Everyone

Your level: Warrior Wazer
Your'rank: 46,795

200bE

A
-

~15519 points to next level

.5, Your Points: 10,986 >

Drive and report to earn points. Learn
how else to rack 'em up.

? About Levels >

Advance to get more reporting
influence and a customised Wazer.

Cartoon -style
Graphics

< SCOREBOARD

Waze Levels

As you advance to higher levels your reporting
permissions grow, and your reports get greater
influence on real-time routing.

Waze Baby

Welcome to the world, Wazer! You're
a baby for now, until you've driven
your first 100 miles.

Waze Grownup

All grown up! You can pick a custom
mood for your Wazer.

Waze Warrior

You're in the top 10% of high scorers
in your Country. Drive around with a

shield.
Waze Knight
3 You're in the top 4% of high scorers
in your Country. Fight traffic with a
word.

Wage Royalty

You'rain the top 1% of high scorers
in your Gountry. Ride in style with a
crown!

Unlockable
avatars



And it's not just “empty” gamification:

Reports from higher level players have
greater influence

When you level up, your experience of

navigation changes and it even impacts
other “players”




Final thoughts

* Give goals and rewards to your
users

* Balance the difficulty to keep
the user in the flow

* Give memorable experiences to
your users

* Thisis true for both games and
non-games
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Thank You!

Email emabolo@gmail.com
Twitter @emabolo

Skype emabolo

Website www.emabolo.com



Email emabolo@gmail.com
Twitter @emabolo

Skype emabolo

Website: www.emabolo.com




BACKUP




Game Design?

Crafting the Rules of Entertainment
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New Gan Francisco Bulletin Board
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A game Is made of games

Tomb Raider (2013)



Definition

“A IS a problem solving

activity, approached with a
attitude”

Jesse Schell, The Art of Game Design




Character Design

CHARACTER . NICKMAME
L -

B -SPEEDY "PINKY™
B -BAasHFUL " INKY"

B -POKEY "CLYDE”
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A theme with resonance

 What is about my game that feels
powerful and special?

 When | describe my game to people,
what ideas get them really excited?
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How to start




The Eight Filters

Artistic: does this game “feel” right?

Demographics: Will the target like this game enough?
Experience: is this a well designed game?

Innovation: is this game novel enough?

Business and marketing: Will this game sell?
Engineering: is this technically possible?

Social: does this game have a social/community goal?
Playtesting: do the playtesters enjoy the game enough?
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Clash of Clans (2012)

http://freemiumgamedesigns.com/2014/09/clash-of-clans-vs-boom-beach-part-2-the-habit/




The rule of the loop

Create a basic design

Find out the greatest risks in your design
Build prototypes that mitigates those risks
Test the prototypes

Learn from the tests and create a better design

o Uk WD

Return to step 2




Know your audience




Leblanc’'s Taxonomy of game pleasures

« Sensation
see or hear something beautiful, deliver pleasure

 Fantasy
imagining yourself as something you are not

* Narrative
dramatic unfolding of sequence of events

 Challenge
one of the core pleasure

* Fellowship
friendship and cooperation

 Discovery
explore the game world, discover new things

 Expression
creating new things

* Submission
leave your real world and enter a new set of rules and meaning: the
magic circle



Bartle's Taxonomy of Player Types
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Ken Wong’s concept art for the game, originally called ‘Tower of Illusion’ (left); M.C. Escher’s artwork
played a key role in concept development (right: Ascending and Descending, 1960].

http://stories.maker.me/monument-valley-an-apple-design-award-winning-game/




Sketches — interactions of various architectural components.



