Question 3

In class, we discussed several points about what every game must do, what a game design must do according to Rouse, what players expect from a game, and a few game survival checks.  Explain how these concepts are inter-related. Combine these topics into a design rubric you can apply to game designs to “test” the design prior to implementing it.

Gamers Expect...

Players of video games expect:

· to be directed through the game world in a way that allows them to progress without getting frustrated

· a consistent, understandable game world in which reasonable solutions work

· an immersive experiences

· to do, not watch

Players want an immersive, emotional, challenging, and dynamic experience, which is to say that players want interaction, engagement, and immersion.

Games Must Then...

What every game MUST do:

1. Present an imaginative, coherent experience (designer must have a vision)

2. Sell well (designer must have a target audience and consider their preferences)

3. Pay back any licensing costs (designer must understand the benefits of the license and design for them)

4. Present an intelligent challenge (designer must understand how to create cognitive engagement, challenge)

5. Be attractive (designer must understand, plan aesthetics)

And so Game Design Must...

The Goal of Game Design

Rouse posits that the goal of game design is to create a game that merges the designer's story with the player's story so that the player experiences meaningful play while maintaining the planned, dramatic qualities of the designer's story.

The main task of game design then becomes to direct a player through a suite of choices that follow the critical path of the game.

· Game Design is the sum of formal methods for the specification and planning of content and features for video games (e.g. game design determines every detail of how gameplay functions).

· The goal of game design is to create documentation that roadmaps the development of a fun game – and give us intellectual control of a complex task.

· What does it take to “do” game design?

· Creativity

· critical thinking

· good planning skills

· estimation skills

· team work

· some kind of process

To rephrase then, game design is a context-sensitive process of creating game objects that convey direction and the designer's message to the player while supporting engaging, immersive, interaction between the player and the game environment.

The Game Designer's Tasks

Game designers must:

· communicate clear goals and motivations for gameplay

· provide hints, clues and feedback

· provide all information necessary to solve puzzles and make good decisions

Of course, all these tasks must be accomplished while allowing the player adequate control and time to play

Survival Check... ?
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Before we can discuss what games do, we need to talk about what gamers want and expect from a game. What gamers want is not necessarily what a game should offer, gamers often want things that will detract from the overall experience, but we can take a step back and come up with a decent list. Players want a consistent, understandable game world that allows for both agency and immersion. (Vick) They want a challenge that makes sense, allows for interesting choices, and is rewarding to complete. They want a memorable experience that feels uniquely theirs.

With this checklist, we can then move forward and talk about what games must do. They should provide an interesting, convincing, dynamic world for the player to play in. It must have a number of thought or action provoking challenges that players can overcome. If these challenges are simple and too easy to overcome, or are too complex and impossible to beat, players will become bored. Those are some rather generic specifications. What do they mean? In order to give the player agency, the game must allow for actions and realistic reactions. Players want to feel that they exist within the world and their actions (any action that would make sense within the world) would make sense and to allow for actions to make sense, the world imagined by the designer must be sufficiently described in the game. The better the world has been developed, players will have a more accurate sense of what they should be doing in this world. In a properly developed realistic racing game, players won't expect to be able to cast spells on other cars. By relating to a world that players are already familiar with, games can more easily convey what actions are acceptable or not. If the world is more abstract and less rooted in reality, more will need to be done to convince players of its internal reality. 

In summary, games should provide a convincingly realistic picture of the world being presented, and allow the player to intelligently interact within that world in a fun, meaningful way. Now how do we go about designing a game that offers this? Design starts with an idea within the designer's mind. He has some story that he considers fun, and he wants to convey this story to players. Note that story is referred to abstractly. We are talking about a story like a player scoring a goal in the last two seconds of a game on a long shot, not the stuff made of scripts and characters. Stories can vary in complexity and scope. Efficiently dropping pieces in Tetris is different than making a daring comeback in a strategy game which is different than slaying the evil lord, but all of them are stories the player can act out and experience. Note that some stories that might not be fun in a book or a movie can be fun in a game, like Tetris. This is attributed to the challenge that the game offers. By accomplishing something, players invest themselves in the story and are more willing to be engaged or even immersed than they would be simply by watching. Providing an engaging dynamic world that is beautifully implemented is not enough for a fun experience. It is the gameplay, the interactions, that makes it fun. It is the world that allows the player to fully engage and immerse himself in it.

We've talked about what players want, what should be given to them, and how a game that will entertain people should be designed. How can we know if a game has satisfied all of those?  While it is impossible to come up with a metric for fun, people have been puzzling over this for centuries, there are some general guidelines we can follow. Is the basic interaction enjoyable? This is the first thing a user will truly notice when they play your game, can they interact with it. Without a solid design for interaction a game cannot succeed. How will player control the game? Is it a simple scheme? Even if the game is complex and the interactions are complex, the controls should still be simple.

Is the world convincing? It is easier to convince your audience if your world is based on reality, but it doesn't have to be. A world where a plumber jumps on turtles and travels through pipes in order to save a princess from a fat dragon is pretty far fetched, but it was still a convincing world. Within the context of itself, the world of Mario Bros. makes sense. If you have trouble picturing things flowing smoothly in your world then you probably have trouble. If you have both an entertaining and easy to use interaction and a believable world then you probably have an engaging game. How do you achieve immersion? Do everything discussed previously really well. There is no magic recipe for making an immersive game. If there was, the market would quickly be flooded by games that followed this and people would soon tire of them. Solid interaction, tested with a grey box prototype and a convincing dynamic world are the challenges designers are faced with.

