Games
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Some Design Considerations/Reminders
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Interaction

ol nteractivity 1 s the
Computer Games

6 C o n s i Whatns tha player going to do?0

6 The answer to this question will help direct
the story, core mechanics, artwork, etc.

O Ensure you have a clear answer to this
guestion.
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—— _ Note: Advice taken from David
Dovildeny fPerryos Game Design Refer en
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The Player Experience

0 Player should have fun (not
the designer or programmer,
well, not at pl ay

6 Be able to communicate the
manner in which you intend
your game to Opr o
experience.
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Goals and Targets

The player should

0 Always have something to achieve
0 Always be achieving something
0 Not finding it too easy or too hard

In large commercial games this should include:
0 Long-term goals [complete game]
0 Medium-term goals [10-30 mins]
0 Short-term goals [sec to mins]

Note: Consider how you will
communicate your goals and
targets to the player and how
you will make this explicit
within your submitted design.
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Gameplay Variety

DECIS|ONS., .
DEGISIONS...

0 Develop and execute (potentially
differing) strategies/tactics to achieve
goals

O Interesting decisions to achieve goals
0 Avoid tedious goals/decisions

0 Few simple decisions at first, and
then more and more
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Types of Challenge

0 Speed and reaction time

o Accuracy and precision

6 Timing and rhythm

0 Learning moves

0 Races i achieving something first
0 Logical challenges (puzzles)

o Exploration challenges

You should clearly identified
Intended challenge within your
design and (ideally) show how this
maps onto the strategies, tactics,
etc. available to the user.
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