
Some Design Considerations/Reminders
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Interaction

ǒInteractivity is the raison dô°tre of 

Computer Games

ǒConsider ñWhat is the player going to do?ò 

ǒThe answer to this question will help direct 

the story, core mechanics, artwork, etc. 

ǒEnsure you have a clear answer to this 

question.

Note: Advice taken from David 

Perryôs Game Design Reference 

Book (Link in Week 7 further 

reading)
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The Player Experience

ǒPlayer should have fun (not 

the designer or programmer, 

well, not at playerôs expense).

ǒBe able to communicate the 

manner in which you intend 

your game to óprovideô a fun 

experience.
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Goals and Targets

The player should 

ǒAlways have something to achieve

ǒAlways be achieving something 

ǒNot finding it too easy or too hard

In large commercial games this should include:

ǒLong-term goals [complete game]

ǒMedium-term goals [10-30 mins]

ǒShort-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

ǒDevelop and execute (potentially 

differing) strategies/tactics to achieve 

goals

ǒInteresting decisions to achieve goals

ǒAvoid tedious goals/decisions

ǒFew simple decisions at first, and 

then more and more
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Types of Challenge

ǒSpeed and reaction time

ǒAccuracy and precision

ǒTiming and rhythm

ǒLearning moves

ǒRaces ïachieving something first

ǒLogical challenges (puzzles)

ǒExploration 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.


