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Utilising design differently when developing for gesture-based gaming vs controller-based gaming

Aims: 
This paper will aim to look at:
· How gameplay and level design is adapted differently for audiences playing with different peripherals
· How platform peripherals affect game mechanics and how developers manage to maintain the core essence of the game 
· How the design processes and ideas from certain platforms such as the Wii inspired the way games were developed for VR
Abstract
This paper explores the processes considered when designing games for different platforms and their peripherals. The main focus being the differences between the Nintendo Wii and the Xbox 360; it looks at how design is adapted for games on the two platforms and how designers manage to maintain a familiar gaming experience when a game is changed from one genre to another in order to suit the intended platform. When developing the game for a new platform and genre change, having characters and environments that look the same, or feel familiar, helps to keep up continuity and remain rooted with the original games. It helps give the player a sense of familiarity when progressing through a new gaming experience. 
The paper also focuses on the emerging technology of VR and how previous platforms such as the Wii and Kinect have informed and even inspired the way VR is developed and used today. Wii opened the door for motion control based gaming and made it a mainstream gaming platform. It can be argued that elements such as some Wii peripherals influenced the way VR products are designed and the way games are developed for the platform.






Case Studies
Nintendo Wii 
Shigeru Miyamoto’s intentions to bring people together through play. 
“I wish that the education I received during my school days could have been much more fun than it was. From that perspective, I’m trying to expand the fun nature of things.” (David, Stanton p.60.)
[image: Support for Wii][image: Support for Wii][image: Support for Wii]“We look at games as something that everyone should be able to enjoy.” (David, Stanton p.3.)








(Nintendo UK, 2006)

Xbox 360 
Microsoft’s intention for 360 was to provide involved fun online gaming and interactive gameplay for players of all ages. The focus for the 360 was in improving the hardware and player experiences through an online gaming community. 
[image: https://images.techhive.com/images/article/2013/10/360_old-100058575-large.jpg]








(Microsoft, 2005)
Soulcalibur (Legends Wii vs IV 360) 
“Using the Wii Remote and Nunchuk as their weapons of choice, players perform moves and combos using orchestrated slashes and movements”. (IGN)
The choice to develop Legends on the Wii meant that players would have to adapt to a new style of play.
While controls and level design for Soulcalibur IV were similar to its predecessors on the 360, the developers created a fresh experience by introducing Microsoft’s new form of play “Also for the first time in the franchise, customized characters or original favourites can be taken online to challenge others for the top spot of this timeless series”. (IGN)

Practical application
This paper will investigate the practical application of the different platforms and how their design and development techniques are being used:
· Why Wii decided to create a new gaming interface and why it changed the future of gaming. How was it utilised to enrich gaming and how has it inspired development of other platforms such as the Kinect? 
· The impact online-integration had on the gaming community. How Xbox 360 also brought players together but with a different approach to Nintendo. 
· The development of VR and how the tech is being applied to current markets.

Timeline 
Wii - 2006 - The start of the technology, intentions and development- the most popular genre for the platform and how Nintendo went on to develop the Wii U in 2012
Xbox 360 - 2005 - The technological intentions of the developers involved fun online gaming and interactive gameplay for any age group – the rise of online gaming and the development of later platforms (Xbox ONE 2013)
VR – 2016 - The inspirations of other tech and the gap in the market- the rise of the use of this technology for other uses outside of gaming 
Soulcalibur Franchise - 1996 to 2018 - the evolution of the series and how it manages to maintain its fan base- the ideas used to keep up consistency (focus on Legends 2007 and IV 2008)




Introduction

This paper will explore the decisions and processes considered when designing games for different platform peripherals and how gameplay and level design is adapted differently according to them. In this case the main focus will be the design differences between the Nintendo Wii and the Xbox 360. This paper will investigate how much design has to be adapted for different platforms and how developing for a different platform may cause designers to even change the genre of a game to better suit the platform peripherals 
It will investigate how designers manage to maintain a familiar gaming experience when a game is changed from one genre to another in order to suit the intended platform. The paper will also focus on the emerging technology of VR and how previous platforms have informed and even inspired the way VR is used today.
When creating games for two completely different platforms, it is important to remember the most important elements of design. This paper will investigate how platform peripherals affect a designer’s approach to elements like, gameplay and level design. 
“Detail how the sequence of play is presented” (Rogers, 2014, p.75).
 Gameplay focuses on how the player will progress through the game and what specific elements make up the game. Things like whether the game has different stages/chapters in the story o if it even has a storyline. And how the level is divided, big events in the game and how it utilizes controls.

The technological differences between Nintendo Wii and Xbox 360

Nintendo Wii
Nintendo saw a gap in the market for a new platform that seems welcoming to non-gamers and gamers alike. 
“The Remote, a device that had few buttons but offered motion control as well as a pointing device, two ideas that were relatively new to the console market”. (IGN, Online)
Nintendo focused on new, intuitive controls and peripherals. At the time gamepads were very dominant in the game industry so, a completely new idea and form of gaming was a fresh, but bold, gamble in the industry. 
In an interview, Shigeru Miyamoto explained his reasoning behind developing decisions for Nintendo Wii. 
 “Miyamoto cited the reason for going into motion-controlled gaming was the fact that less and less people were getting into games because, at the time, controllers and games themselves were becoming much more complex” (Siliconera, 2016) 
Miyamoto wanted to make games more accessible to everyone and by simplifying controls, it opened a door for a much wider market; this being one of the main reasons for the Wiis success. Using motion controls doesn’t require a lot of technical knowledge as creating natural movements and motions, feels more natural to people. 
“Many projects have failed because those who proposed the project, did not change the game mechanics, just the graphics and controls”. (Dunniway & Novack, p.299)
This extraction from ‘Game Development Essentials: Gameplay Mechanics’ further explores the idea that games and development companies need to continuously adapt and improve their platforms and peripherals to stay relevant in the industry. In Nintendo’s case, they focused on creating an entirely new platform, whilst putting visuals and high definition graphics second to functionality.
Making graphics a second concern, worked out well for Nintendo, only because they had something fresh to offer consumers; so, in this case compromise was acceptable.

Xbox 360
Microsoft on the other hand centred the development of the Xbox 360 around integrating online play.
“The Xbox 360 represents a first-time shift in standalone platforms to crisp, clean, high-definition graphics with advanced shading and physics effects”. (IGN, Online)
“The Xbox 360 was also the first console to hit the market with an integrated wireless controller system”. (IGN Online) 
One notable addition to the 360 console, was the highly improved graphics; the introduction of high definition graphics was a huge leap from the 360’s predecessor. This allowed for the creation of much better-looking games and experiences; a development that was very well received by consumers. 
 “Extensive online-integration, which allows for practically boundless optimization, feature additions, and improvements”. (IGN, Online)
The other main feature that made the 360 fresh and intuitive, was the introduction of online playing via Xbox Live. The introduction of Xbox Live opened up a whole new platform for players, creating a world-wide online community. It worked in favour for players as it allowed them to connect with each other, expand the gaming community and it made old experiences feel fresh. Xbox Live also largely benefited the company as it introduced a new avenue for revenue; players were now able to test out and buy products, add-ons and features.
The first-generation Xbox was a success, so it made sense for Microsoft to keep the platform and its peripherals familiar. It made sense to just improve the graphics and introduce online-integration to expand the Microsoft community.
Although the two companies approached the development of their new platforms differently, one thing they had in common was that they brought people together through play. They just had different methods of approach. Nintendo brought people together by proving countless party-play games; this is something that the console built a reputation with and it made the atmosphere surrounding the Wii very light-hearted as it made games seem fun and accessible to everyone. Xbox 360 brought gamers together through online-integration and the development of online gaming communities. 

The Comparison of Gameplay, Level Design and Navigation Between Soulcalibur IV (Xbox 360) and Soulcalibur Legend (Nintendo Wii) 

When designing, it is important to remember that the game needs to adapt and change according to the player’s needs. Some things designers need to consider include; how the game will flow, level and environment design, how the player will navigate through the game, how they learn new skills and how they encounter enemies and other characters. When looking at Soulcalibur IV and Soulcalibur Legends the focus will be put on comparing how designers approached gameplay, level design and navigation within the levels.  
Gameplay mechanics 
“The Nintendo Wii changing the way games are controlled and forcing game designers to reinvent the way games are played at many levels.” (Dunniway & Novack, p.26)
This quote suggests that the introduction of gesture-based gaming opened a new creative door for designers; the capabilities of the Wii controls meant that character actions and game mechanics could be approached from a more practical or hands-on design perspective. 
“It is not difficult to string together a series of attacks and make the player press many buttons in various patterns and timings” (Dunniway & Novack, p.83)
For example, if an action game was being developed for a controller-based platform such as the Xbox 360, developers can design character and gameplay mechanics first without having to base them on the control pads or worrying about the pads’ limitations, instead the mechanics are applied to controller inputs afterwards. 




Action game example XBOX 360:
Melee knife attack         RESULT         Button input / button combo
The mechanic is decided first then it is applied to the gamepad controls 

“The way we play was the biggest change to what we play: the idea was to introduce something that anyone could pick up and understand” (IGN, Online)
In comparison Nintendo’s choice to innovate and change the process of play, meant experimentation with nunchuk and gesture control could influence the design development of possible mechanics. 
Action game example NINTENDO WII:
Experimentation with gesture controls         RESULT          Block, slash and shoot attack 
Experimenting with gestures could influence new inventive mechanics 

Nintendo Soulcalibur Legends 
Gameplay
This is a third-person action adventure game and using the Wii remote and nunchuk, players slash and swipe to perform a series of attacks to take down their enemies; the game relies on motion controls and creates an engaging, immersive experience for the player.  
Level Design
Levels are set out in a linear sequence where players must defeat progressive obstacles and enemies in order to proceed; there is little freedom to explore worlds although it is not impossible. You can however choose the environments for fight in, from the world map menu; in this aspect the game allows the player to veer away from pure linear gameplay. 
Navigation
The game is played from a third person perspective, with the camera following the character as they progress through the level. The player uses the joystick on the nunchuk to control the character’s movement through the game.
Xbox Soulcalibur IV 
Gameplay 
Soulcalibur IV is a weapon-based fighting game that utilises the Xbox gamepad, the main buttons used are the X Y A B as well as the left joystick for movement, the bumpers and triggers can also be used as shortcuts for players to perform combo moves when fighting. There are two main additions to the classic fighting series, one being, the ability to customise and create new characters that players can fight with. The second addition is the introduction of online gaming and players being given the choice to compete with others all over the world through Xbox Live. 
Level Design
The game features several modes, with levels being different in each mode. Some modes only consist of one level, which is made up of three rounds, other modes such as ‘Story Mode’ consist of several levels that, lead up to the final ‘Boss Level’ (each level is split into three 1v1 fighting rounds). Players can freely choose what mode they play in, but the level structure is usually the same; it is just the amount of levels in each mode that changes. 
Navigation
The game is set up like a classic arcade fighter. The cameras are in perspective, the characters are viewed from the side and are always facing each other. This means that within the level there is no open-ended navigation; characters are always face to face, ready for combat, players cannot run off and explore the game world. 

The Restrictions of Each of the Platforms’ Peripherals in Reference to the Two Soulcalibur Games 
 
“More natural game controls help players more easily build and access those mental models by allowing us to take information from the real world (“I’m swinging a bat!”) and immediately understand what that action means for things in the game.” (Madigan, 2010) 
“Directional natural mappings are the least natural, representing simple up/down/left/right mappings and maybe some buttons.” (Madigan, 2010)
“Incomplete tangible natural mapping gives players something that feels like an in-game object.” (Madigan, 2010
The article ‘Motion Controls and Presence’ investigates how motion controls may help players feel like they are in part of the game world. The article supports Miyamoto’s initial intentions for the Wii, he wanted to create something intuitive that anyone could use and enjoy playing. The ‘control mapping’ breakdown explains that when people are given controls that seem more natural or mimic in-game objects then, the game becomes more immersive and therefore more fun to play. 
On the other hand, it shows that platforms that reply on gamepads or keyboards, create a gaming experience that seems less natural, as players are aware that they must press specific buttons to perform certain moves. This however, doesn’t mean that it creates a less fun gaming experience, and it can still be as immersive as motion-controlled gaming experiences.
Nintendo 
Soulcalibur Legends
“You can pull the Remote back to launch enemies into the air, mix in Nunchuk movements to perform special moves, and parry enemy attacks.” (Bettenhausen, p.82-82)
 "A player's movement is synchronized with the in-game sword via the: Wii Remote and Nunchuk, and combinations and special attacks can be executed by performing various orchestrated movements with both controllers." (Bettenhaunsen, p.64-66)
The developers and designers managed to maintain the high action fighting styles that the Soulcalibur series is known for. This managed to turn an arcade experience into an action game, they made it feel naturally immersive and new -yet familiar- by implementing motion controls. 
"We took the essence of the Soulcalibur series’ fighting system and evolved it, taking it to the next level where players can physically perform dynamic movements.” (Bettenhaunsen p.64-66)
The decision to take the franchise, put an experimental spin on the game format and it allowed fans to experience their characters in a new dimension. It gave them the freedom to explore each characters’ capabilities intuitively, by using simple motion controls it saved time that would usually be spent learning intricate combo moves. Instead the lack of button combos, pushed players to experiment kinetically and learn combo moves more naturally. 
Platform Peripherals
“Affordances are second-nature cues designed to be self-explanatory in terms of their use.” (Fictum, 2017)
Put simply affordance in design is the relationship between an object and an individual, the handle of a cup is purposefully shaped, so it is easy to hold; this design would even be obvious to a person who didn’t know the function of the object.
Nunchuk
 [image: ] (Nintendo, 2006)
“For instance in The Legend of Zelda: Twilight Princess, the Wii Remote is your sword while the Nunchuk is your shield.” (Nintendo of Europe GmbH, 2018)
The nunchuk only consists of one joystick and two triggers, it gives players extra control and in games it is usually represents an off-hand weapon or accessory. 
Wii remote
 [image: ] (Nintendo, 2006) 
“combines the accuracy of the Wii Remote and Nunchuk in a single housing for a new experience for first-person shooters and targeting games. Players can hear the sounds of battle through the Wii Remote speaker when it is incorporated into the Wii Zapper.” (Nintendo of Europe GmbH, 2018)
The remote is the main hand motion controller, and this is what provides the feeling of ‘natural controls’, it also has a built-in speaker that plays sounds when it reacts to player motions.
 The effects of the two remotes together and the implementation of reactive sounds, improves both peripheral affordances and game design affordances. For example, the sensation of swinging something that resembles a sword and having a sound that seems like the real object reacting, really strengthens design affordance. 

Xbox 
Soulcalibur IV
“SC4 improves the groundwork of core fighting mechanics (…) where SC4 really shines, however, is in its character-creation mode.” (Bettenhausen, p.22-31)
[bookmark: _Hlk535254577]“SC4 improves on the groundwork of core fighting mechanics laid in previous games while giving players a virtual fighting sandbox”.  Electronic Gaming Monthly (Ziff Davis, Inc.), 2008, (232), p.76-79 (XBOX 360)
The control pad is the sole peripheral used when playing this fighter game, as the actions are mapped to the control pad. For this reason and the fact that the franchises previous titles were successful the developers found no need to change the main formula when designing SC4. 
Because the developers decided not to change SC4’s genre or platform format, there was no need to create completely new control inputs. Instead the focus remained on improving core mechanics and functionality within the game- characters kept their signature moves and abilities.
The main feature that the developers focused on was the ‘character-creation mode’. This provided players with more creative freedom and options for character customisation; it was mainly this feature that allowed players to feel like they were receiving a fresh new experience, instead of a recycled better-looking franchise clone. 

Platform Peripherals 
Gamepad
[image: ]
The gamepad layout basically remained the same as the previous generation Xbox controller, the layout of the buttons was familiar and the controller itself was comfortable to handle. The 360 did however, make a change by introducing the first wireless controller; this just provided players with more freedom and space to move when gaming. 
Chatpad 
[image: ]
“Attach the chatpad to an Xbox 360 controller so you can quickly send text messages and enter text.”
With the introduction of Xbox Live, it made sense that Microsoft would develop an Xbox 360 Chatpad attachment; this made communication and online interactions between players a lot easier. 



The Visual and Artistic Decisions Made That Strengthen the Continuity of Games Across Platforms, Regardless of Changes Like Genre etc. 

Environment Design   
Pirate Ship (SCL)
[image: ](Namco, 2007) 
Phantom Pavilion (SC4)
[image: ](Namco,2008)
Soulcalibur Legends features 12 different environments whereas Soulcalibur IV consists of 21 environments. Even though the levels are structured differently, the two games still seem very much connected and recognizable as being from the same franchise. 
The art style for the Soulcalibur series has always been very consistent and this is one way that each new title manages to maintain consistency and aesthetic familiarity. SC4 adhered to the classic arcade fighter format and uses 2D environment backgrounds instead of building entire game worlds.   
The environments in SCL are completely new to the franchise, they take players to new locations around the world. When selecting levels, the players select locations from a world map as opposed to other Soulcalibur games. In classic titles they select from a list of arenas, which are portrayed as thumbnails that the players can scroll through.
Although the locations in SCL are new, they still appear familiar to players; this is due to the reason that the art style for the game remained the same even though the platform and genre changed. Some environments are only playable by certain characters and each one comes with specific enemy factions; this too helps to bring a sense of familiarity to the environment. For example, the ‘Pirate Ship’ location features ‘Cervantes’ as the boss enemy. Even though the ship is a new level, it seems familiar because it mimics the attributes of his character in the environment design. Cervantes is a well-known character in the franchise and this helped players feel like they were functioning in a familiar environment. 

Character Design and Abilities 	 
“The character is always in service to the story.” (Tillman, p.5.) 
If the base idea for the story remains the same, even if a games genre is changed, then it would make sense for the character design to remain the same or with very few changes and adjustments. It could be argued that Soulcalibur is a classic arcade style fighting game and that the story isn’t really vital for the player to enjoy or understand the game, so changing the character designs wouldn’t really affect the storyline or gameplay. But seeing as the franchise has several previous titles, fans would be familiar with the game's existing characters. And naturally, they would expect to see these recognizable designs in new titles rather than completely redesigned characters; devoted players expect improvement but not outright change. 
Many designers create stories based on their character’s clothing, armour and weapons, and these features usually have distinctive shapes that tell the character’s story. (Tillman, p.7.) 
For a game franchise like Soulcalibur, where all it characters have distinctive fighting styles and backgrounds, it would make sense that each character’s distinctive look is honoured and continued on through the series. Especially when developing the game for a new platform and genre change, having characters that look the same and feel familiar, helps to keep up continuity and remain rooted with the original games. It helps give the player a sense of familiarity when progressing through a new gaming experience. 
Soulcalibur IV could afford to introduce new characters and conflict to the game as the genre remained the same. So even though the way the designers approached the gameplay was the same, what created a fresh experience for players was the new characters along with improved functionality and graphics. But when it came to Soulcalibur legends it would make sense that the characters were kept the same because a change in this and genre would prove too different. And designers would risk losing the core essence of the fighting series; they provided a completely new experience by turning the fighting game into an action genre, while maintaining the core Soulcalibur principles. 


The Influence of Wii Motion Controls and Peripherals on VR Development

Wii opened the door for motion control-based gaming and made it a mainstream gaming platform; years later it could be argued that the introduction of the Wii’s more natural, intuitive controls inspired the development of VR and its control methods. VR is fast becoming the next big thing in games and also everyday life, it is constantly developing, and its possibilities may be endless. It can be argued that elements such as some Wii peripherals and maybe even certain games, influenced the way VR products are designed and the way games are developed for the platform.
Wii Peripherals and the VR Peripherals That Echo Them
Wii Nunchuk
This product is similar to VR touchpads although different VR headsets have different touchpad designs their functions generally remain the same. The Wii nunchuk is used for movement and direction, and in some games, it is used as an additional tool or weapon. 
[image: ]		[image: ]
Left: (Nintendo, 2006) 					Right: (Oculus, 2016)
This too can be said for VR touchpads/controllers; they are used for point and click interactions, grabbing and navigation. Controllers like the Oculus Rift Touch use hand tracking to give players a more natural experience when gaming; this helps with affordances in games as well. 
Wii Remote
The remote contains sensors that track the remotes position in a 3D space and allow players to use their hand movements to control the objects they are playing with in-game, for example they would swing the remote as if it were a racket when playing a tennis game. The introduction of motion controls made the Wii a more naturally immersive platform and this idea has been extended and developed for VR.
High-tech VR headsets use both internal and external tracking sensors that take motion tracking to a new level and translates your movements in VR.
Both Wii and VR use incomplete tangible mapping, which increase a players’ sense of natural control and gives them better spatial awareness, but VR also uses elements of kinesic natural mapping in the form of its external motion sensors. “Kinesic natural mappings are those that involve gross body movements (...) Incomplete tangible natural mapping gives players something that feels like an in-game object.” (Madigan, 2018.) 
Balance Board
[image: ][image: ]
Left (Nintendo, 2006)			Right (Virtuix Inc, 2017)
The Wii balance board adds an extra layer of immersion when playing games that require physical action such as Wii Fit Yoga and Balance Bridge. The board contains four sensors that increase motion tracking and balance. In some games such as Balance bridge, players have to run on the spot in order to move and progress through the level.  
The Virtuix Omni is a peripheral developed for the HTC Vive, it is an omnidirectional treadmill that players can use to navigate through games; it allows them to actually walk or run while gaming and adds to the virtual reality experience.  


 VR Games That Echo Wii Games 
[image: ]	    [image: ]
Left: Ubisoft (2006)				    Right: Mixed Realms (2016)	
	RED STEEL (WII)
	VS
	SAIRENTO (VR)

	First person
	
	First person

	Utilises remote + nunchuk
	
	Utilises VR controls (both hands)

	Nunchuk controls movement and doubles as a second weapon (off-hand)
	
	Point and click to teleport (instead of kinetic travel)
The two remotes act as weapons (one main-hand and one off-hand)

	Screen Prompts help players
	
	Screen Prompts help players

	Smooth navigation
	
	Smooth Naviagtion

	Natural controls and movements
	
	Natural controls and intuitive movements



Although it isn’t said that Red Steel inspired any VR games, it is easy to see the similarities between the two games and how a game like Red Steel could influence VR games. It is a great example of a greatly designed, early motion-controlled FPS. This could be used as an example of how it may be possible to properly adapt an FPS to a new platform that further improves the uses of motion controls. There are differences in the way the two platforms approach character movement; the Wii allows players to move through their environments by moving the joystick on the nunchuk whereas, VR controls utilise a point-and-click teleportation system- this may break immersion for some players. 
Adapting Soulcalibur Into a VR Experience 
If a Soulcalibur game was to be adapted for VR then, the similarities between Red Steel and Sairento VR would be a great example of how Wii motion games could be used as inspiration for VR development. 
Soulcalibur already made the jump from a ‘classic arcade fighter’ to a ‘motion-controlled action’. Developers changed level structures and transformed the title into a fun open-world immersive experience. This could be taken further, and VR developers could create an experience that echoes Soulcalibur Legends, but from a first-person perspective like Red Steel. The capabilities of VR would mean players can interact with the well-known environments and characters through a new perspective and enjoy a high-definition immersive fantasy experience. The only issue with this would be that the player wouldn’t be able to view their own character, and this is one of the most important elements of all the Soulcalibur games. A solution to this could be to create a third-person Soulcalibur VR experience; this is something that has already been explored in VR. 
A good example of a well-designed and executed, third-person perspective game is, Chronos VR. The game allows the player to look around the environment while controlling their character separately. This allows them to look for clues, enemies or prompts while completing an additional action or task; it adds an extra layer of immersion to the experience. This approach could work well with a game like Soulcalibur Legends, as players could investigate their environment for clues and prompts while still fighting enemies. 
Conclusion
This paper revealed that to develop and change an existing game franchise for a new platform, there needs to be a lot of consideration for various elements of design. In the case Calibur Legends (Wii), developers had to make a complete genre change to better suit the platform specifications and peripherals of the Wii. Transforming a game from controller-based inputs to motion-controlled inputs, may require compromise when it comes to genre and elements like level design and navigation. 
The investigation also revealed that developing for new emerging platforms, needs to be justified, developers shouldn’t needlessly change their approach to design just to stay relevant in the market. It wouldn’t make sense to adapt a game like ‘Tetris’ for a motion-controlled platform because, it wouldn’t make the experience any more exciting or immersive; a game like this is simple for a reason and it wouldn’t require any unnecessary changes. Adapting Soulcalibur for motion controls would be a good example of when it is justifiable to experiment with existing titles and emerging technologies to create fresh experiences. With the game engines, graphic capabilities and technology available today, it would be interesting to see more existing titles being transformed for newer platforms like VR. However, developers should have feasible reasons to explore and develop for VR and should avoid doing it needlessly, as this could just result in failed projects or endless clone copies that have no substance. 
Whatever the platform, the most important things to remember when developing games, no matter the technology, are some of the design rules discussed in this essay. And making sure good design is paired with suitable control mapping to ensure for the best gaming experiences. Design must be utilised differently when developing for different platforms and for gesture-based gaming vs controller-based gaming. 
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