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A meta-analysis project is being proposed with the goal of exploring and studying the theory of video game design, so as to generate a framework of synthesis two elements important to video game design: technical play and creativity. To do this, there must be an academic exploration of a world of game design theory, drawing from a number of journals as well as books dealing with the relevant subject matter, through which the desired formula of the craft of video game design might be extrapolated.  

video game design, game design theory, interactivity, . . These are the keywords.

1. Introduction
The aim of this project is to research the conflict of interactive entertainment vs artistry in the process of video game design. It may prove to be a pertinent question as video games today draw further attention towards artistic concerns, as well as narrative, as the technology becomes more complex, not to mention expensive. As this happens, it is important to remember what is most important: gameplay. There is a balance at play when it comes to game design as a craft that cannot be shaken if there is to be successful game design.

The methods of research employed for this inquiry should bring together a strong base of theoretical knowledge in order to support academic argument, with a focus on the clear and honest pursuit of knowledge in mind, guided by intent of understanding design principles as they apply in game development as a creative industry. In other words, the intent here is to delve into the theoretical and practical manifestation of design theory.

There may, perhaps, also be an inquiry into how this expresses itself visually, in the artistic method of the designer employed to manifest that expression, in the sense of how creativity and methodology meet in the visual sense.
2. pROJECT-SPECIFIC LITERATURE REVIEW
Given that this will be a meta-analysis, it will be necessary to establish a base of literature that will be subject to analysis. The following is a short review of some of the material that will be the focus of meta-analysis in this project.
One of the journals that this analysis will be looking into is Waiting for Something to Happen: Narratives, Interactivity and Agency in the Video Game Cut-scene by Paul Cheng (Cheng, 2007), which is a qualitative research-based examination into the way that video games deal with interactivity and the communication of narrative via the use of cut-scenes, using the games Resident Evil 4 and Peter Jackson's King Kong: The Official Game of the Movie as examples of the way that the medium of the cut-scene is utilized in a way that attempts to innovate and challenge the medium. In Cheng’s analysis, we can also find a detailed explanation of a familiar debate in game design between the schools of ludology and narratology – the former emphasizing the importance of gameplay over narrative and the latter emphasizing video games as, in and of themselves, a form of storytelling.

Another journal that will be examined is Balancing the Tensions Between Rationalization and Creativity in the Video Games Industry by F. Ted Tschang (Tschang, 2007), which explores the conflict between the business side of the video games industry and the creative aspects of game design, which he sees as being driven by a pressure from entities such as publishers to focus on production, commercial interests and industry needs at the expense of the creativity of the product. It is this orientation towards production that Tschang curiously refers to as Rationalization in contrast to Creativity. In the journal Tschang goes on to provide an example of a synthesis between the two elements that will provide insight into how to produce the kind of synthesis being sought after in this project.

Measuring Interactivity in Video Games by Rene Weber (Weber et al, 2014) is, as the title straightforwardly suggests, an analysis of video game interactivity as assessed through multiple dimensions and scales, with the goal of developing a scale of video game interactivity that can be consistently relied on in order to judge interactivity, which of further games design research . The journal also contains a review of different concepts of interactivity in video games, which is utilized as a theoretical basis for the research carried out over the course of the five studies.

Books will also be included in this review. Fundamentals of Game Design by Ernest Adams and Andrew Rollings (Adams and Rollings, 2006) will provide us with a comprehensible framework for game design theory and the synthesis that is hoped for in the outcome of this research project. In the book First Person: New Media as Story, Performance, and Game by Noah Wardrip Fruin and Pat Harrigan (Fruin and Harrigan, 2004), there is an essay written by Eric Zimmerman titled Narrative, Interactivity, Play, and Games: Four Naughty Concepts in Need of Discipline (Zimmerman, 2004), in which Zimmerman deals the concepts of narrative, interactivity, play and even games themselves, which he views as being disorganized and rendered amorphous by excessively liberal usage of the concepts by various parties for various purposes, with the goal of giving them a concrete theoretical form to be dealt with on its own terms.

With these sources, among others, there is a theoretical basis that has been established in this proposal which should be strong enough to give some depth to what is intended to be a moderately extensive analysis of the chosen subject matter outlined in the beginning of this proposal. It should also be enough resources with which to develop a conception of a synthesis of the elements of narrative and interactivity with which to address the issue of the balance between the two.
3. Methodology
The main purpose of this project is to explicate a theoretical notion of game design, upon which design decisions can, perhaps, be implemented intelligently, as well as examine a conflict of two familiar elements of game design – those being interactivity and artistry. Thus it should follow that the method of research carried out will focus on theoretical analysis so as to reflect the primary interests of the research being carried out. 

Essentially, this project will be a formal analysis, akin the way it is defined under Lankoski and Bjork’s definition (2015), except for the fact, in this paper, it will be applied differently to how they have applied it in their own work. In their terms, the focus of formal analysis is on the games themselves as well as gameplay, with the intent of analysing the game itself through careful and repeated play in order to get understanding of its practical features, whereas in this project the object of analysis is not a game but various explications of design theory, with the intent of synthesizing and rationalizing a theoretical understanding of game design for further application, or possible expansion, by designers. It is appropriate then to consider the proposed path of research a formal analysis of game design theory, or perhaps rather a meta-analysis of theoretical structures of game design, analysing different ideas of game design and the elements thereof, in the interest of both the academic or scholarly understanding and a practical understanding of game design. In summation, it is the approach of formal analysis as applied to a somewhat different subject to what Lankoski and Bjork would have applied to it.

In a sense, it can also be thought of as a review of sorts, gathering together various ideas about the theory of game design an assessing them on the basis of their merits in order to showcase a systematic and scholarly understanding of game design as a craft.

The reason this method of research has been chosen is so that there can be a concentration of the simple principle of interfacing directly with an idea in order to dissect it and analyse its properties. Because the basic goal of this paper is the analysis and examination of theoretical understandings and structures of game design, this direction would be the obvious way to go in order for this paper to attain the desired goals as stated earlier. It is the most fitting direction for a paper concerned, most of all, with investigating the ideated process of game design and the application thereof.

This assessment will attempt to be as objective and fair as possible, examining the ideas put on the table as they are, faithfully. There will not be any persuasive or emotive language present simply to sway the reader to the conclusion presented in this paper, the body of the work and the method of research chosen to examine will, on their own, support this paper and the conclusions drawn therein. 

4. Definition of proposed outcome
The intended outcome of this meta-analytical project is to produce a cogent presentation of a synthesis between the two elements discussed in this proposal. This would entail a thorough dissection of video game design theory, particularly in regard to this subject area and through the sources that were explicated in the Literature Review section of this proposal. The desired utility of this outcome is that it could be used by video game designers to influence the way that video games are designed so as to produce a more balanced design methodology, which would be conducive to greater quality for video games. It is hoped this proposal will prove to be at least a small contribution to the wider industry with regards to design practice, to improve the way that video games are designed within that context.
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