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Introduction to Game Quality & Design
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= Key Considerations

R

* Definitions of ‘game’
* The perception of quality

= Threats caused by poor
guality games

= Facts about the current market
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GAME DESIGN
AND HISTORY

One of the key considerations of game
design is to
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KEY CONSIDERATIONS

Indirect Control @
Expcmence @
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F’Iaycr s Mind I Other Players

Transformation
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Q) GAME DESIGN
srioigr o hlod, KEY CONSIDERATIONS

“If you want to write novels, you’ve got to read lots of novels. If you
want to make movies, you’ve got to watch lots of movies.

And If you want to design games, you’ve got to play lots of games.
Every game designer must try out an V!

- Chris Crawford, Chris Crawford on Game Design
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GAME DESIGN
AND HISTORY

KEY CONSIDERATIONS
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FORZA

MOTORSPORT
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3 .ig
| Additionally:
g Do not JUST play games! Draw inspiration from elsewhere: |
§ Personal experiences, stories, places, architecture, history, mythology,

g music, people, social interaction... ,
i The understanding of games and gameplay can be extended by §
g experiencing as much as you can. i
| |
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; |
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DEFINITIONS OF
‘GAME’

PR S0 Al TSR .-‘&?:"Jm"(

%
.
- e s MG PSS o-)"“*
A USSR NI L DRNF ORI ASiS ST SR e 3
T AT v

(\‘.?ﬂv;{,

e
»

A
R ARG T R SR NSRRI A R WA AT NI

e A

s BATHALAL

TSI,

W Ser,

8

B i I TRIRR I ORI SR NG S SINGS

*,

{ﬂ‘a e N 0 T A T Vo T A5 S I Y e AT o ) S B S I P N

)

Tt A N P AT AR SN AR B

T e D T o T M I L D A e B N L L et B PN 3 B O N B S N N S N TSR T D P 5 s U T A 5 N SO S DU e AR



@] GAME DESIGN e (NS S W P T
b HISTORY ' DEFENITIONS OF 'GAME

§ “There is nothing wrong with people having their own personal opinions
. about the proper definition of game, and what is or is not really a game,

just as they may have similar opinions about what really is or not
“mUSiC”, “art” OI' “sport””.
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- Jesse Schell, The Art of Game Design: A Book of Lenses
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GAME DESIGN
’ aND HISTORY

DEFENITIONS OF '"GAME’

“A form of play with goals and structure”
- Kevin Maroney, former game designer at Crossover Technologies
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“A game is a form of art in which participants, termed players, make
decisions in order to manage resources through game tokens in the
pursuit of a goal.”

- Greg Costikyan (‘Designer X’), game designer and science fiction writer i
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“An activity with some rules engaged in for an outcome.”
- Eric Zimmermann, CEO and Co-founder of Gamelab
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@) GAME DESIGN

@, ‘AND HISTORY
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‘An interactive experience that provides the
player with an increasingly challenging
sequence of patterns which he or she
learns and eventually masters.’

- Raph Koster, Lead designer of Ultima Online & Author of A
Theory of Fun for Game Design
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A Game iIs an activity that:

: Requires at least one player
m Has rules
. Has a victory condition

- Scott Rogers, Level UP!
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Concept of ‘Timeless’ games — Expectations differ according to the type
of game.

Can you suggest examples of timeless games?
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of game.

Can you suggest examples of timeless games?
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Concept of ‘Timeless’ games — Expectations differ according to the type
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THE PERCEPTION OF QUALITY

GAME DESIGN
AND HISTORY
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THREATS CAUSED BY
POOR QUALITY GAMES
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Q) GAME DESIGN
srioigr o hlod, THREATS CASED BY POOR QUALITY GAMES

Previous industry crashes have links to the quality of games available at
the time.

These are not entirely responsible for past events but were a
contributing factor.
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N C:'\:;“EI‘;ET%&‘:' THREATS CASED BY POOR QUALITY GAMES

Poor quality games still exist in today’s market — even with almost 50
years of videogame evolution there are many flawed or low quality
products avallable
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t Factors for this include: ‘
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ﬁ:é“f.&ﬁ%é’? THREATS CASED BY POOR QUALITY GAMES

Factors for this include:

- The rise of the ‘indie’ market in recent years
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& GAME DESIGN
srioigr o hlod, THREATS CASED BY POOR QUALITY GAMES
- The rise of the ‘indie’ market in recent years

- Mobile platforms offering an easier path to market reducing the
need for publishers
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- The rise of the ‘indie’ market in recent years

- Mobile platforms offering an easier path to market reducing the
need for publishers

. Games ° ’— 1dentifying and capitalising on
trends with low quality releases
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'| GAME DESIGN

AND HISTORY THREATS CASED BY POOR QUALITY GAMES

The rise of the ‘indie’ market in recent years

Mobile platforms offering an easier path to market reducing the
need for publishers

Games ° ’— 1dentifying and capitalising on
trends with low quality releases

Free / cheap development software helping give rise to the
concept that “anyone can make a game”
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Q) GAME DESIGN
e o FACTS ABOUT THE CURRENT MARKET

Entertainment Software Association (ESA) Data

(Please note that this only covers the North American market)

ABOUT THE COMPUTER
AND VIDEO GAME
INDUSTRY
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Q) GAME DESIGN
e o FACTS ABOUT THE CURRENT MARKET

ESA Data covering the last decade is also available on the Game Design
and History Module

ABOUT THE COMPUTER — .
AND VIDEO GAME
INDUSTRY
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