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About Steve




Teaching

= 10 years of teaching video |
game design
CSC404
PMUagg

ROP299/399
= Game Design Focus




Level Up Showcase

= Student game
showcase event
16 schools
2000+ attendees

Industry, media and
general public attend.




Research

= Game design for:
Education
Seniors
Blind players
Rehabilitation

= Artificial Intelligence (Al):
Music generation
Terrain generation
Game Al
(Open data)







About PMU199




Course goals

= Making games vs playing games
Brainstorming
Designing
Developing
Refining
= Major skills
Agile development
Working with others
Dealing with failure




Where you come from

Criminology Philosophy

=
Computer Science




What we’re expecting

Novelty
Insight
Prudence

Tenacity

=_Experience




Course project

Teams of two.

Teamwork makes the dream work.
Design options:

GameMaker, Stencyl, GameSalad, etc.
Regular demos.

In-class & playtesting.
Constant refinement

Responding to feedback.
Recording progress.




Course Deliverables

= Reflects industry milestones:

Creative Brief — conceptual description; includes
key components and secret ingredients.

Design Document — everything but the code.
Alpha Release — the most basic game.
Beta Release — all the features of the final version.
Playtesting Demo — the final evaluation.

The public judges your game.

Including design blog & peer evals.
Also: Participation, design blogs, mini-demos.




Game Jam Activity

= Sat, Sept 16 in BA3200

= Basically, making a game
in a super-short amount
of time!

» Typical method for
prototyping a game.

= Popular and prevalent
around the community.

e.g. TOJam (on right)
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Games for Change GAMES
FOR
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= What are "games for change”?

http://www.gamesforchange.org/

"Games for Change empowers game creators and
social innovators to drive real-world impact

through games”
Examples:
Darfur is Dying
That Dragon, Cancer
Papers, Please




Darfur 1s Dying




That Dragon, Cancer




| Games for Change

= Careful when choosing a topic
for your game.

Cancer, for instance.

= Recommendation:

Environmental themes
Carbon footprints
Growth hormones
Water supply
Energy solutions

= I[mportant to teach something.
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What’s special about games?

" |nteractive media.

Text < images < animation < games

* Feedback:

Immediate

Appropriate

Constructive (reinforcement/operant learning)
= Informal learning.

Multiple learning opportunities.

Scalability




The world of game

= Video games are popular,
but often misunderstood.

= Final Thought: what games
are and what the world of
game design can be like.




#1 - Games are hard

to define.




What makes

Story?
Characters?
Action?
Graphics?
Controllers?
Rules?

Goals?
Fun?




Interesting examples

= Minecraft




Interesting examples

= Endless Ocean: Blue World




Interesting examples

Faz=:




Interesting examples

= Johann Sebastian Joust

JOHANN SEBASTIAN
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H2 - Games are

complex.




What goes into a game?

Psychology [ Marketing ] ComputerJ

i / Science

Art ]—)[ Video Game Design Sound

N\

[ Quality [ Project J Hardware ]

Assurance Management




Within computer science

Graphics [ Networking ] Artificial J

i / Intelligence

Art ]—)[ Video Game Design Sound

\

[ Software [Human-ComputerJ Systems ]

Engineering Interaction




#3 - Game companies
come 1in many

shapes and sizes




Name some game companies...




How about these?




..ahd these?




AAA versus Indie

* Large game companies can afford to make
blockbuster games, but indie companies can
also make compelling game experiences.

= Completely different structures though:

Roles per person
Budget
Scope of project

= Toronto was mostly indie, until recently.




Types of game

= PC& console games
MMORPGs

= Mobile games
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= Social games




#4 - The game
industry 1s

growing
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Money Money Money

SOFTWARE SALES FOR GAMES CONSOLES
2007: Movie Sales vs. Video Game Sales

North America Vid

2000 2002 2003 2004 2005 2006 2007

B Total Revenues —#— Growth of Total Revenues

= GTAsg & Halo first-day sales:
Halo 3: $170 million
Halo Reach: $200 million

= Avatar:
$77 million




More Statistics..
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Beyond entertailnment

Train Your Brain in Minutes a Day!

=T

Rank: 17 Score: 9092
48: Pro Peptide
¥ Group Competition
# Group Name Score |
1 The Lone Folder 9388
arts 67
9303
9255 ™~

9098

9092
18 versat2 9901
19 darktorres 9081
20 caarico 2066
21 mbjorkegren 2048

22 sslickerson 0038 -

» Chat

Shake sidechains to improve the protein
they: §

P 3, ~
Shake  Wiggle Cearlocks Reset  Mouse
Sidechains Bacbone andBands Puzzle  Help

A Actions > History P View > File




#5 - The game industry
parallels the

film industry




Game Genres

g ‘we just been trying to collect my
houghts. 1 kind of have somethingto

I love you.

"

Lay it on me, fool.
5o I hear. I
What's wrong?

se Item

[I guess I always'knew.

| FAre you sureithis isn't some kind of

phase?
1 had no idea.
w

"




Games Based on Movies




Movies Based on Games

JOHN MOORE

10.17.2008




Games based on movies,
based on games

WD ES C R EE sl

PLAYER SELEGT

T
s S
LG

S8l

Looh
% AR E

- = .True to his word, Guile sl.ayed'
Tc LA GUILE i in Shadaloo and helped guide
N B < @ the reconstruction of the city.
(R ;@j %&,! y

= W
E.HONDA' Gll'lD(‘LI ZANGIEF DHALSTH




Game company structure
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Game Designh Team Roles

= Artists (two kinds)
Concept artists: design characters and levels.
Technical artists: work with the CGIl team.
= Audio
Sound effects.
Voice acting.
Music.




Game Design Team Roles

= CGl

Creating objects and characters.

= Rendering
Drawing the objects and characters.




Game Designh Team Roles

= Systems
Development tools & engines.
"Auto-smoke” tests. ="

Allocating resources.
Databases
Networking

» Quality Assurance
Often contracted externally.
Check that game plays as expected.




Game Design Team Roles

= Gameplay (Al)
Object behaviour.
Non-player characters (NPCs).
User interactions.

» Front End

Creates all game interactions, outside of the
regular game play (menus, etc).




Game Designh Team Roles

= Producer
Role can vary from company to company.

Responsible for either overseeing the group, or creating the
overall vision of the game.

Needs to assign a price to each requirement.

High-level decisions during the development process are made
by the producer.




Game Design Team Roles

= Marketing
Determines how to get the game to appeal to the target
demographic.
Focus groups
Beta testers

Game metrics




#6 - Games always
teach you

something.




How to play the game

= Gameplay mechanics
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Higher-level knowledge

= Assassin’s Creed
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i Message from Catherne of the Ressians:..

Yous see, firaxis-steve, perhaps you defeated my
LITTLE Cossack Horseman army. Nevertheless, the
pretentious SHOBBERY of your people will soon come
to an EMD.  HOWEVER, we will leave you in peaee for §
turms in EXCHANGE for the secret of Gunpowder,

2 Wa'wlll gladly share car knowladge,
B You will iave to be satisfied with Currency
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SANTA MARIA NOVELLA

REBECCACH4: | know & challenge when | see one. go find that fombd

The first great basilica in Florence, Santa Maria Movella was
consecrated in 1420 despite being unfinished. The famous humanist
Leons Battista Albert], designed the upper fscade, completing the

church in 1470.
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Morality

= Life is Strange
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= Grand Theft Auto




And finally..




#7 - Nobody tries to

make a bad game.




Terrible movies

THE MOST OUTRAGEOUS COMEDY EVER MADE

bun haden A%

ELIZABETH BMIKS KATE BOSWORTH  GERARD BUT[EI!
TEEP.EN[E HOWARD  HUGH JACKMAN

JUSTIN L0 CHLOE GRACE MORETZ  LIEV SCHREIBER

SEANN MLLMM SCOTT EMMA STONE UMA THURMAN KATE WINSLET

INONWE4B
jAaiRe M AR H P

'I'HE BIGGEST CAST EVER ASSEMBLED

# WIFlsMoviad3?  EMOVIEAT

“A SHAMELESSLY UNFUNNY FARCE
“UNFORGIVABLY, EEER

‘ SOUL-DESTROYINGLY

BAD.” wrsscumnune.
“UNPLEASANT, EVEN “MORE THAN 24 HOURS
BY SANDLER’S USUAL HAS PASSED SINCE |

STANDARDS." yoston micesix WATCHED THIS AND | AM
STILL DEAD INSIDE”

T MAGAZINE

ADAM SANDLER
ADAM SANDLER

A FILM BY SOMEONE WHO HATES HUMANITY

JACK AND JILL
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..and terrible games
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So what can

= Key elements:

Innovation
Planning
Drive
Testing
Promotion




