


The Anatomy of a Game
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To make it a lfideo Game,
pase the output through a
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(1982):
Added vine-

Innovation is Iteration il

swinging.

Mario Bros. \ Super Mario

Space Panic

" Donkey Kong (1983): Bros. (1985):
- (1980): (1981): | Added player Perfected
Chn]blrjg ladders Added jumping } skill-based physics &
._ & digging holes / & power-ups. combat. 4 level design.

Mario 64
(1996):
Translated

mechanics J
into 3D.




The Industry Ecosystem: Makers vs. Enablers
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The Writer's Block Diagnostic

If you feel...

/Apply this fix...

Overwhelmed by
infinite possibilities.

—

Timebox tasks and narrow focus to |
microscopic elements. :

Stagnant and sluggish.

o T

Force blood circulation. Walk away
from the desk.

Plagued by background Complete the mundane distracting Designer Mnf_e: )
anxiety. ——3 | task (file the report, vacuum the floor) These are triage
before returning to creative work. measures, not '
omnca : long-term cures.
Bogged down by Ul or Emergency measure: Skip to the Use them to break
system drudge work. > ‘good stuff’ (design a boss fight) to the deadlock.

regain momentum, but return to the |
schedule promptly. |
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Design the Box First

< >
f ] Can you summarize the
CATCHY SLOGAN GOES HERE | &= game’s objective as simply
e e . as a 1950s board game?
o Game play feature #1 :
iting image no. 1 described here :
|| IF
PS Game play feature #2 1: Limit your. self to three
described here

= core mechanics. If it doesn’t

Exciting image no. 2
-“ ‘ fit on the box, it might not

1 :
el | belong in the game.

Eml image no. 3 described here

———————————————————————————

| Legal information fills up this space |

—— Who is the exact audience?
| |Poctooment | Publister | T game || BARCODE | | Casual vs. Hardcore?
| system is it for? |
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The lllusion of “Fun”

DR e o

Howsit going? |

G

Core Insight

Fun is highly subjective and degrades with
exposure.

The Danger

A game idea can sound incredibly fun “on paper.”
But after playing the same level 100 times during
development, the designer loses all objectivity.

The Result

Designers become blind to bad ‘
mechanics, ugly art, and broken
cameras because they simply
get used to them. “Because

it sucks” is not an actionable

critique. %

ianer Nﬂt‘g"
2;;:5‘; fun yet?" i the
worst questionJ =
oo ask during 8
dev. Focus on engag'ny

! loops first. _
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The Theory of Un-Fun
(Subtractive Design)

— The Chisel:

Objective playtesting and

the willingness to kill your
darlings ("Don’t be too dear”).

The Marble Block; ——@pH 7

The initial “fun” idea. ;
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The Rubble (The Un-Fun): '] Iimasii
The clunky Ul, the unfair |1\|mlm
difficulty spike, the broken = '“'nn
camera angle.

,-*'

The Statue (The Core Fun):
What remains only after you
actively hunt down and
eliminate every element that
causes friction.
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The Classical Narrative Arc
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Step 8-9: Resolution of the
final problem yields the object
of desire.

Step 5-7: Reversals of fortune
escalate the risk and introduce
an ultimate threat.

Step 2-4: An event Causes
disarray; initial attempts 10
solve the problem fail.

Step 1: The Hero has a desire.

3

\ Designer Note: t
T-hris is the structuré Hollywood uses- Bu

video games possess @ fundamentally

different geometry.
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Choreographing the Player’'s Narrative

The Story

2 | The Designer's Job

The Player's Narrative

3 | Case Study: Left 4 Dead

The player’s actions are the story.
Every time a game is played, an

infinite number of narratives can be
generated.

Look at the infinite permutations
and ensur of them are fun.

The game utilizes an Al "Director” that
calculates player stress (health, skill,
calculates player stress (health, skill,
e location) to dynamically adjust
e
f eelings enemy spawns, ammo drops, and

~ pacing. Systems choreograph
. | experiences, which generate emotions.
F
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The Meat and the Salt

Which is more important, |< }.i r S ALTT
oy I

story or gameplay?

Gameplay is the Meat:
It is the core sustenance,

the interactive engine
that keeps the player

engaged.

[MEATL-

Final Takeaway: Games are an interactive medium. The play is the thing.
Structure the mechanics first, and let the narrative season the experience.

Story is the Salt:

It adds vital flavor,
context, and emotional
resonance. But if applied
too heavily, it will ruin the
meal completely.

Ff avor v¢.

Custenance
Don't over calt!
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