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Structure of today’s lecture

I'll explain how my thesis team I'll go over how we recommend
and I researched game design using game design values in
values. game design practice.

Advice on what to reflect on Exercise time.

when starting a group project.



For our MSc thesis in Games my team & I researched game
design principles by, well, experimenting on ourself (kind of):

Game Design Principles

Literature review on
game design values

Workshop to identify
ours

Build our design
process around them

Made our demo
(couch co-op two
players game)

Analyzed the values’
effect on our process

Analyzed the values’
effect on the players’
experience

Categorized values
based on their
practical use

Later | ri-elaborated
this into worksheets
for game students
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The literature we started from

Our main reference when we started reflecting on game design values and

principles has been Game Design Values (2019) by Annakaisa Kultima & Alyea

Sandovar, who describe sets of game design process values that can be seen
in contemporary game development and divide them into nine categories:
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values of player centrism (e.g.: usability, co-creativity, player’'s advocacy)
casual game design values (e.g.: simplicity, accessibility, flexibility)
traditional game design values (e.g.: immersion, challenge, competition)
values of artistic expression, innovation and experimentation
ludological values (e.g.: game mechanics, fun, tech agonisticims)
societal impact and cultural values (e.g.: ethics, diversity, impactful)
values of production&creation process (e.g.: collaboration, open-source)
values of independency (e.g.: autonomy, artistic freedmo, anarchy)

values of commercial success or sustainability
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Before starting our project we sat down and discussed

Our learning objectives, boundaries, expectations, etc.
—  During today’s exercise you will get worksheets for this.

Very in general, what are the game design values of each teammate and which ones are shared
between us all?

Example of papers that discuss design values: Game Design Values (Kultima&Sandovar, 2016)

When coming up with a concept we discussed: What is the overall concept of the game? What are key
features that we want? What are usual design patterns and solutions used in similar games?

Example of papers that look into game design patterns of specific genres: Understanding and
Evaluating Cooperative Video Games (Aghabeigi, 2010)

Additionally, we considered: What design, development and production methodologies we’d like to
use?

Example of papers about design methodologies: Player-centred game design (Sykes & Federoff,
2006), Game Design Praxiology (Kultima, 2018)



Through our research we observed that:

While following the categorization by Kultima & Sandovar (2019) we mainly
sorted our design principles between those that:
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centered on the players
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experience with the
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/ and those that are \
centered on the team
meaning how we want

to work with each other
and what we want to

\learn from the processj




It was now time to look back on our starting point through
the lense of the process we went through:

Literature review on
game design values

Made our demo
(couch co-op two
players game)

Game Design Principles

Workshop to identify
ours

Analyzed the values’
effect on our process

Categorized values
based on their
practical use

Later | ri-elaborated
this into worksheets
for game students

Build our design
process around them

Analyzed the values’

effect on the players’
experience
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In our analysis we pointed out that:

In the practical application of our design
principles a more useful categorization would
have between design values that help us set:

e goals (for the game, player experience,
playtesting, final result etc.): they tell us what
to do

e guides (for ideation, design, development,
etc.) - they tell us how to work

e general attitude and approach - they
inform our teamwork

The practical role and application of
Cooperative Game Design Principles
in game design processes

by

Hanna Katriina Salomaa  haks@itu.dk
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IT University of Copenhagen



Before going in detail
about goals, guides and

attitudes/approaches:
are there any questions?




Goals

The game design principles that fall in this
category are the goals that the hand-in
version of your game should achieve.

They are statements that tell you what to do.

You will use them when playtesting to check if
what you are making actually achieves the
goals that you set out to do.

They usually come out of your ideation for the
game, your design values and your analysis of
similar games. They can also be described as
your game’s concept (see Alberto’s lecture).

The practical role and application of
Cooperative Game Design Principles
in game design processes

by
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Goals

Examples of goals:

“We want to learn how to make dependency on each other
feel positive, balanced and dynamic rather than
frustrating”; “designing for a range of skill levels allows
players with different experiences levels and accessible to
players with disabilities”; “Gameplay should support
cooperative play”

They are still too broad to help us make choices
during development.

However, they inform enough to know during
development if we are achieving these goals. If you
are not meeting these principles, evaluate what can
be done to shift the design and development of the
game towards a better direction.

The practical role and application of
Cooperative Game Design Principles
in game design processes
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Guides

The game design principles that fall in this
category are the guides that you will use when
you make decisions during the design and
development of your game.

They are statements that tell you how to do
what you want to do in a more concrete way.

They usually come out of your ideation for the
game and your analysis of similar games.

The practical role and application of
Cooperative Game Design Principles
in game design processes

by
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Guides

Examples of guides:

“Having both players interacting with the same object”; Tiie preciical folsEndapplicatones
“ . . . Cooperative Game Design Principles
Encouraglng communication and teamwork by in game design processes
allowing players to make choices together and ——
complementing each other”; “Shared goals that give a ey il e o

Mikkel luel miiu@itu.dk

reason for the players to work together”

MSc in Games (Design & Tech Tracks)

They can guide the process of ideation, design ey Comtaon
and/or development.

If an idea or choice went against these design
principles, or did not contribute to them or other
principles, we would change it or discard it,
which allowed us to stay focused in our work.



Attitude and approaches

The game design principles that fall in this
category are the set the ground rules of how
you work.

They usually come out of your production
values, your personal goals, your boundaries
and expectations.

Today's exercise will focus on this!

The practical role and application of
Cooperative Game Design Principles
in game design processes
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Attitude and approaches

Examples of attitudes and approach:

“Direct, honest, calm and respectful communication:
don't hesitate to say when you're encountering
problems, need help or when something another team
member’s work has flaws to work on”; “Communicate
how your work is progressing to minimize issues with
dependencies”; “Respect boundaries about how much
and when other team members can and want to work”

They set ground rules and boundaries that allow
us to work more effectively and respectfully.

This indirectly allowed us to pursue more
efficiently the other design goals and guides.

The practical role and application of
Cooperative Game Design Principles
in game design processes
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Do you have any

questions so far?




s

®

Which leads us to
YOU and this exercise!



®

Take a step back from talking about the game and
instead discuss how to have a good professional
relationship with each other.



Work Boundaries & Expectations

What are the work boundaries that you
want to set for yourself? Examples:

When are you not available to work on
the project?

What type of role and tasks are you
comfortable covering? Which ones do
you want and do not want?

“I want separation between group work
and hang-outs (friends in addition to
teammates)”

"I will leave the meeting if it has no
agenda and it goes on for more than 1h
=pP”

20

What do you expect from others in a
professional setting? Examples from my
thesis team:

“My teammates will communicate
when my work has problems (and
when it's good)”

“Don’t promise things you can’t do,
don’t wait too long to ask for help
when you're stuck”

“Update others about your tasks’
progress”

“No arguments during meetings,
keep calm and stay respectful when
disagreeing”

“Don’t do meetings without an
agenda”



Do some self-reflection and know your limits

What are the constraints that you need to keep in mind while planning the
scope of your project? For example:

What are the people in your team good at? What do they need to learn
and how long would it take?

Time and effort spent on the game needs to be fair, not necessarily
equal. Be direct about what you can give, so that you can scope the
project accordingly.

Who in your team already had experiences in game development or
similar interdisciplinary creative work?

2l



Do some self-reflection and be honest

Is there anything that you usually struggle with in group projects that the other
teammates should be aware of to help each other out?

Examples from Laura’s thesis team:

Teammate A tends to become passive and contribute less when they start losing the
“Vision”, this was solved by having frequent conversations about staying in the loop.

Teammate B struggles with preventing themselves from working past-midnight, with
negative consequences to their mood and ability to contribute later. This was helped by
having other team members have respectful conversations about how this could affect
everyone’s work and work environment.

Teammate C tends to procrastinate and struggles to speak up when unsure about tasks.
Clear task assignment and frequent communication helps this.

/L



Reflect on your creative/learning/professional goals

What are your goals for this project? Reflect on that both individually and as a
group:

Examples of individual team members Examples of shared goals:

geat: How do you want to work with
Learning objectives each other?
Something you're interested in Is what you learn from the process
about game development (art more important to you than the
objective, mechanics, theme, etc.) end game’s end-result or vice
Doing something specific for the versa?
portfolio What is the game that you're

trying to create? What is the
intended player’s experience? etc.

1%



How to communicate with each other

Examples:

Decide on channels of communication that the team will
actually use.

How often do you want to up date each other on work
progress?

Where do you keep the documentation about your game
project?

How do you want to handle disagreements and conflicts?

14



Remember

«» Never make assumptions: you come from different backgrounds
regarding how to communicate, what is “normal” for you is not
necessarily normal for everyone else.

«» Put your thoughts out in the open so that you can handle them
with your team.

i



Exercise Structure

Phase 1: Individual work
Materials needed:
You

Worksheet 1 and materials to
compile it (pen&paper or digital)

What to do:

Take 10 minutes to answer the
questions on the worksheet on your
own.

2b

Phase 1: Individual work
Materials needed:
You and your team

Worksheet 1, Worksheet 2 and
materials to compile it (pen&paper
or digital)

What to do:

Take 30 minutes to explain the results
of worksheet 1 and then answer the
questions on worksheet 2 together.



