What to Why to How: A Game Design Speedrun

Ruben R. Puentedura, Ph.D.



1. What



Formal Definition of Play (Salen & Zimmerman)

“Play Is free movement within a more rigid
structure.”


https://mitpress.mit.edu/books/rules-play

Formal Definition of Game (Salen & Zimmerman)

“A game Is a system In which players
engage In an artificial conflict, defined by
rules, that results in a quantifiable
outcome.”


https://mitpress.mit.edu/books/rules-play

Working Definition of Sandbox (Puentedura)

“A sandbox Is the result of relaxing one or
more of the definitional aspects of a
game.”



Formal Definition of Game (Salen & Zimmerman)

“A game Is a system In which players
engage In an artificial conflict, defined by
rules, that results in a quantifiable
outcome.”



Formal Definition of Game (Salen & Zimmerman)

“A game Is a system In which players
engage In an artificial conflict, defined by
rules, that results in a quantifiable
outcome.”



Formal Definition of Game (Salen & Zimmerman)

“A game Is a system In which players
engage In an artificial conflict, defined by
rules, that results in a quantifiable
outcome.”



2. Why



Successful Games (Koster)

Successful Games

Include These ltems...

...10 Avoid

Preparation before challenges
A sense of a game space
A solid core mechanic
A range of challenges

A range of required abilities

Skill in using the required abilities

Results due to pure chance
The perception of the game as trivial

The game not being perceived as a game

The game being exhausted too quickly

The game being perceived as simplistic

The game being perceived as tedious

Also Have...
Variable feedback

Ways to accommodate beginners & experts

A definite cost for failure

...Because

Players like to see greater skill result in greater rewards
Beginners need not get clobbered, or experts “bottom feed”

Players feel cheated by “never-lose” games

Koster, R. A Theory of Fun for Game Design. Paraglyph. (2004)



https://www.theoryoffun.com

Boring Games (Koster)

In Boring Games

When Players Say...

The game is too easy
The game is too involved
The game is too hard
The game becomes too repetitive
The game becomes too hard

The game runs out of options

...They Mean

Game patterns are too simple
They are uninterested in the info required to detect patterns
Patterns are perceived as noise
New patterns are added too slowly
New patterns are added too fast

All game patterns are exhausted

Koster, R. A Theory of Fun for Game Design. Paraglyph. (2004)



https://www.theoryoffun.com

Four Keys to Emotion in Games (Lazzaro)

Players like the opportunities for Players enjoy intrigue and
challenge, strategy and problem game curiosity, becoming immersed in
solving. games that absorb their complete

attention or take them on an
exciting adventure.
Generates Wonder, Awe,
Curiosity, Mystery.

Generates Frustration, Fiero

curiosity

goal open
ended

Players use games as Players enjoy the internal
mechgn|sms for social N amusement e exper|’en<?es N reachoq to the
experiences of competition, game’s visceral, behavioral,
teamwork, and opportunities for life cognitive, and social properties.
social bonding and personal Generates Excitement,
recognition. Relaxation.

Generates Amusement,

Schadenfreude, Naches.
Lazzaro, N. Why We Play Games: Four Keys to More Emotion Without Story. (2004) Online at: http://www.xeodesign.com/research/


http://www.xeodesign.com/research/

3. How



Basic Screenplay Design (Field)

ACT 1

25% _
Dramatic Context

9

Plot Point |
(approx. 20-30)

17-25%

SET-UP

Dramatic Context

75%

about page 60

ACT III

)

Plot Point Il
(approx. 80-90)

67-75%

CONFRONTATION

RESOLUTION

Copyright © 2000 Syd Field

S. Field, Screenplay: The Foundations of Screenwriting, Third Edition. Dell Publishing. (1994)



http://www.worldcat.org/oclc/31120489

Storytelling for Games (Sheldon) — Linear Storytelling

Story Step Story Step Story Step Story Step Story Step Story Step
A B C D E F

L. Sheldon, Character Development and Storytelling for Games. Thomson Course Technology PTR. (2004)

Story Step
G



http://www.worldcat.org/oclc/56467781

Branching Stories

Story Step
A

Story Step
F2

Story Step Story Step Story Step
B1 C1 D1
Story Step Story Step Story Step Story Step
B2 C2 D2 E2
Story Step Story Step Story Step Story Step
B3 C3 D3 E3
Story Step Story Step Story Step
C4 D4 E4

Story Step
G

Story Step
F4




Controlled Branching

Story Step
B1

Story Step
A

Story Step
B2

Story Step
D1

Story Step
C

Story Step
B3

Story Step
D2

Story Step
E

Story Step
D3

Story Step
F

Story Step
G




Modular Storytelling

First
Story Step

First
Story Step

Perm. 1 Perm. 4
Dyn. 1 Dyn. 6
Perm. 2 Perm. 5
Dyn. 2 Dyn. 5
! 1
Perm. 3 Perm. 6
Dyn. 3 Dyn. 4

Player A

Perm. T Perm. 4

Dyn. 3 Dyn. 4

Perm. 2 Perm. 5

Dyn. 1 Dyn. 2

Perm. 3 Perm. 6

Dyn. 6 Dyn. 5
Player B




Twine — http://twinery.org

Cr
=
L

[ N @ (§) twinery.org

Twine is an cpen-source tool for telling interactive, ¥y Download 2.2.1
For Windows (32-bit), macOS§, and

nanlinear stories. Linux (32-bit)

You don't need tc write any code to create a simple story with Twine, but you Useitonline

can extend your stories with variables, conditional logic, images, CSS, and Version 1.4.2 for Windows and OS X is
JavaScript when you're ready. also availahle.

Twine publishes directly tc HTML, so you can post your work nearly anywhere,
Anything you create with it is completely free tc use any way you like, including

for commercial purposes. N
BES Do you love Twine?

Twine was originally created by Chris Klimas in 2009 and is now maintained by Help support ks developmant:

a whole bunch of pecple at several different repositories.

-
Q&A
get help with using Twine

Discord
liva chat with other people using Twine

News
biweckly updates

Cockbook

exam ples of common authoring tesks

Wiki

reference documentation

" BN e s e EEE

Editing a story in Twine 2.C.
The story list in Twine 2.0

Editing u story in Twine 1.4, ) ) o
Abird's-eye view of ¢ story mac in Twine 1.1,
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Watson's
First Case:
The Game Is

Afoot

Ruben R. Puentedura -

Based on characters

created by Sir A.C. Doyle

hippasus.com

After many years abroad, you return to London. You are looking for someone to share a room

with, and are directed to the lab at the local hospital, to speak with a gentleman by the name
of Sherlock Holmes.


http://www.hippasus.com/rrpweblog/archives/2013/05/15/SherlockHTML.html
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@ Editing “Watson's First Case: The Game Is Afoot”

Watson's First Case: The Game Is Afoot

+ Tag

After many years abroad, you return to London. You are looking for
someone to share a room with, and are directed to the lab at the local
hospital, to speak with a gentleman by the name of Sherlock Holmes.
[[The Hospital Lab]]




Branching and inserting media

@ Editing “The Hospital Lab”

The Hospital Lab v

+ Tag

<img
src="http://upload.wikimedia.org/wikipedia/commons/c/cd/Sherlock_Holmes_P
ortrait_Paget.jpg">

Sherlock Holmes stands here. He fixes you in his gaze, saying '"Dr.
Watson, I presume? You come at the right time. As a medical man, I could
make use of your knowledge. A man was found unconscious yesterday 1in
Frying Pan Alley. Some locals think he worked at a cement kiln, others at
the local brewery. I've just mixed some residue from his clothes with
phenolphthalein, and it turned pink. Dr. Watson, do you realize what this
means?" You reply:

[[He's a cement worker]]

[ [He's a brewer]]



Puzzles and endings

O ® Editing “He's a cement worker”

He's a cement worker

+ Tag

"Excellent, Dr. Watson! I look forward to continuing our conversation at Baker Steeet."
[ [Baker Street]]

@, ® Editing “He's a brewer”

He's a brewer

+ Tag

"Dr. Watson, whatever your other merits as a doctor might be, you have clearly become
rusty in your chemical knowledge. I do not think it would profit us to continue our

conversation."
Sherlock Holmes turns his back to you, and you slowly walk away, wondering at what

might have been.




Choices: Take

® @ Editing “Baker Street”

Baker Street

+ Tag

The rooms you hope to share with Sherlock Holmes 1in Baker Street. The
room is cluttered and somewhat shabby, but cozy nonetheless. An old
Persian slipper lies on a mantelpiece.

| [Ask about the slipper]]

[[Ask about the rent]]

N NON | Editing “Ask about the slipper”

Ask about the slipper

+ Tag

"That's where I keep my tobacco", Holmes replies.
[[Baker Street]ﬂ




Choices: Using a macro and a hook

® O Editing “Baker Street”

Baker Street

+ Tag

The rooms you hope to share with Sherlock Holmes in Baker Street. The

room 1s cluttered and somewhat shabby, but cozy nonetheless. An old
Persian slipper lies on a mantelpiece.

(link: "Ask about the slipper")["That's where I keep my tobacco", Holmes
replies. ]

[[Ask about the rent]ﬂ




Creating variables and collapsing whitespace

® O Editing “Ask about the rent”

Ask about the rent

+ Tag

{(set: Spoor to false)

(set: Swallet to 100)

}I think five guineas should cover it nicely - what do you think?
[[Accept the offer]]

[[Ask for a lower price]]




Using variables and if/7else macros

® 0 Editing “Ask for a lower price”

Ask for a lower price

+ Tag

"Well... I suppose I could take just 3 guineas..." Holmes replies
dubiously.

[[Accept the offer]]

(set: $poor to true)

(set: Swallet to 10)

® 0 Editing “Accept the offer”

Accept the offer

+ Tag

"Splendid! I'll let Mrs.Hudson know", Holmes replies.

{(7f: $poor)[Holmes is clearly sympathetic to your current financial
woes, and offers to buy dinner. You gratefully accept.]
(else:)[Grateful to have a place to stay, you offer to buy dinner, and
Holmes happily accepts.]}

[[After Dinner]]




Including links within hooks and displaying variables

® @ Editing “After Dinner”

After Dinner

+ Tag

Holmes sits back in a worn yet comfortable armchair, and sighs. He then

turns to you and says:

{(7f: $Spoor)[ [[You must be exhausted - we can talk more in the
morning.]] |

(else:)[ [[How about a few rounds of backgammon?]] 1}

© ® Editing "You must be exhausted - we can talk more in the morning.”

You must be exhausted - we can talk more in the morning.

+ Tag

You agree with Holmes, and go to bed. Before turning in, you check your
wallet: you have Swallet guineas left for the rest of the month -

clearly, you will need to look for a job soon.




Using variables in calculations

® O Editing “How about a few rounds of backgammon?”

How about a few rounds of backgammon?

+ Tag

{(set: Slostmoney to (random: 0,8)+2)

(set: Swallet to Swallet - $lostmoney)

}You agree, and a few hours later your wallet is $lostmoney guineas
lighter, leaving you with Swallet guineas for the rest of the month. You

retire to bed, impressed by Holmes' gaming prowessﬂ




Some Text Formatting Options

Formatting Source Code Appears As
ltalics //text// text
Boldface Ttext” text
Superscript meters/secondAN2AA meters/second?
Horizontal line




Some More Macros

Variables:
_mytvar: temp variable
$mypvar: persistent variable

Data Structures:
Array: (a: "Fred", "Mary", "John", “Jane")
Example: (set: $namearray to (a: "Fred", "Mary", "John", "Jane"))
To create an array filled with consecutive numbers, use (range:1,5)
Example: (set: $numberarray to (range:1,5))
To retrieve a particular item in an array, use the item's number: (2) of $namearray
Example: (set: $firstfemalename to (2) of $namearray)

Loops:
Over an array: (for: each _name, ...$namearray)
Over a set of numbers: (for: each _i, ...(range:1,5))
Conditionals:

If: (if: $myvar is $myresult)[TheHookK]
Else: (else-if: $myvar is $myotherresult)[AnotherHook]
Final Else: (else:)[ThelLastHook]

User Input:
Yes/No: (confirm: "The question")
Text: (prompt: "The request”, "The default answer")
To convert text to a number: (num: (prompt: "The request”, "The default answer"))

Parallelism:
- Live: (live: 0.3s)[TheChangingHook]
- Stop: (stop:)



® © Editing “Arrays”

Arrays

® o Editing “User Input”

+ Tag

User Input

(set: Snamearray to (a: “Fred”, “Mary”, “John'”, “Jane’))
(set: Snumberarray to (range:1,5))
(set: Sfirstfemalename to (2) of $namearray)

+ Tag

(set: Suseranswer to (confirm: “Would you like to play a game?”))

Snamearray .
$numberarray (7f: Suseranswer) [

$firstfemalename (set: Suserguess to (num: (prompt: “What number am I thinking of?","0")))
[[Loops]]| (7f: Suserguess is 7)[You got it!] (else:)[Nope, that's not -it.]

]

(else:) [0K, maybe another time.]
[[Parallelism]]

Editing “Loops”

Loops

+ Tag

(set: Smyarray to (a: "A"MNB"”,"C"M)) ® © Editing “Parallelism”
(for: each _myitem, ...Smyarray)[_myitem<br/>]
(for: each _i, ...(range:1,3))[_i<br/>]

[[Conditionals]]

Parallelism

+ Tag

Editing “Conditionals”
(set: Sstoprolling to false)

(I7ve:0.3s) [
(set: Sdieroll to (random: 1,6))The current number 1is: $dieroll
(7f: $stoprolling)[(stop:)]

]

(1ink: “Stop rolling”)[(set: $stoprolling to true)]

Conditionals

+ Tag

(set: Smyvar to -1)
(7f: Smyvar < 0)[Smyvar is a negative number]
(else-7if: Smyvar is 0)[Smyvar 1is zero]
(else:) [Smyvar is a positive number]

[[User Input]ﬂ
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