Intro to Game Design



Intro

* To video game development aroitel TOANEC
SLaPOPETIKEC ELOLKOTNTEC

e 2tnVv indie game development oknvr KAAOULAOTE
va «popape TTOAAA KOTTEAQLY

* Oc game developments elval cnUOVTIKO va
OUUUETEXOVE 0oTN Sladkaoia oxedLacuou Tou
rioiyvidlov kat va tTn cuvOUAlOUE UE TNV
vAorolnor) Tou



Extra resources

* YouTube:
e Extra credits
 Game maker’s toolkit
* Any (credible) game review channel



Game design

* H duadikaoia oxedlaonc evoc matyvidLou
(omolaicdnmnote popPpnc)

e Game designer: Omotloc AapBavel anodpaoceLg
OXETIKA LE TO TTWC TO oy vidL Ba pEmel va lva.

* O game designer eival poAog OxL ATOUO.



Game design elements

* Decision making

* Goals

* Opposition — Struggle
* Managing Resources
* Information

* (Game Tokens)



Game design elements

e Decision making: Tt KAveL €vac MALKTNG OTO
rioyvidy, Tu amodaocelc KaAeital va TTapEL;

* TO OTOLXELO IOV TIPOKUTITEL CUVAPTIOEL TWV
UTTOAOLUTTWYV OTOLXELWV.

e >& KAOe onuetlo o maiktnc AapBavel anopAaoeLg
Baoel tn¢ mAnpodoplag (information) ou tou divel
TO TalLYVLOL OUTWC WOTE VAL EETTEPATEL TUXOV
avTlotaoelC (opposition) yla va eTITUXEL TOV TEALKO
Tou otoyo (goals) evw aéloAoyel Kat Touc
dlaBeoLpouc mopouc Tou (resources).




Game design elements

* Goals: O TeAIKOC OTOXOC TOU TTaKTN

* Xwplc otoxouc oL amodpACELC TOU TTokTn SEV Exouv
vonua.

e Y& KAOE onuELO, O TIAKTNC TIPETIEL VAL EXEL KATIOLOV
0TOYXO.

e OL LLKPOTEPOL, TPOOWPLVOL OTOXOL OLTTOOKOTIOUV
oTNV €MiTEVEN KATTOLOU LEYAAUTEPOU OTOXOU K.O.K.
LEXPL va ETILTEVYOEL O TEALKOC OTOXOC TOU
riaxvidLou (T.Y. va TEPUOTLOTEL).



Game design elements

* Opposition: H avtiotaon mouU CUVOVTAEL O TIALKTNG
TPOC TNV EMITEVEN TWV CTOXWV TOU

* O,TL OTOXOL £XOUV OPLOTEL OTOUC TMOLKTEC, N €TtiTEVEN
TOUC XWPLC VO TOLPOUCLAOTEL KAToLla avtiotaon dev
Ba poodEPEL LKAVOTIOLNTLKA avTapopBn.



Game design elements

* Managing resources: H dlaxeiplon tTwv nopwv mou
£XEL O TIALLKTNC OTNV KATOXN TOU

* To otolxelo mov TPododOoTEL TIC ETILAOYEC TOU
TTOILKTN.

* [Nopol umopel va eiva otdnmorte: gold, health,
mana, KAPTEC, experience KA

* Ooo 1o toAAoL TtopoL TtpooTiBevTal, oL AoPACELC
ylvovtal OAo Kol Ttilo cUVOETEC



Game design elements

* Information: Ot mAnpodoplec mou mapExovtal oTov
TTOWLKTN aTtoO TO Ty vioL

* O MALKTNG TIPETEL VAL EXEL APKETEC TTANPODOPLEC
wWOTE va elval og B€on va apeL pla Aoykn amodaon

* OLMAnpodopiec umopetl va divovtal oTov Talktn
LEoa armo to interface N peoca amno to 6o to
rioiyvidt

* >& KAOE onuelo o alkTNC B PETEL vaL EXEL
akpLBwc TIc mAnpodopleg ov XpeLlaleTal yLo va
AdBel pla amodaon, oxL AlyOTEPEC Kol OXL TLOAU
NEPLOCOTEPEC



Game design elements

e Game tokens: OL ovTOTNTEC TTOU O TAKTNC
XElpLleTAL QpECA

* MMpoodepouv eva xpnotpo enimedo adaipeonc ya
TOV OXEOLOOMO TWV OPACEWV TOU TTOULKTN

e Atadopa petaél mopwv Kat game tokens: Ta game
tokens eivatl ta peoa ya tn SlaxelpLon Twv mMOopwv

* XTIC TIEPLOOCOTEPEC TIEPUTTWOELC Video game, TO
game token givat o NpwWaC/mTPWTOYWVLOTAC.

e Je €va strategy game?



Flow theory

* O YuxoAoyog Mihaly Csikszentmihalyi peAetnoe auto
goulgnom)\ece n Yuxkn Kataotaon touv “flow” -
pon
* «Muwa aioOnon mANPouG Kol YEUATO EVEPYELAG ECTLOONG
o€ pla OpaotnpLotnTa, pe eva uPnAo entnedo
artoAauong Kol EKITANPWGCNG»

* [la voL ELHOIOTE OE HLOL KATAOTAON PONG, Lt
OpaoTNPLOTNTA MIPETIEL VO ATTOTEAECEL TIPOKANGN.

* Av givaL TtoAU €UKOAN, o eykePaAog dev £xeL Aoyo va
OTIOTAAQL EVEPYELOQL.

* Av eivat abuvatn, o eykepalog dev £xeL AOYO va
npooTtalBel oKANPA yLaTL CEPEL TTWCE B AITOTUXEL.



Flow theory

* 2TOXOC €ilval va TIETUXOUME TO LOAVIKO ONUELO TTOU O
TTOWLKTNC UIMOPEL val ETUTUXEL AAAAQ LOVO OV
npoonadnoetL ckAnpa

(High)

Challenges

Boredom

(High) =
Skills



MDA

* MovTtéAO avamtuénc oy vidLwy

e AnpLoupylo oloONTIKWV TTPOoTUTIWV YLa S1adopouC
TUTTIoUC gameplay

* Mechanics, Dynamics, Aesthetics



MDA

* Mechanics: OL «kavovec» Tou mtayvidiov. Ot
NEPLOPLOMOL UTIO TOUC OoTolouc AeLToupyEl To
riolyvibL.

* Mwc otrveTol To axvidL;
* TL urtopouV Kal Sev UIMOPOUV VA KAVOUV OL TIALKTEG;

* TL EMUTTWOELC EXOUV Ol SPACELC TWV TTALKTWY OTO
riolyvidL;

* [10Te TEAELWVEL TO TTALYVIOL KAl TwC KaoBopiletal To
QTIOTEAEOUO,;



MDA

e Dynamics: Ot cuuTepLPOPEC TTOU TIPOKUTITOUV ATTO
TOUC KOLVOVEC TTOU €X0OUV BeoTiloTEL

* Emergent behaviors

* [OLEC OTPATNYLKEC MTPOKUTITOUV QO TOUG KOLVOVEC;
* Mwc aAAnAemdpoUV oL TTOUKTEC LETAEL TOUC;
 Slime Rancher example



https://youtu.be/GbVFa89kUhw?t=10m56s

MDA

» Aesthetics (oto context tou MDA): H enibpaon twv
dynamics mavw otouc ibLouC TOUC OUVTEAEOTEC

e Aev avOoPEPETOL OTAL OTITLKA OTOLXELO TOU
rioiyvidlov, aAAQ oTNV EUTIELPLO TOU TTOLKTN

* Eival to royvidl «51aoKkeOAOTIKOY;

e OL TOULKTEC EUTTAEKOVTOL ouUVALCONUaTKA N
SLavoNnTLKA;



MDA

* OLoxedlaotec Snuoupyouv povo ta mechanics
aueoa

* Tao dynamics mpokumtouv amo ta mechanics. Ta
aesthetics mpokumtouv amo ta dynamics.

* OLoxedlaotec umopel va BeAouv va oxedblaoouv
TNV eUMEeLpla, AN aUTO O€EV Elval AUECO OTO XEPL
TOUG. AUOTUXWC, OL OXESLOLOTEC LLEVOUV E TNV
olkodouNonN TwWv KAvOVWV Tou Ttalyvidlou YE thv
eArtida twc n emBupuntn epnelpia Ba mpoku P el
QItO TOUC KOVOVEC OUTOUC.

* Doom example




The kinds of fun

Sensation
Fantasy
Narrative
Challenge
Fellowship
Discovery
Expression

0 N OV A W

Submission



The kinds of fun

1. Sensation: To oy vidtL w¢ pa
aioBnon/amnoAavon
* Tol OTTTLKOOKOUOTLKA (Kol pn) epeBilopata mou
LKOLVOTTOLOUV TLC ALOONTLKEC AVAYKEG TOU TTOWLKTN

* ESw evtdooovtal oTolxeia 0w KadaiocOnta
nepLBariovta, opopdn LOUGCLKN KATT



The kinds of fun

2. Fantasy: To matxvibL w¢ mpoomoinon
* H xapad tou ¢pavtaoTikou KOGUOU

* H ikavomoinon tou va pavialeoTe TOV EAUTO 0OC WG
KATL tov dev eival



The kinds of fun

3. Narrative: To matxvibL w¢ dpapa
* Mo dpapatikn e€€AEN pac akoAouBlag yeyovotwv

e OxL anapaitnta n adnynon ULog mpodLlayeypopeVng
VPOUMLKAC LoToplog



The kinds of fun

4. Challenge: To mowyvidtL wg medio epmodiwv
* Mo amo TI¢ KUpLeC amoAaUoEeLg Tou gameplay
* Me tnv tpOKANoN MPOKUTITEL TTELOUAL KOLL LLE ETTLTUXN
QVTLLLETWTILON TNE TTPOKANGONG TIPOKUTITEL EVTOVN
ouvalocOnuatikn avtopolBn - kabapon



The kinds of fun

* 5. Fellowship: To mayvidt w¢ KOWwWVLIKO TTAQLOLO
* H euyaplotnon tTng dLAiag, TNG cuvepyaoiag Kat TG
KOWVOTNTOLC
* H xapd tou va potpalecal EUXAPLOTEC EUTIELPLEC HEOA
arto To maLyvidl



The kinds of fun

* 6. Discovery: To maxvidL w¢ aveéepeuvnto £6adog
* H xopad tou va avokaAUTITEL O TTALLKTNG KATL VEO.

e H e€epelivnon tou KOGHOU oTo TtalXVvidL, n avakalvyn
LLLOLC LUOTIKAC AslToupylag yla EEuTtvn oTpaTnyLKN
* To evbladEpov twv Easter eggs



The kinds of fun

7. Expression: To mawxvidlL w¢ avto-avakaAuvn

* Hxapd tng Ekdppaonc Kot TNG Snuiouvpyiog
* Character customization, Snuloupyia KTiplwyv, TOAEWY,
QVTLKELUEVWV KATT avaAoyol e To matyvidl



The kinds of fun

e 8. Submission: To oy vidL w¢ yourt

* Hxapd elc0d0ou 0To «HayLlko KUKAO» Kal TNG e€060ou amo
TOV TIPAYUOATIKO KOOUO



Feedback loops

e Eldoc duvauiknc mou nopatnpeital cuxva ota
rioyvidla

* Positive & Negative feedback loops



Feedback loops

* Positive feedback loops: Eva positive feedback loop
LUItopEeL vat BewpnBel we EVIOYXUTLKN OXEoN

* To A tpokaAel To B rtou TpoKaAel To A EVIOXUUEVO
K.O.K.

* [1.x. eva matxvidL Tou avtaueiPeL pe power-ups oto
teAo¢ kKaBe eruumedou avaloya pe tn Babuoioyia.
Ooco o YnAn, TOC0O MEPLOCOTEPA POWEr-ups ToU
BonBave tov maiktn va napet uPnAotepn
BaBpoloyia oto emopevo enimedo woTe va APEL
NMEPLOCOTEPA pOWer-ups K.o.K.



Feedback loops

* To “positivity” ota positive feedback loops dev
adopd oto BeTIKO amoteAeopa aAAA 0TO OTL Ol
eTLOPACELC YIVOVTOL TTLO LOXUPEC LLE KAOE
emtavaAnyn.

* To mponyoupevo mapadstlyua tou positive feedback
loop AeLTOUPYEL KAl OPVNTIKA YLOL TOV TIAKTN: av Ogv
niapetl PnAn BabuoAoyla -> Alyotepa power-ups ->
1o SUOKOAO TO eMOMEVO eTtimedo -> YapunAotepn
BaBpoloyia -> Alyotepa power-ups -> ....



Feedback loops

* Negative feedback loops: To avtiBeto tou positive
feedback loop. AtoteAouv pLo oxEon LooppoTTLaC.

* Otav oupBaivel Eva event oto royvidy, Eva
negative feedback loop kaBLota o SuokoAo va

ouuBei to iblo event.
* [.x. av €vac malktng £xeL mpofadlopa, Eva
negative feedback loop kaBiota mio eukoAo yLa

TOUC avtutalouc tou va kaAupouv tn dtadopa Kot
rito SUOKOAO yLa Tov LOLlo va TNV EMEKTELVEL



Feedback loops

* To TtL0 KAQOLKO Ttapadelypa evog negative feedback
loop amoteAel o pnxaviopocg tov “rubber-banding”
IOV TtapATNPELTAL KUPLWC O€ racing games

e XapoktnpLotko tapadeypa: blue shell octo Mario
Kart

e XpNOLLOC UNXAVIOUOC Lo va evieivel To “fun” tou
rioiyvidou



