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What is a game? (I)
“An interactive experience that provides the player with an increasingly 
challenging sequence of patterns which he or she learns and eventually 
masters.”

in Raph Koster’s “A Theory of Fun for Game Design”
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What is a game? (II)
“A game is a form of interactive entertainment where players must 
overcome challenges, by taking actions that are governed by rules, in 
order to meet a victory condition.”

in Rollings and Adams “Game Design” (2003)
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What is a game? (III)
“[a game is] an interactive structure of endogenous meaning [inside the 
game] that requires players to struggle [conflict and challenge] towards a 
goal.”

Greg Costikyan

• We will be talking about:

• Video games, computer games, electronic games, digital games

• Arcade, console, PC, cellphone, web games

• Entertainment games, Serious Games, Persuasive Games, Educational Games
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Game Qualities
• A game is a problem-solving activity, approached with a playful attitude:

•Q1. Games are entered willfully
•Q2. Games have goals
•Q3. Games have conflict
•Q4. Games have rules
•Q5. Games can be won and lost
•Q6. Games are interactive
•Q7. Games have challenge
•Q8. Games can create their own internal value
•Q9. Games engage players
•Q10. Games are closed formal systems
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• Are games just for fun?

• There is certainly always a component of entertainment in games…

• …but the purpose can be different.

• Edutainment/Game-based learning

• Simulation Games

• Advergames 

• Health Games / Exergames

• Persuasive Games

Serious Games

[VR Surgeon Simulator]

Tiago
Realce

Tiago
Realce



JOGOS E SIMULAÇÃO Fernando Birra
Rui NóbregaJOGOS E SIMULAÇÃO Fernando Birra
Rui Nóbrega

Game elements: Elemental tetrad

Aesthetics

Technology

StoryMechanics

Experience

Less visible

More visible
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Game Elements
• Mechanics: procedures and rules of

the game. 

• Story: sequence of events that unforld
your game.

• Aesthetics: how the game looks, sounds, smells tastes and 
feels.

• Technology: the medium in which the aesthetics take place in which the 
mechanics will occur and through which the story will be told.

• The final result of combining the game elements is the experience.

[The Incredible Machine,1993]
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What is a Game Design?
• “Game design is the act of deciding what a game should be.

That’s it. On the surface, it sounds too simple.

In Jesse Schell,  The Art of Game Design: A Book of Lenses (2008)

• “Good game design happens when you view your game from as many 
perspectives as possible.I refer to these perspectives as lenses, because 
each one is a way of viewing your design.The lenses are small sets of 
questions you should ask yourself about your design.”

• Follow the lenses using the Book of Lenses app (Android). 

https://play.google.com/store/apps/details?id=com.schellgames.deckoflenses&hl=en&gl=US
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Game Development Team
• Game development teams can range from a single developer to large groups where specialisation is king:

• Engineers: develop the software and the tools that make the game (runtime programmers and tool 
programmers). Further specialisation is possible: rendering, AI, sound, networking, gameplay, scripting, 
system…

• Artists: produce all the visual and audio content of the game, exception made to procedurally generated 
content. Specialisations: concept, modellers, texture, lighting, animators, motion capture actors, sound 
designers, voice actors,…

• Game designers: design the gameplay usually with a hierarchical approach: story arc, high-level goals and 
objectives, level design and game world areas, challenge design, …

• Producers: human resources manager, scheduler, interact with marketing and financing areas

• Other Staff: executive directors, marketing, administrative, IT department, …

• Publishers and Studios: in charge of promoting and selling and distributing the game.
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• Development of doors difficult!! 
The Verge 

https://www.theverge.com/22328169/game-development-doors-design-difficult
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Creating Digital Games
• Exemplo: Cyberpunk 2077, RPG from CD Projekt Red launched in 2020

• Took 10 years to develop

• Cost: 274 million euros

• https://youtu.be/hZeuG7jI9mE

• How games are made:
UT3: https://youtu.be/R_TU6nHzHDM
Open Worlds:    https://youtu.be/K-uBVUGqJss

[Cyberpunk,2020]

https://youtu.be/hZeuG7jI9mE
https://youtu.be/R_TU6nHzHDM
https://youtu.be/K-uBVUGqJss
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Designing Games
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Game Design
• Conceptualization: the Idea

• Storytelling: the Narrative

• Game Mechanics: the Experience

• Level Design: Creating the World

• Interface: Establishing the Connection

• Documentation: Clarifying and Communicating 

• Testing: Playtesting
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Designing an 
Experience
• The game designer creates the experience

• How to create good experiences?

• This encompasses: Psychology, Anthropology and Design.

• “The only reality that we know is the reality that we experience. We filter 
reality thorough our senses and through our minds, and the consciousness 
we actually experience is a kind of illusion.” 

• Game designers must have a lot of skills, but the most important is to listen:
- Team, audience, game, client and self.

[Theme Hospital,1997]
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Conceptualization
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Essential Game Experience

• What experience do I want the player to have?

• What is essential to that experience?

• How can my game capture that essence?

Lens #2
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Game Surprise

• What will surprise players when they play my game?

• Does the story in my game have surprises? The game rules? Artwork? 
technology?

• Do your rules give players ways to surprise each other?

• Do your rules give players ways to surprise themselves?

Lens #2

[Slender Man,2012]
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Fun & Curiosity

• What parts of my game are fun? Why?

• What parts need to be more fun?

• What questions does my game put into the players mind?

• What am I doing to make them care about these question?

Lens #5 & 6

[Worms,1995]
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Problem Solving
• What problems does my game ask 

the player to solve?

• Are there hidden problems to solve 
that arise from gameplay?

• How can my game generate new 
problems so that players keep 
coming back?

Lens #8

[Portal,2007]
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Where to start?
• Get an idea, choose a genre and a visual style

• Brainstorm the idea with the team without restrictions

• Find a story: focus the attention of  the team

• Develop characters: 

• Makes story more real and credible

• Humanize characters

• Define roles for the characters

• Accommodate restrictions only in the end (publisher/marketing, genre…)
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Where to start?

• The game development process is iterative.

• Prototyping is very important to mitigate risks.

• Sometimes is better to create the toy first and the game later.
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Genre and Style
• Genre:

• Platform, Shooter, RPG, Tower Defense, Strategy, … 

• Style

• Top-down, Isometric, Side-Scrolling, Mode7/Faux 3D

• Real-Time, Turn-based, Time-trial

• Single-player, Dual-player, multiplayer

• Online vs local.
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The Eight Filters
• Does the game feel right?

• Will the intended audience like this game enough?

• Is this a well-designed game?

• Is this game novel enough?

• Will this game sell?

• Is it technically possible to build this game?

• Does this game meet our social and community goals?

• Do the playtesters enjoy this game?

Lens #15
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Motivation
• If my game had no specific goal, 

would it be fun at all? If not, how can 
I change that?

• When people see my game, do they want 
to start interacting with it, even before they 
know what to do? If not, how can I change 
that?

• What motivations do players have to play my game?

• Which motivations are pleasure seaking? Which are pain avoiding?

Lens #17 & 23

[FarmVille,2009]
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The Player
• Demographics affect the way the games are perceived: age / gender

• Game designer Marc LeBlanc has proposed a taxonomy of game pleasures

• In general, what do they like?

• What don't they like? Why?

• What do they expect to see in a particular game?

• If I were the player what would I expect to see?

• What would they like/dislike about my game in particular?

Lens #19
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LeBlanc’s Taxonomy 
of Game Pleasures

1. Sensation: Using your senses to sense the game world.
2. Fantasy: Imaginary world.
3. Narrative: The dramatic unfolding of a sequence of events.
4. Challenge: one of the core pleasures, related to problem solving.
5. Fellowship: Cooperation and communities.
6. Discovery: Exploring the game world and discovery of a secret feature…
7. Expression: the player expresses himself by creating things.
8. Submission: the suspension of disbelief.
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Richard Bartle’s 
Taxonomy of Player Types

1. Achievers: Their primary pleasure is challenge.

2. Explorers: Their primary pleasure is discovery.

3. Socializers: They seek pleasures of fellowship.

4. Killers: They enjoy a mix of pleasures of competition and destruction.

Tiago
Realce

Tiago
Realce

Tiago
Realce

Tiago
Realce

Tiago
Realce

Tiago
Realce

Tiago
Realce

Tiago
Realce

Tiago
Realce

Tiago
Realce

Tiago
Realce

Tiago
Realce

Tiago
Realce

Tiago
Realce



JOGOS E SIMULAÇÃO Fernando Birra
Rui NóbregaJOGOS E SIMULAÇÃO Fernando Birra
Rui Nóbrega

Conceptualization
• Who is the game for?

• What is the idea, main concept, main characters?

• What will be the technology used?

• What kind of genre and aesthetics will it follow?

• Why will the players be motivated to play?

• How will players play the game?
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