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Gameplay
« Playability », handling, difficulty

Give asensation of freedomnto theplayer in a open and
Interactive worldwhile guidinghim

Rationalgamedesign (RGD) :

Rational description of theechanics
(gameplaymechanicschallengesgamesystem)

"Thegameplay, from game's rules point of view,
consists by rules which define objectives to achievg
associated with other rules which specify ways and
constraints to reach thegeo a | s ”

— Julian Alvarez

« Formsfollows function»
— Louis Sullivan
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Gameplay principle

Micro -gameplay Macro-gameplay
Coreandtile of thegame - Gameloop
3C - Motivation
Failureandsuccess - Game system
Difficulty andvirtuosity - Narration
Gameplayindicators - Game structure

Micro-gameplay. gamedetails Macro-gameplay. wholegame
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Core and tile ofthe game

. Coregameplay
Main mechanicsof game Realisemonocoreor multicore
Monocoreou multicore el bring differentdifficulties
Kind of core: FPS plateform race, etc.

. Gametile:

. Satelliteelement—— R NEN =R

- Tile classification:
Hero capacities weaponsmoves attacks etc.
Enemy. enemytype behavior etc.
Interactive elements levers,trap, bonus, etc.
Map: topology pointsof interesf etc.
"Abstracts" : countdownorderof execution etc.
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Game classification
Competition (agon)

Random (alea)

Simulacre (mimicry)

- Impression o¥ertigo (ilinx)

Paidia: gamewithoutrules(play)
Ludus: Gamewith rules(gamg

REPARTITION DES JEUX

AGON ALEA MIMICRY ILINX
(compétition) (chance) (simulacre) (vertige)
PAIDIA 1 | courses pile ou face imitations enfantines maneége
| | luttes nonréglées | comptines jeux d’illusion « tournis » enfantin
vacarme l ete. poupée, panoplics balangoire
agitation | | athlétisme masque valse
fou-rire | travesti
cerf-volant boxe billard pari volador
solitaire escrime dames roulette attractions foraines
réussites football échecs i ski
mots croisés loteries simples | théatre alpinisme
compétitions spor- composées arts du spectacle voltige
LUDUS | tives en général ou a report en général
N. B. — Dans chaque colonne verticale, les jeux sont classés trés approximativement dans
un ordre tel que Vélément paidia décroisse constamment, tandis que D’élément ludus croit
constamment.
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Video Game Kkind
http://www.youtube.com/watch?v=pbyu/UNk20OM

HIGH SCOURE
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Gameplay tiles

10 to 1lelementarytiles:
_ =\ A

o 1 et Cames
(interface) Selact (objective)

AN C
Meta-tile: §\ Block

KILLER

Create

st A tile of each type

http:// gameclassification.com

DRIVER
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Gameplay tiles

Shoot
DRIVER DRIVER

KILLER

Game design and free to pla
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Cameras, controls and character

Cameras(view): subjectivethird personpanoramio/iew

Controls:

- Must be adapted to theew, totheplayer level,to the
complexity of thegameplay

- Concerning thecreenor thecharacter (according to theiew)
Character:

- Determine the possible characéetions

- Mustbe coherent withcontrols"

. Canalter the view (thermographiasion)

3C arecombined
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Challenge and flow

- Challenge test, proof

Flow: psychologicabtate of a person totallpnmersedin
the achievement oftask

- Generallycharacterizedty:
. Very high level ofconcentration andfocus
- Wrong time perception
- Obtaineahanksto:
. Clear and specificobjectives
- Valuation of the intrinsic activity effort
Balancebetweencapacitiesandobjective

Flow happen froma challenge of good difficulty but motivatin
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"""'Failure’ success and difficulty

Failure and success
- Osclllation for the player between failuendsuccess

Difficulty andvirtuosity.
Potentialplayers identification

Levelof control (virtuosity identification
- Adapt the difficulty (game tile)progressive challenge

Niveau de virtuosité necessaire pour finir le scénario

Intelligence Casual <= ' P> Hardcore
Dextérité Casual <= 1 e - ardcore
Niveau de virtuosité nécessaire pour terminer le jeu a 100%
Intelligence Casual <= 4 > Hardcore : : :
Dexteérité Casual H } Hardcore AXIS Of virtu OSlty

Be carefulmost of the time, an IA can easily heequitably"too high
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Gameplay Indicators

- Generalharacteristics
. Perceptible easyto see with high priority O
- Without ambiguity (formal): obvious sense
- Sign (stimulus in thactions ofthe playe):
- Understandable adapted and cohereioirm
Feedback (answer to tlaetionof the playey:
- Immediate: nolag withtheaction
- Connectedto action: clearassociatiorwith action

Gameplay indicatorare not elements of the HUD, they must be ste

andintegratednto thegame byprotectingimmersion and coherence
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Game loop

o N R
,( OBJECTIFH CHALLENGE H[RECOMPENSE |
\ e - J
Gameplay loopgive the rhythm of thgame

Boucles situations de jeu
PP PP P>

BOUCLE MICRO

Boucle mission de jeu

Boucles missions de jeu

> «—> >
PP I D P>
BOUCLE MOYENNE >

Boucle niveau de jeu

Boucles niveaux de jeu

> E >
— P PP PP P>
BOUCLE MACRO i < LY ]
Boucle aventure finie Varlousgameloops

Almost (Blizzard) :ensure thathere is always @almost"ended
game loopthe closeness of an objective creates a strong attrs
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Reward

- Characteristics
. Relative tochallenge level
- Proportionalo effort
- Correlated with the universe

- Severalforms
Game element: nepossibilities, armor, potiorgtc.
Universe elemenkinematics customisationmakingof, etc.

Choicerewards/"Punishmentc—— Bl Ee E e s eV s o T il

Reward system definenature and frequency ofwards
according tagame Ioops\

Rewardsare directlylinked to game loops
Game design and free to Qlax Mﬁhi i_\ :
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e

otivation

Motivation type:
Extrinsic motivationfor theplayer).game bonus
Intrinsic motivation(for theplayer): "real"profits

Motivation chain: linked to game loops

Intrinsic
Actualization

el
Non motivé 3> Autodéterminé
Self-Esteem \ Amotivation Motivation externe Motivation interne

Bel D aucune motivation motivation motivation motivation
SONGAROOVE motivation involontaire socio-injectée assumeée profonde

AV AN

//] Physiological \

v \ Evolution of the sizef game loops

e

e design and free to
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Game pleasures

Pleasuresferred by (game) experience

- Itemscollection andinferred pride

- Growingpower sensation

- Exploration, map discovery, intrigues discovery
. Completion €eling (secondary guests)

. Speed sensation

. Competition (especiallyinter-playerg

. Creation and management

- Emotions (sadness, fear, ejc

- Playeraccountability (interactive investigations)
- Mutual aid and solidarity with players or characters

/
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Game system

Rules
For theplayer
For theenvironment
For the artificial intelligencéAl)

- Goal andobjectiveshierarchy T

- Choice of interesting choice’s
— Sid Meier

Nature:strategioor tactical
Interest often both positivand negativaspect
Formalization (balance)

Nondominant strategies(zerosumgames)

\

To preserve gamaterest : no dominarstrategy (ol losing one

Game design and free to play __MickaélMatinNevot- = 19/27
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Narration

Backbonewith nodes
Immersion methods in game experiences
- Writing within spacdrarelywithin time for video games)
- Consumercentric approach(asiHM) :
- Progressivéearningof gamesystem(5-6 infos ata timg

- Game adaptation tplayer(Al playermanager)
(Game) experiences hat® bethe same for all playe

Game design and free to pla
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v
»* -
I

Scriptedprogressivegames Emergengamessystemics

S —————

EURN{E Metal GearSolid WoW, GTA Second Lifej# FIFA

Freedonof choice(LdC)
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Narrative structures

- Scripted (transitionbetweerstates

Metal GearSolid D

- Weakly coupled (partially Iineaéa«.ﬁ:ﬁ,_w

SIS States are replace
] .
by qualities

Emergent (dramaturgiaccoherencg:

. Second Life

\lIcKael |
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Scenarios

Player
| possibilities

Theonly
good solutio

Script (‘playful package): (partial)orderof events
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Progression

Climax
Acte 1 Plot 1 Acte 2 Plot 2 Acte 3
1hdejeu 7 hdejeu 8 hdejeu

! C Warp 2 - lev 6 & 10 - -
' : new area : ;
: { warp 1 — ( : j - - '

' s Warp 3-lev11ais Warp 5
:' e : pnew area : s -

: : ; : new area Fin de }'eu
Debut de jeu i Warp 4 -lev162a 20 ' spectaculaire
spectaculaire . new area : '

; : last boss gives last
Last boss feature : allows to
Boss warp 1
e Bosswarp 2, 3, 4 last new feature replay all areas with
donnent New feature 2, new challenge
Wow Wow Wow Wow
moment moment moment moment

Progressiorstrucutre(Prince ofPersia

| Warp fooms: areawith "central place"|

| Wow momentgreatunforgettablanoment |
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Cosmogony and game structure

Cosmogony
Environment
Rules,geographyuniversehistory

- Game structure: spatiotemporadlistribution of recreational
activities

DIALOGUES
25%

AVENTURE
40 %

COMPETITIONS
20%
SAUT CROSS VITE s
e | o ] T Temporal structure

MISSIONS
0,

____Game design and free to |
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Emergent gameplay

Possibilityof unexpected actions magessible bygame
system
- Artificial emergencgwillingly) :
- GTA, WoW (Role-playing)
. Emergence(undercontrol) :
. DeusEx (Allied or enemyfaction,etc.)

- Natural emergence(unintentiona)
- Quakerocket jump(bug exploit)

Game design and free to play Mickaél- Martin-Nevot "
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