Iron Game Designer
Marc LeBlanc

You have one hour, and a bag full of “secret ingredients.”  Make a game.  Go! 
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Grand Poobah

Marc LeBlanc

Grand Poobah is a negotiation game that demonstrates some common balance problems with multi-player games.  In this exercise, we will play the game, find its flaws, and try to fix them. 
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Analyzing User Feedback
Robert “Xemu” Fermier

So you have a brilliant design on paper, but how do you evaluate whether it works out in practice?  There are many ways of getting user feedback, including surveys, focus groups, usability tests, and plain old playtesting.  This elective is about taking raw feedback data and analyzing it, reaching conclusions on both the game design and the feedback process itself.  Participants will try their hands at sifting through actual sample feedback from the real-time strategy game Age of Mythology and discuss their findings.  Discussion witll also include experiences with focus groups and playtesting in general, and the role it plays in game design.
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Mechanic and Theme

Frank Lantz

This elective will explore the relationship between game mechanic and game theme. Dice and swords, points and dollars, pieces and men; we will look at how games can be broken into two parts: a formal abstract system "under the hood" and a representational surface. Then we will see if we can put these parts back together in new ways. We will consider whether there is such a thing as a purely abstract mechanic and how themes operate as part of a game's formal system. In the design exercise, rather than trying to find a perfect fit between mechanic and theme, we will look for surprising and unexpected possibilities by randomly pairing up themes to mechanics.
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Analyzing Information as a Commodity

Art Min 

Information can be an ambiguous resource in a game. In a group discussion format, we will compare the value of information to the value of other game resources. We will look at single-player games and multi-player games and how we can modify a game's rules to affect the value of information as a commodity.
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Resolving Aesthetic Conflicts

Tim Stellmach

While it is useful to construct aesthetic models of games as a tool to understand gameplay tuning, constructing the aesthetic model is not the same thing as tuning the game.  In this elective, we will consider a specific and important application of aesthetic models: the identification and resolution of conflicting gameplay values.
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Games as Conflict

Eric Zimmerman

All games represent a conflict of some kind.  Typically, the kind of conflict found in games is a military conflict over territory, an economic conflict over resources, or a knowledge-based conflict over a type of information.  In this workshop, we're going to explore the relationship between games and conflict by conceiving and designing forms of conflict not normally found in games.  Can we make a game about a food fight?  Or an argument?  Or how about seduction and intrigue?  Come and find out!
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Dramatic Tension in Multi-Player Games
Andrew Leker

How can we keep a game dramatic all the way to its end? This elective explores some of the goals and solutions where the player is challenged by comparable opponents, generally other human players. Join the fun as we come up with solutions for a small, lighthearted game.
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