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1. Motivation & Related Work

Motivation

o requires a lot of and from the
developers
@ often more of a than something people actually doing
@ there 1s 2]
~ too
@ 1s there a way?
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1. Motivation & Related Work

Motivation (cont.)

~ orant more

— offer ouldelines

— allow more [4]

~ developers throughout the whole production process

> no longer “just” a necessity, but a
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1. Motivation & Related Work

Related Work

% —>

- “Game Design Methods and Tools: Documents in GGame

Development™, lecture by D. Dyrdald)
~ “Pillars, Goals, Features & Elements”, article by M. Ettl]
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1. Motivation & Related Work

Related Work (cont.)

o — “The Art of Game Design™, book by J. Schelll?

o — “Game Audio Guide”, article by A. Andersenl®]

o — “Game Mechanics Vs. Game Features™, article by D.
Mullich!8]

o — “Game Design Methods and Tools: Documents in Game

Development”, lecture by D. Dyrdal]
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2. Purpose of Documentation

The Purpose of Documentation

% [11]
- a saves time and energy
~ encourages
— cuts down
~ helps with new team members
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2. Purpose of Documentation

The Purpose of Documentation (cont.)

o 1s 1t for?
- “From developers for developers”
@ howevet, could also be presented to

- e.g. Of
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3. The Ludodome

The Ludodome

o
~ specttically for the purpose of this thesis
- from the Latin words (“ocame™)
» game development
- and (“house, home”)
2 to help remember the general of the framework
o — intentional to the 1diom

“house of cards”
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3. The Ludodome

The Ludodome (cont.)

@ what 1s 1t exactly?

— 1n short, a
~ different from game development together
> design . . and
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3. The Ludodome

Concept

@ “The game begins with an 1dea.” (J. Schelll2l; Chapter 6)
o enough to give room to
— 1-2 phrases should be enough
o enough to the reader in the
~ should provide about:
> aesthetics
> space-time setting

> general atmosphere
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3. The Ludodome

Concept (cont.)

@ should with both
3 ot all design

— design team should use every means possible to
2]

3 for the overarching pillars to be

A Practical Approach to Documents in Game Development
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3.2. Concept

Example

“The fantasy of being a pirate.”’

@ the term alone brings a lot of with it
— exploration of exotic 1slands ( )
— sea shanties and the sound of waves hitting the shores ( )
~ the smell of sea salt and sweat ( )

~ the wind blowing in your face while trying to balance on the swaying

ship ( )

~ the taste of rum ( )
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3.2. Concept

Example (cont.)

“The fantasy of being a pirate.”!

does not directly imply the genre here

— fantasy vs. realistic

%
Piracyll4])

: most likely 1650 - 1730 (The Golden Age of

A Practical Approach to Documents in Game Development
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3. The Ludodome

Pillars

that the game and give it
a more detailed
- make sure the game delivers the 2]
help the with the rest of the team
multiple before the production phase to ensure
robustness/°]
' to be during whenever there 1s a

anyone on the team needs to makell]
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3. The Ludodome

Pillars (cont.)

o
~ all elements ot the game together into a and
~ all elements live in with each other
— provide and for the features

@ very impotrtant

No decision during pre-production, production or post-production should ever

be against a pillar. All decisions should be in line with the vision of the pillars.[]
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3.3. Pillars

Pillars Types

— textual pillars — custom pillars
— visual pillars — unique pillars

— acoustic pillars
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3.3. Pillars

Textual Pillars

o and no longer than
~ the more a pillar 1s, the it will be to find features to
propetly 1t
@ require
@ should be written 1n and should be 5]
~ goal 1s to create with the readerl]
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3.3. Pillars

Textual Pillars — Example

R E D E FI N I N G » The Witcher universe is heavily grounded in slavic
folkl
MUSICAL STYLE wl

0 FOR THE WITCHER 3°* Dark fantasy setting

» Game's main feature - gritty, mature, engaging
story

» Both intimate and epic in storytelling

» Nothing is good or bad, everything is in the gray
Zone

» choices & consequences

» nonlinearity

THE

WITCHER

WILDWHUNT

A Practical Approach to Documents in Game Development

Fig. 1.
Slide extracted from
a GDC 2016
presentation on the

Slavic Adaptation of

Music in “Witcher
3’[e][106]
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3.3. Pillars

Visual Pillars

@ evoke by

@ used when words are tO eXpress of the
designll7]

@ very etfective way to the ot the projectl!s]
~ can for new ideas

@ can be a from the internet, a by an artist, an

or a set of 1mages ( )
o : make sure everything depicted in the image reflects the

A Practical Approach to Documents in Game Development
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3.3. Pillars

Visual Pillars — Mood boards

@ collage consisting of

@ used to convey a
about a

particular

@ great support for

Fig. 2.
Mood board example by Milanotelfl.

thinking
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3.3. Pillars

Visual Pillars — Midjourneylll

o image generator operated through
o &

@ requires little to

@ requires some proficiency in

— otherwise and works

A Practical Approach to Documents in Game Development
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3.3. Pillars

Visual Pillars — Midjourney Example

“/imagine Aerial view, 2d high quality art style. Concept
art of an alien natural park. exotic plants, unique
animals, photorealism, hyper detailled, vivid colors,
realistic high detail 4k render, vibrant volumetric
lighting, strong contrast, ray tracing --aspect 16:9 --v 5”
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3.3. Pillars

Visual Pillars — Midjourney Example (cont.)

“/imagine Aerial view, 2d high
quality art style. Concept art
of an alien natural park.
exotic plants, unique animails,
photorealism, hyper detailed,
vivid colors, realistic high
detail 4k render, vibrant
volumetric lighting, strong
contrast, ray tracing --aspect
16:9 --v 5”

Fig. 3.
Al-generated 1mage by
Midjourneyli.
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3.3. Pillars

Acoustic Pillars

@ used to a certain by
@ can range from short to full movie
o not necessarily needed

~ royalty free music libraries + film scores

b : these music components were written for a
that may be to that ot the [22]
o sound generators —

A Practical Approach to Documents in Game Development
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3.3. Pillars

Acoustic Pillars — Musicl.M [23]

@ generates music from

T

available to public

@ can multiple prompts with and

together 1nto a

T

e

e

time to meditate (0:00-0:15)
time to wake up (0:15-0:50)
time to run (0:30-0:45)

time to give 100% (0:45-0:60)

A Practical Approach to Documents in Game Development
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3.3. Pillars

Custom Pillars — Syntax-Semantics Interface

@ studies the and between form ( ) and
meaning ( )
@ apply the to pillars
~ different pillars ot the three basic types can drastically
their
o : custom pillars

A Practical Approach to Documents in Game Development
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3.3. Pillars

Custom Pillars

o and
o on the type of
~ some oame elements that need a custom pillar:
» characters
> factions
> locations
» soundtrack
o : every game element that plays a in your game could
have its dedicated

A Practical Approach to Documents in Game Development
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3.3. Pillars

D

S

D

Unique Pillars

other pillars that the ot textual,

visual and acoustic
in the end, can be a

— as long as it the making process

— “T'he Witcher’ldd — Andrzej Sapkowski’sl20 book series

~ ‘Stray’ — cats were brought to the otfice to study their behaviour

and movement

A Practical Approach to Documents in Game Development
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3.3. Pillars

Pillars — Closing Notes

o the office with the pillars 1s an incredibly

ettective technique to make sure the team is always
~ they become 1N one’s
> following them becomes almost
@ do have to be in the game with

~ they mainly serve as a

A Practical Approach to Documents in Game Development
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3. The Ludodome

Features

@ any type of that with the players
o that the developers provide for the players to

— actual ot the pillars — should always be
@ always consider of teatures

- : and restrictions

A Practical Approach to Documents in Game Development
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3.4. Features

Example

= ot teatures by M. Eft 1n “Pillars, Goals, Features & Elements”[’]

~ and your own privateer vessel
— more vessels and your pirate fleet
— towards uncharted lands [...]

@ specific are described

— VS. , which are purposetully left

A Practical Approach to Documents in Game Development
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3.4. Features

User Stories

@ features can be almost

- more with each
» eventually possible to
O transform into — unit of work 1n the
@ the point where the and the

to reveal a highly efticient

A Practical Approach to Documents in Game Development
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3.4. Features

User Stories (cont.)

Pillar

Fig. 4.

Diagram showing the derive

process of transtorming
pillars into user stories

derive

Feature Feature

refine refine

Feature Feature User Story User Story

refine refine

User Story User Story

A Practical Approach to Documents in Game Development
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3.4. Features

Feature-Pillar Disambiguation

-questions
answer -questions
answet -questions
VS.

could potentially become part of the game

another at some point

are certain to become part ot the game in the

they are formulated

A Practical Approach to Documents in Game Development

Of
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3.4. Features

Feature-Pillar Conflict

B the of the & the of the
@ : Heroes ot Might and Magic I11IkI[34][35][36]

— , turn-based strategy game, where the player controls one of eight

different (towns)

~ pack 1s planned — developers plan to introduce a new

steampunk-science-fiction

— early and 1S — community reacts
and to boycott the game
— developers decide to the new faction

A Practical Approach to Documents in Game Development
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3.4. Features

Feature-Pillar Contlict (cont.)

Fig. 5.
Side-by-side comparison between the concept art of a unit
from the core game (leftl3”l) and a unit from the unreleased
Forge taction (rightl33]).

Tank

-
O
y

A Practical Approach to Documents in Game Development

Cyber Zombie
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3. The Ludodome

Goals

@ more , compared to and
o in the sense
— design decisions towards the goall]
@ main factor that people to the gamel38]
@ serves as the for developers and players alike
~ a point of , but really

A Practical Approach to Documents in Game Development
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3. The Ludodome

Goals (cont.)

@ should be and

@ no more than per game

~ don’t their importance, development in a

— continuous goals
~ fixed goals

— serious goals

A Practical Approach to Documents in Game Development
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3.5. Goals

Continuous Goals

@ popular with games

: League of Legendsll

climbing the leaderboard 1s and —> every year (season)

matchmaking 1s designed to keep players at [39]

‘summoner level’

PROGRESSION SCOREBOARD

stream of new playable characters/4!]

updates, patches and rebalancingl40) @ S

. +224XP PROMOTED
contlnu()usly game DIAMOND IV

1LP

incentivise people to 1t

A Practical Approach to Documents in Game Development

+1016 PTS

MASTERY 7
116039

Fig. 6.
Screenshot
of a player’s
promotion
to a higher

division
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3.5. Goals

Fixed Goals

@ popular with : oames
@ comes to being ‘achieved’, but still quite
o . ‘Dark Souls’[m]

~ designed to have a particularly
~ developer states his goal loud and clear:

ts what gives to the experience. It’s our ,’43]

— Hidetaka Miyazaki, creator ot the ‘Souls’ franchise

A Practical Approach to Documents in Game Development
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3.5. Goals

Serious Goals

@ popular with

— games that have a primary other than entertainment
o

—- ‘Wit Fit’lal: help people get

- ‘Pokémon Go’ll: get people and motivate them to

their

A Practical Approach to Documents in Game Development
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3.5. Goals

Goals — A Closing Note

@ 1t’s absolutely okay to have the ooal of

— many

@ but having a

ogames do

ooal can prove to be very

— may also give you a over other games

A Practical Approach to Documents in Game Development
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3. The Ludodome

Recap

Developer Side ! Player Side
Specific @
Feature Feature
Feature Feature
Feature Feature Feature
Fig. 7.
Structural overview of
COHC@Pt the Ludodome
Abstract

A Practical Approach to Documents in Game Development -
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3. The Ludodome

In Practice

@ inspired by the methodology, first presented
by Mark Cerny during the D.I.C.E. Summit in 2002[>1]

—~ Macro Design: describes the player experience on the

level

— Micro Design: depicts a more ot the game

elements

A Practical Approach to Documents in Game Development
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3.6. In Practice

Fig. 8.
Uncharted 2 Macro
Design spreadsheet[>3]

LEVELS

Warzone

war-1-market

war-3-inside
war-4-highrise

city third pass

Train

train intro valley

Macro Design Table

UNCHARTED 2 Macro Design

LOOK
DESCRIPTION

Nepalese city broken &
burning

Nepalese city broken &
burning

Nepalese city broken &
burning

Nepalese city broken &
burning

New area unlocked of
City

Temple complex built in
the middle of the city

City + Train Yard

Transition from warzone

A Practical Approach to Documents in Game Development

TIME OF DAY/
MOOD

High Noon - War-torn &
smokey

High Noon - War-torn &
smokey

High Noon - War-torn &
smokey

High Noon - War-torn &
smokey

High Noon - War-torn &
smokey

mysterious

high tension

ENEMY
ALLY-NPC MODELS MACRO GAMEPLAY

Laz Army HOT

Freedom Fighters

Laz Army HOT
Chloe-2 Freedom Fighters

Laz Army HOT
Chloe-2 Freedom Fighters

Laz Army HOT
Freedom Fighters

Chloe Laz Army HOT
Elena-1 Freedom Fighters
Cameraman

Laz Army HOT
Freedom Fighters
Dead Expeditions

Chloe
Elena-1
Cameraman

Laz Army HOT
Elena-1 Freedom Fighters

Explore
Traverse
Minor Gunfights

Explore
Traverse
Minor Gunfights

Explore
Traverse
Minor Gunfights

Explore
Traverse
Minor Gunfights

Traverse
Major Fight

Explore
Problem Solve
Escape

Escape/Fight
Chase

MACRO FLOW

Basic Gunplay
Traversal Gunplay

Basic Gunplay
Traversal Gunplay

Basic Gunplay
Traversal Gunplay

Get to higher ground (hotel)

Skirt close to Laz Army

Basic Gunplay
Traversal Gunplay

PLAYER MECHANICS

Free Climb/Dyno
Wall Jump
Free Ropes
Monkey Bars
Monkey Swing

93



3.6. In Practice

Alignment Table

Fig. 9.
Empty Alignment Table

A Practical Approach to Documents in Game Development
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3.6. In Practice

Alignment Table (cont.

Fig. 10.
Filled Alignment Table

A Practical Approach to Documents in Game Development
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4. Conclusion

Conclusion

Customizable framework to facilitate the documentation and
development of modern games

Provides a strong foundation for the game production
Guides developers throughout the development process

Produces a consistent, harmonized compendium of documentation

Covers almost all types of game documents recommended
by J. Schell in his book “The Art of Game Design”[?l

A Practical Approach to Documents in Game Development
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5. Future Work

Future Work

% To be applied and tested in practice
% Continuous iterative design

% Development of a suite of tools to facilitate
the usage of the Ludodome

A Practical Approach to Documents in Game Development
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