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10+ years in Game Development,
making PC, Mobile & Board Games
that bring joy millions players
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TRAINING GOAL

Cregte @ that will help:

- build new connections between people

- bring together people from different cultures, backgrounds, and interests
- Include people with disabilities through accessible and inclusive design

- have fun!



WHY GAMIFICATION IN EDUCATION OFTEN FAILS?

About 80 % gamification projects in Business or Educations fails.


https://www.gartner.com/en/newsroom?_gl=1*i5wprf*_gcl_au*NDY5NzA2ODIxLjE3NzMwMzY5NTY.

Because 80% of gamification projects looks like that:

I WANT TO PLAY A GAME
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WHY GAMIFICATION IN EDUCATION OFTEN FAILS?

T T N Albecause they add points, badges, and R 1§ ML e
leaderboards without real gameplay. iii ‘&é&“tc,‘i?.‘i’ 7 e

Common problems:

e Rewards replace intrinsic motivation

e Activities stay boring but get points
Competition discourages weaker students

e  No meaningful player choices

. . o WA ADDEND T EACH TIME
Learning is not connected to the mechanics e et AGAS Set oty o

A MEANINGLESS COUNTER
WILL SAY YOU'VE \NCREAS

Result:

Students see it as “school with points”, not a game.




WHY GAMIFICATION IN EDUCATION OFTEN FAILS?

ClooalolInalc e g=le ARVl oalialgellely player experience and motivation

not rewards.

Fun cannot be forced or imitated.



GAMECHANGE: COURSE STRUCTURE

W Learn Game Design theory basics

BEEOME A GAME DEVELOPER M Turn a real social problem into a clear “game mission” checklist

W Create a concept of the future board game

W Build your first playable prototype

BU”_D A PROTOTLJPE W create narrative conception of the future game

W Test your game inside the team

WM Let other students play your game (and watch what REALLY happens &)

PLAL‘JTEST ]S THE K]NG M Collect the honest feedback

W Upgrade your game: filter, transform feedback in a game improvements

W Polish your final version so it looks clean and professional

POUSH & P]TEH W improve the gameplay so it feels fair and exciting

W Prepare a short pitch: explain your game in 30 seconds like a creator

M Present your game to everyone + show how it fights the social problem

F]NAL GAME M Let others play your final version (demo mode!)
WM Celebrate your finished project &7

= - =



Them: So what do you do for a living?
Me: | make video games.

Them:

WHO IS A GAME DEVELOPER?




. WHO IS A GAME DEVELOPER?

To create Game
I have 1o be a
Programmetl”

130

Gamedew
Professions

Game Design & Story

Art & Animation
Music & VFX
Economy & Math
Marketing & Business
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WHO IS A GAME DEVELOPER?

A game developer is who helps create the
player experiencel

With a next 5 days you will learn to be game developers
and will create your own game

lk.‘

inemegenerator.net



WHO IS A PLAYER?

Killers Achievers

Players

Socializers Explorers

I
&%

Interacting

.:. u .:. Taxonomy of player types, R. Bartle, 1996



WHAT IS A GAME?

A game I1s o FEEIEE designed to create a
Jeleldlild player experience
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WHAT IS A GAME DESIGN? )

A discipline that studies methods

folagele\{plelinteractive player experiences.

It explores how rules, systems, and mechanics
shape behavior, decisions, and emotions.




ELEMENTS OF GAME DESIGN

Gameplay Story/
mechanics Narrative

Art/Visual . (5% / ALKl Level and
design LOM world design

Balance and
progression
design

Multiplayer/Social
design




GAME DEVELOPMENT STAGES

ConceptiiiiiPrototype

You have an idea how to change
the world
Let’s turn it into a game concept!




TODAY'S TASK: WRITE A CONCEPT

Learn Game Design theory basics

Turn a real social problem into a clear “game mission” checklist
Create a concept of the future board game

Now, let’s learn some game design fundamentals to start!




BOARD GAME: KEY CONCEPT ELEMENTS

_| #1 Core Loop .« #4  Player Interaction

What actions players repeat again and Cooperative / Competitive
again?

Euro or American style

@ #2 Goal & Victory ~ #5 Turn Structure If one element is

' ' leve? . .
Whet > the player trying to achievef What can a player do on their turn? missing or unclear,
Who wins?

the game collapses!

.| #3 Theme Seltin -
d . #8 Rules & Playtime

What is the game about? e .
(story, world, idea) Key rules and limitations (keep it short)

Approximate playtime




#1 CORE LOOP?

The core loop is the [fleflslsls/=)a¥fd[= ot the heart of every game.

Player makes a meaningful decision and takes an action

Feedback / Reward

The game provides immediate feedback and rewards the action

The reward is invested into abilities, resources, or options

The new game state leads naturally into the next loop

- =




#2 GOAL & UICTORY

Why am | playing?

How to win this game?

Goal — What players are trying to achieve.
Victory — The condition that determines who wins.

If the goal is unclear,JoEVEIEREEIN R B
If victory is unclear, o EVEICACEIRIS R 1]

WHRT AM L
Do|N& HERE...

?

O O
s

How to Design It Well

W Make the goal clear and specific
W Make victory measurable

W Ensure victory supports the goal
M Connect both to the social problem

Common Mistakes

»{ Goal and victory unrelated
», Vague objective (“do well”)
> Winning by something players barely interact with

=




#3 THEME / SETTING "
IT'S STORYTIME!
&

T~
L]

What is this game about?

The world, story, and context of the game.
LAl

Creates emotional engagement I

[ J
e  Makes the game memorable 5 9k §
e Helps players understand the social issue o A
° Gives meaning to mechanics X ;
&
a0
Theme turns mechanics into experience. 4 makedmemeiorg
How to Design It Well Common Mistakes
W Choose a theme that supports the social problem > Theme disconnected from gameplay
W Keep it consistent across rules and mechanics »{ Theme only in visuals, not in mechanics

W Make player actions meaningful within the world
M Avoid unnecessary complexity

- = - =



#4 PLAYER INTERACTION

Is this game better with small or large groups?

Does the social problem require discussion?
Should players collaborate or compete?

The way players interact with each other.
It defines the social structure of the game.

e  Shapes player emotions

e Influences learning outcomes

e Affects tension and engagement

e  Must support the social issue l
Example:

A game about climate change may work better as cooperative.

A game about market competition may benefit from competitive mode.

How to Design It Well

W Match the mode to the social problem
W Decide what emotions you want to create
W Keep interaction consistent with your message

Common Mistakes

>{ Ignoring downtime with many players
> Interaction contradicts the theme
> Players barely affect each other




MAIN TYPES OF INTERACTION .

Competitive Indirect Interaction Direct Conflict

Players work together Players compete to Players influence each Players can block, attack,
toward a shared goal. outperform each other. other through shared or eliminate others.
resources or space.

HAM
TROR,




EURO IS AMERICAN STYLE BOARD GAMES -

Euro Style American Style (“Ameritrash”)
C3Players not eliminated until the end LJPlayers can be eliminated anytime in
e Low randomness the game
e Indirect interaction e More randomness

e High Conflict

" e AWV B




#5 TURN STRUCTURE

What can 1do when it's my turn?

The order and format of actions a player takes on their turn.
A clear turn structure makes the game feel smooth.

How to Design It Well Common Mistakes
N/ ;
W Keep turns short and clear < Too many actions o turn
W2 Limit the number of actions X Unclear order of actions
W Make choices meaningful >{ Long downtime for other players
¥ Minimize waiting time 2 Turn structure unrelated to the core loop
n




COMMON TURN STRUCTURE TYPES .

Fixed Actions Per Turn Simultaneous Turns

Action Points System Phase-Based Rounds

Move — Take Action — End Turn Players spend a limited number of All players complete Phase 1 Players act at the same time.
action points each turn. — then Phase 2 — etc.

M UP. GEAB UP LEUEL UP
TAKEEN DOWN!




#6 RULES & PLAYTIME

What 1 can and cannot do in this game?

How long will it take?

Rules define what players can and cannot do.
Constraints create challenge.
Playtime defines how long the experience lasts.

Together they shape the structure and pacing of
game.

How to Design It Well

W Keep rules simple and purposeful

W Remove unnecessary restrictions

W Decide target playtime early

W Match complexity to duration

M End the game before it becomes repetitive

Common Mistakes

>{ Adding rules instead of improving the core loop
¢ Underestimating real playtime
< Artificially extending the ending




WHAT IS A GAME?

A game I1s o FEEIEE designed to create a
Jeleldlild player experience
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GOOD RULES NOT GUARANTEED A GOOD GAME

You Can Have:

e good rules

e balanced systems

-l s S {{[E-Qbad player experience



EXAMPLE T: MONOPOLY

Why it looks good on paper

e Clearrules
e Balanced starting conditions
e  Simple goal: make others bankrupt

Why the experience is often bad

e  Players get eliminated early

e Long waiting times

e \Very little meaningful decision-making
late game

& Good rules # good experience




EXAMPLE 2: TIC-TAC-TOE

Why it looks good on paper

e  Extremely clear rules
e Fully balanced system
e Norandomness

Why it’s not fun

Optimal play always leads to a draw

No tension after players learn the system
No meaningful choices for experienced
players

& Good rules # good experience




GOLDEN RULE OF GAME DESIGN #1

If players are confused, bored, or disengaged —
the problem is in the design, not in the players.



Player Experience

Player

Core Loop

Choice & Feedback
Resources

Conflict

MINIMAL GAME DESIGNER TOOLKIT

Who is making decisions?

What actions repeat again and again?

What are they trying to achieve?

What is allowed and restricted?

What player choose and how game responds?

What is limited and valuable?

What creates tension?

ald 8y
el
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GAME LIKE A MODEL OF REALITY

Pandemic is not really about a virus —
i's about cooperation and resource shortage.

’%
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BOARD GAME DESIGN CHECKLIST

v will you board game have?
W2 Wil it be ?

A Reuro or americangRe s nl

W What will be the EXERe RS ER e "

[ AWGRY interaction level WINsEL

WARIEE explanation time?

W Wil it havel U@ rules?
W How your game will be Slseslie for color-blind people?

W Can you explain your SeERaNONERS=nEneE



