

High Concept and Goals
Participants will:

· Spend 2 intensive days analyzing games and solving game design problems.

· Collaborate and share ideas with industry peers.

· Interact with “industry veterans” whom they respect. 

· See game design formalisms in action. 

Participants will take away:

· Lots of practice in game design analysis and tuning.

· Working knowledge of a few different tools (design formalisms). 

· New acquaintances and contacts in the game industry. 

· Other lessons that emerge from the interactions.  
This last point is really important: while we will be sure to provide content in the form of exercises and activities and the occasional lecture, we hope that the format will prove to be an opportunity for attendees to learn from each other, above and beyond the content we provide.  To that extent, the format is the content.
Other goals: 

· Try to stay “hands-on” as much as possible.

· Accommodate about 100 attendees.

Format

Schedule

Day 1: 

	
	

	10:00 – 11:15 AM
	Orientation 

	
	

	11:15 – 11:30 
	AM Coffee break

	
	

	11:30 – 1:00 PM
	Exercise One: “Broken Game” Tuning

	
	

	
	

	1:00 –2:30
	Lunch

	2:30 – 4:00
	Exercise One Revisited

	
	

	4:00 – 5:15
	PM coffee break

	
	

	5:15 – 6:30
	Electives

	
	

	6:30 – ??
	Open Gaming


Day 2: 

	10:00 – 10:30 AM
	Day two kickoff meeting 

	10:30 – 12:00 PM
	Exercise Two: “Requirements Change” Tuning

	12:00 – 1:30 PM
	Lunch

	1:30 – 3:00
	Exercise Two Revisited

	3:00 – 3:15
	Coffee break

	3:15 – 4:30
	Electives

	4:30 – 5:00
	Faculty-moderated closing discussion


Activity Overview

Orientation

Orientation will be a short lecture given by me.  

The orientation will serve to: 

· Introduce the faculty.  

· Describe the format (possibly pass out schedules/syllabi)

· Lecture briefly on “Tuning,” in order to provide a background for the exercises. 

To break the ice and get people into the spirit of active participation, orientation will segue into a giant game of Ready-Aim-Fire.  We’ll use the game as a mechanism for dividing the audience into 3 sections. 

Rules for Ready-Aim-Fire:

1. One person calls out “Ready! Aim! Fire!”   Everyone picks a person to shoot.  On “Fire!” everyone points at their target with their thumb-and-forefinger-gun.    You may also choose not to shoot, which you signify by pointing your gun at yourself.

2. If you shot someone, they are eliminated if they chose to shoot someone. 
3. If you shot someone who chose not to shoot, then you are eliminated.

4. If you chose not to shoot, and no one shoots you, you are eliminated.

5. Everyone else survives to the next round. 

6. Play multiple rounds until the last one (or last N) standing wins.  

Day 2 Kickoff

At the beginning of day 2 we will meet for a short recap of day one, a brief discussion of how day 2 will be different (Requirements Changes vs. Broken Games), and Q&A as time allows. 
Exercises

Exercises will be conducted in classrooms of 30-35.  Each classroom will have two or three faculty members: one section leader and one or two counselors.  Section leaders run the exercises and manage the classroom.  Counselors are there to participate in exercises, kibitz, and generally shepherd the interaction in a productive direction. 

Each classroom will be running a different exercise.  Each exercise will be run twice, once in the morning and once in the afternoon.  In the afternoon, attendees will choose a different classroom (and thus a different exercise) from their morning classroom.  

Exercises follow roughly the following format: 

1. Attendees divide into groups of about 5-6 people. 

2. The section leader prevents the rules and equipment for a game.  Everyone plays for about 25 minutes.

3. The section leader presents a new design goal (or constraint) for the game.  In their small groups, attendees modify the game to accommodate the new design requirement. 

4. The small groups present their results to the entire class.  Faculty-moderated roundtable discussion ensues.

Electives

Electives will be conducted in groups of roughly 15 people, run by one faculty member.  Each faculty member will be asked to run an elective.  Six electives will run each day, two to a classroom. The format and content of each elective will be up to the faculty member running it. Most electives will run only once.  One or two of them will have to run twice, once on each day. Electives will probably require sign-up during lunch, so that the more popular ones aren’t overcrowded.

Possible electives include: 

· Additional Exercises.

· Playing and critiquing a game with the designer present.

· Lectures.

· Discussion groups.

Closing Discussion

At the end of the workshop we will have a short closing discussion with the following goals: 

· To give each of the faculty a chance to share their closing words or thoughts.

· To allow attendees to bring up topics that may have been glossed over.

· To give attendees a chance to provide feedback and make suggestions for future events. 
Orientation

This section is a slide-by-slide outline of the orientation lecture.  It is by no means final. 

Part I: Introduction

This workshop is: 

· An experiment.

· Designed to be hands-on.  

· Focused on the tuning process.  More on that in a bit.

· Grounded in a formal approach to game design.

· Intended to be open-ended.

This workshop isn’t:

· About the game industry or the “profession” of game designer.

· Directly concerned with the early stages of game design (e.g. writing documents, pitching ideas). 

· A one-way street.   (You will be called upon to participate actively, as well as listen actively.  )

What you’ll be doing:

· Playing games.

· Discussing games.

· Analyzing their design.

· Modifying and improving their design. 

Faculty Introductions

· Section Leaders

· Counselors

A few ground rules

· Please attend the whole thing.

· Be specific.  Get down to the details.  (Don’t use vague words like “fun” or “gameplay”.)

· Collaborate, share, and encourage.  (It’s more about collaboration than debate.) 

Part II: Tuning

What we mean by “tuning:”

· Tuning is the incremental process of improving a game design through iterations of analysis and revision.  

What we don’t mean:

· Tweaking parameters, “fiddling with knobs.”  (Our notion of “tuning” is broader than the notion of “parameter tweaking.”)

A formal tuning process:

1. Know your aesthetic goals. 

2. Analyze your design: How does it fail?

3. Apply formal models.

4. Revise your design.

5. Learn.

6. Repeat. 

Step 1: Know your aesthetic goals

What kinds of fun do you want your players to have?  What forms of entertainment will the players derive?

Some examples:

Challenges; Rewards; Goals; Planning; Problem Solving; Visual Beauty; Aural Beauty; Tactile Beauty; Socialization; Competition; Cooperation; Story; Fantasy; Imagination; Simulation; Exploration; Discovery; Drama; Tension; Self-Expression

· Most games serve multiple aesthetic purposes, so know your priorities.

· Different segments of your audience have different tastes, so be flexible.

Step 2: Analyze

· There’s no substitute for playtest. 

· The goal is to discover problems, not generate solutions.  

Step 3: Apply formal models
We use two kinds of formal models: 

· Aesthetic Models: models of how games accomplish aesthetic goals.
· Dynamic Models: models of how a game’s “behavior” is shaped by its rules.
Aesthetic Models
An aesthetic model tells us how games accomplish our aesthetic goals, and why ours fails.

An Example

Goal: Drama

Model: 
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Other examples: 

Goal: Challenge

Model: A challenging game provides players with difficult but tractable problems.  

Players are rewarded for success, reinforcing good decisions.

Goal: Realistic flight simulation

Model: Based on real-world flight: flight physics, plane specs, pilot experience.
Dynamic Models

Dynamic models help us explain and predict the behavior of the game-as-system.

Example: We have the following model of 2d6.
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If we’re working on a game like Monopoly, we can use this model to answer questions like, “How many turns does it typically take to lap the board.” 
Properties of good models:
We want our models to be: 

· Formal (i.e. well-defined)

· Abstract (i.e. widely applicable)

· Proven (i.e. known to work)

We can use several models simultaneously.  We don’t need a single Grand Unified Model. 

Where models come from:

Models come from several places: 

· Existing games that accomplish (or fail to accomplish) goals similar to ours. 

· Other fields: Literature, Psychology, Engineering

· Our own experience.

· 
How models help

· Pinpointing the problem. 

· Evaluating possible revisions. 

· Providing revision suggestions and revision techniques. 
Step 4: Revise your design

In this step, we brainstorm possible revisions to our game design, evaluate them, and settle upon one. 

· 
· 
· 
Step 5: Learn

What does our revision say about: 

· Our models

· Our aesthetic goals.

· Our assumptions.

Do we need to revise our thinking as well? 

Step 6: Repeat

Until your game is perfect, or until you have to ship anyway. 

Moving Forward

As game design matures as a discipline, I hope that we acquire: 

· A rich, rigorously defined aesthetic vocabulary.

· A catalog of formal models.

· A body of well-known techniques 

Exercise 1A: "Grand Poobah” 

This is one of three exercises to be run on the first day, during the morning and afternoon sessions. 

 “Grand Poobah” is designed to demonstrate the “scourge factor” of many-player games.  It also suffers from a lack of dramatic tension.  

Part 1: Play (30 minutes – or until players get the general idea)

Divide the attendees up into groups of 5 or 6.  Present them with the rules for Grand Poobah.  Let them play for the remainder of the half-hour. 

Don’t point out that the game has no ending or victory condition unless someone asks.  If someone does ask, tell him or her that the game will end after 25 minutes, and whoever has the most points at the end is the winner.

Rules of Grand Poobah:

1. The object of the game is to accumulate the most points. 

2. At the start of the game, shuffle a deck of cards.  Choose one player to start as the “Grand Poobah,” any way you like. 

3. The game is played in rounds.  Each round has the following steps: 

The Grand Poobah takes a number of cards from the top of the deck equal to the number of players in the game.  He places the cards face-up in front of him.  

a. The Grand Poobah then distributes the cards, one to each player, any way he likes. 

b. Scoring:  Each player scores a number of points depending on the card he received from the Grand Poobah this round.  The Grand Poobah keeps track of everyone’s scores on a scoresheet.

	Card
	Score

	Red J, Q, K
	10 points

	Red A-10
	1-10 points, equal to the rank of the card.

	Black A-K
	No points. 


c. Voting:  Each player receives a number of voting chips. These chips are taken from a central pool and placed directly in front of the player, on top of the card he received that round.  The number of chips is determined by the card he received from the Grand Poobah. 

	Card
	Votes

	Red A-K
	One vote

	Black A-10
	Two votes

	Black J, Q, K
	Three votes


d. Starting with the player to the Grand Poobah’s left, each player votes out loud for a new Grand Poobah.  A player can vote for any player in the game, including himself.  Each player has a different number of votes, as determined by the card he received from the Grand Poobah.

e. The player with the most votes wins the election.  If there is a tie that involves the Grand Poobah, then the Grand Poobah wins.  If there is a tie that does not involve the Grand Poobah, then the player who is closest to the Grand Poobah to the left wins the tie. 

f. The winner of the election becomes the new Grand Poobah.  The cards used in this round are discarded.  Begin a new round.

4. When the deck is exhausted, shuffle the discard pile to create a new deck. 

Part 2: Observations (10 minutes)

Solicit general impressions and observations from attendees.  Hopefully, the following points will come up in the discussion.  If not, bring them up yourself.    
· The first set of questions to ask players is: What was your playing strategy?  Now that you are familiar with the game, how would you change your voting strategy next time?

· This game is strongly stabilized by the “scourge factor;” the player who is winning is least likely to be elected.   The Grand Poobah is least likely to award him points.  (Negative Feedback Model)
· This game is fairly “path independent;” the actual history of what happened in previous rounds is mostly irrelevant; only the score and who is Grand Poobah is relevant. 

· Discuss the Drama Model: how do the victory conditions contribute to the dramatic trajectory of the game?

· Since the Exercise will involve the Models challenging, competitive, and dramatic, define these models as a segue to the start of the exercise.

Part 3: Exercises (30 minutes)

Attendees work in their small groups to complete these exercises: 

For the purposes of these exercises, assume that your aesthetic goal is to create a game that is challenging, competitive and dramatic.

1. Decide what the ending and victory condition of the game should be.   

2. Discuss: How are the “scourge factor” and the “path independence” at odds with our aesthetic goals? 

3. Modify the rules to compensate for the “scourge factor” and/or to reduce the “path independence.”  

4. Your modifications should take the form of no more than three small changes to the rules or one significant change.

Part 4: Follow-up discussion (20 minutes)

Ask individual groups to share their solutions with the rest of the class.   Discuss solutions in a roundtable format, bringing up the following questions: 

· How did the aesthetic goals influence your process or your results?

· What models did you use? 

· How does this exercise apply to digital games?  (This question can be broken into three parts: Do the flaws we identified in this game appear in aspects of digital games as well?  Can the design process we went through be applied to digital game development?  Can we apply the models we utilized to digital games?)
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Exercise 1B: "Tower Checkers”

This is one of three exercises to be run on the first day, during the morning and afternoon sessions. 

“Tower Checkers” is designed to possess a degenerate strategy. 

Equipment: 

(Assuming 6 groups of 6)

· 18 checkerboards

· 18 sets of checkers (each set has 12 red, 12 black checkers)

· 6 sets of poker chips

Part 1: Play (30 minutes)

Divide the attendees up into groups of 5 or 6.  Present them with the rules for Tower Checkers.  

Note that the aesthetic goals for Tower Checkers are to create a game that is Challenging, Competitive, and reasonably distinct from Checkers, e.g. by virtue of employing heterogeneous units, resource management, &c.

One may want to hammer out models for these first two ahead of time, to give players a head start in evaluating Tower Checkers, since they may not get to play a full game.

Goal: Challenge

Model: A challenging game provides the player with difficult but tractable problems.  Players are rewarded for success; more difficult challenges yield greater rewards.

Failure modes:

· Problems are trivial, or too hard.
· Rewards don’t match difficulty. 
Goal: Competition

Model: A game is competitive if:

· Some players are adversaries  (i.e. victory is mutual exclusive)

· Players have an ongoing emotional investment in winning to the exclusion of other players. 

Failure Modes: 

· Some players think they can’t win. 
· Players can’t assess who is winning.  
Let them play for the remainder of the half-hour.   Note that few if any games may be completed in this period.

Rules of Tower Checkers:

The game is played like regular checkers, except: 

1. The pieces are not individual checkers, but stacks of checkers.  

2. The starting position is identical to normal checkers; all the “stacks” are one checker high.  Each player has a virtually infinite supply of checkers off the board.  

3. On your turn you must:
· Move a stack (according to normal checkers rules), then
· Grow one of your stacks by adding a checker from off the board. 

4. Stacks jump each other just as in normal checkers, but a jumped stack is captured only if the jumping stack is of the same height or taller. 

5. Stacks can become “kings” just like in normal checkers.  Use coins or tokens to mark stacks that have been “kinged.” 

Part 2: Observations (10 minutes)

Solicit general impressions and observations from attendees.  Hopefully, the following points will come up in the discussion.  If not, bring them up yourself.    

· The strategy for “stack growing” is degenerate; the player who always grows his tallest stack always beats the player who divides his “grow” moves among different stacks.

Part 3: Exercises (30 minutes)

Attendees work in their small groups to complete these exercises: 

For the purposes of these exercises, assume that your aesthetic goal is to create a game that is challenging and competitive.

1. Discuss: How is the presence of a degenerate strategy at odds with our goals? 

2. Modify the rules so that other strategies are viable.   You may want to introduce additional goals for Tower Checkers, to limit the field of possible improvements so that speculation isn’t too open-ended.  E.g. representing some real-world phenomenon

3. For as long as feasible, playtest your modified Tower Checkers, or try several in parallel.

Part 4: Follow-up discussion (20 minutes)

Ask individual groups to share their solutions with the rest of the class.   Discuss solutions in a roundtable format, bringing up the following questions: 

· How did the aesthetic goals influence your process or your results?

· What models did you use? 

· How does this exercise apply to digital games? 

For example:

· Development process

· Instances of this style of play in digital games, e.g. in RTS

If any solutions create feedback systems, point that out.



























Exercise 1C: "Ten Point Five”

This is one of three exercises to be run on the first day, during the morning and afternoon sessions. 

“Twenty-One,” the quiz show, is famous for its central role in the quiz show scandal of the 1950’s.   When the first few episodes suffered from lackluster pacing, the producers sought to solve the problem by seizing authorial control over the outcome of the game.  They viewed the problem as a writing problem rather than a game design problem; they “repaired” the show by “fixing” the game.  Their efforts resulted in skyrocketing ratings and national scandal.  This exercise challenges attendees to examine the pacing issues of Twenty-One as a game design problem, and to explore ways of addressing the pacing problems without resorting to rigging the game. 

Part 1: Play (35 minutes)

Run the game “Ten Point Five” as a game show in front of the whole group.  Recruit players from the audience, the rest of the attendees just watch.  Play as many games as you have time for.  
Rules of “Ten Point Five:”
· There are two players.  Only one player plays at a time; the other player waits in isolation.  Each player knows his own score, but not the other player’s score.   
· The game is played in rounds.  In the first round, each player is asked two trivia questions.  In subsequent rounds, players may choose to answer fewer than two questions.
· Before hearing a question, a player must decide how many points to wager on the question.  He may choose any number from 0.5 to 5.5 (in increments of half a point).  
· If a player answers the question correctly, he gets the number of points he wagered.  If he answers incorrectly, he loses the same number.
· At the end of a round, if a player has 10.5 points, the game ends.  Also, at the end of the round, either player can choose to end the game.  Who ever has the most points at the end of the game wins, and earns a cash prize of one dollar per point scored.   If the game is tied, then the players play again.
· 
Part 2: Observations (10 minutes)

Solicit general impressions and observations from attendees.  Bring up the following topics:    
· This game is nearly identical to Twenty-One.  After the first few episodes of Twenty-One, the producers decided to rig the show.   Why do you suppose they thought the show needed to be rigged?

· How does designing for television affect the aesthetic goals of the game?  What are the aesthetic goals of Ten Point Five? 

· Consider the graph of the two player’s scores as a function of time.  If you were going to script the game, what would you want the curve to look like?  What did it look like in the game you saw?
· Compared to modern quiz shows, the questions of Twenty-One were really hard.  (This is at least partially due to a difference in aesthetics between then and now; fifties quiz shows often portrayed their contestants as intellectual superstars, whereas modern quiz shows portray them as everyday people.)
Part 3: Exercises (25 minutes)

Divide the attendees into groups of 5 or 6.  Attendees work in their small groups to complete these exercises: 

The producers of Ten Point Five have hired you as a game design consultant to suggest ways of making the game “more exciting.”  You are not responsible for developing the quiz questions, though you may send special instructions and guidelines to the question developers. 
1. 
2. 
3. Modify the rules of Ten Point Five to address the game’s flaws without resorting to scripting. 
Part 4: Follow-up discussion (20 minutes)

Ask individual groups to share their solutions with the rest of the class.   Discuss solutions in a roundtable format, bringing up the following topics: 

· We can model the players as random coin-flips, biased by question difficulty. 

· We have a model of dramatic tension that is expressed in terms of uncertainty and inevitability.  The rules of Twenty-One lack inevitability, since the score is just a random walk. 

· How do we model “question difficulty?”  How do we write guidelines for deciding whether a question is “too hard” or “too easy?” 

· How does this exercise apply to digital games? 

Exercise 2A: “Foam Kombat”

This is one of three exercises to be run on the second day, during the morning and afternoon sessions. 

Foam Kombat is designed to explore the aesthetic goals and constraints created by the game’s fiction, as well as the constraints of the medium.  It is also intended to give the attendees a break from board games, and give them a chance to work in a more analog, real-time medium.

Equipment:

We’ll be improvising some custom gladiatorial equipment here, so we’ll need all kinds of stuff.

(assuming 6 groups of 6)

· 20 foam boffers (i.e. 12, plus extras for 2-handed fighters or breakage)

· plenty of sheets of card stock – to stand in as armour

· various shapes and lengths of foam

· scissors

· small foam balls (for missile weapons)

· lots of tape

· anything else you can think of

Part 1: Play (30 minutes)

Divide the attendees up into groups of 5 or 6.  Present them with the rules for Foam Kombat.  Let them play for the remainder of the half-hour. 

Rules of “Foam Kombat:” 

1. Players try to hit each other with foam boffers.  A referee judges hits.  A scorekeeper keeps score.

2. Torso hits count for 2 points.  Limb hits count for 1 point.  Head hits don’t count.  Don’t go for the head.  

3. After any legal hit, play stops and Kombatants return to starting places.

4. If a player goes out of bounds, the ref calls time out and the players move back in bounds. 

5. Contact between players is not allowed.  If one player touches another, he loses 1 point. If a player does anything dangerous, the ref can call time out and penalize the player 1 point.  

6. When a player has at least 5 points, he wins. 

Part 2: Observations (10 minutes)

Solicit general impressions and observations from attendees.  
· What are this game’s aesthetic virtues?  That is, what aesthetic goals does this game strive to accomplish?
Part 3: Exercises (30 minutes)

Attendees work in their small groups to complete these exercises: 

Foam Kombat is designed as an LBE to be installed at a popular theme hotel in Las Vegas.  The game is based on a “sports entertainment” franchise called the World Swashbuckling Federation (WSF).  

The WSF has three main characters: Marx, Darwin and Freud
· Marx may not be fast, but his blows have the power of history behind them.  He’s a tireless warrior of the people – just like his theories, he can take incredible punishment and still stay on his feet.  Let the class struggle commence!  
· Darwin’s a wiry Victorian gent, who’s as quick as a Galapagos Cactus Finch, if not much tougher.  He’ll duck and dodge as Creationist foes try to land a blow, and in the end he’ll prove he’s fit to survive.  And yes, he will make a monkey out of you.
· Freud’s knowledge of the human psyche makes him a baffling opponent.  His crafty attacks remind you of someone…your father, perhaps?  These fancy moves are harder to master, but they reward skillful players.  In the end, you’ll fear his secret knowledge.
Before the start of the game, we want players to choose which of the three characters they are playing.  

1. Extend and modify the rules of the game so that the three characters play differently, each in a way that matches their fiction.   Feel free to customize game equipment with the materials at hand.  
· As you alter the rules, keep the aesthetic goals we identified in mind.
· How do you keep the characters balanced?  

· Can you make it possible for any player to play any character?

Part 4: Follow-up discussion (20 minutes)

Ask individual groups to share their solutions with the rest of the class.   Discuss solutions in a roundtable format, bringing up the following topics: 

· How does this exercise apply to digital games? 
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Exercise 2B: “Three Musketeers”

This is one of three exercises to be run on the second day, during the morning and afternoon sessions. 

Three Musketeers appears in Sid Sackson’s book “A Gamut of Games.”  It was designed by Alex Randolph. 
Part 1: Play (30 minutes)

Divide the attendees up into groups of 5 or 6.  Present them with the rules for Three Musketeers.  Let them play for the remainder of the half-hour. 

Rules of “Three Musketeers:” 

The game is played by two players on a 5x5 grid.  One player has three pieces (the “Musketeers”) the other has 22 (the “Cardinal’s men.”)   The initial board looks like this:
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1. Each player moves one piece each turn.  The Musketeer player moves first.

2. The Musketeer player moves by sliding one of his pieces to an adjacent space occupied by an enemy.  The enemy piece is captured and removed from the board.

3. The Cardinal moves by sliding one of his men to an adjacent empty space.

4. Diagonal moves by either player are not allowed. 

5. The Cardinal’s goal is to maneuver the Musketeer pieces into the same row or column.  If this ever happens, the game is over and the Cardinal wins.

6. If the Musketeer player is unable to move because there are no enemies adjacent to any of his pieces, he wins. 

Part 2: Observations (10 minutes)

Solicit general impressions and observations from attendees.  
· What are this game’s aesthetic virtues?  That is, what aesthetic goals does this game actually accomplish? 
Part 3: Exercises (30 minutes)

Attendees work in their small groups to complete these exercises: 
In this exercise, try to remain faithful to the aesthetic qualities we identified.
1. 
2. Adapt the rules to accommodate 3 players.
3. Adapt the rules to accommodate 4 players.

4. Can you come up with a single rules set that accommodates 2, 3, and 4 players? 
Part 4: Follow-up discussion (20 minutes)

Ask individual groups to share their solutions with the rest of the class.   Discuss solutions in a roundtable format, bringing up the following topics: 

· How did the game’s asymmetry influence your solution?

· How did the game’s fiction influence your solution?

· How does this exercise apply to digital games? 


Exercise 2C: “SiSSYFiGHT 2001” 

This is one of three exercises to be run on the second day, during the morning and afternoon sessions. 

SiSSYFiGHT 2000 was designed by Eric Zimmerman and developed with Word.com.  It can be played online at www.sissyfight.com.  In this exercise, the attendees will play a simplified version of the game “face-to-face.” 

This exercise designed to demonstrate the role of a game’s mechanics in enforcing its fictional theme. 

Part 1: Play (30 minutes)

Divide the attendees up into groups of 5 or 6.  Present them with the rules for SiSSYFiGHT 2000.  Let them play for the remainder of the half-hour. 

Rules for “SiSSYFiGHT 2001:” 
SiSSYFiGHT simulates a schoolyard fight between little girls. Each girls begins with 10 Self Esteem points the and goal of the game is to reduce your opponents self-esteem to zero.  When there are only one or two players left with any self-esteem, they win the game.

Setup

1. Every player is given a handful of index cards and a magic marker.

2. Each player writes his or her name on a number of index cards equal to the total number of players minus one.  Players should write in large and legible letters in the center of the index cards.  

3. On three other cards, players write their three actions: “SOLO,” “TEAM,” and “DEFEND.”

4. Players pass out their name cards so that every other player receives one of their name cards.  At the end of this process, each player should have a name card for the other players.  Players will not have a name card for themselves.

5. A final index card will be used for scoring.  Each player writes “10” at the top of this card and places it face up on the table.

Rules

1. Every player begins with 10 points.

2. Each turn, players choose one action and one name card as a target in secret.

3. Players can communicate publicly through word and gesture only.  Players are not allowed to whisper, make gestures that are not visible to all other players, or to communicate through other means such as written notes or showing some of their cards.

4. When everyone has made up their mind, all of the players reveal their actions simultaneously and resolve the results (see the Actions section below).

5. When a player runs out of points, that player is out of the game.  

6. If at the end of a turn, only one or two players are left, those players win.

Actions

1. TEAM – A team-up attack against a target.  If two or more players use this action against the same target, the target loses two points per successful attacker.

2. SOLO (requires a target) – A solo attack against the target.  Target loses one point.

3. DEFEND – This action does not require a target and is general defensive action.  Any damage the player receives is halved, rounding down.  However, if a player that selected this action is not the target of a SOLO attack or the target of a TEAM attack from two or more players, the defending player loses one point.

Part 2: Observations (10 minutes)

Solicit general impressions and observations from attendees.  

1. Was the gameplay successful?  Why or why not?  

2. Apart from little girls fighting on a playground, each group needs to come up with a narrative genre that their game experience seemed to resemble.

3. What aspect of your play experience resembled the narrative genre you chose?

Part 3: Exercises (30 minutes)

Attendees work in their small groups to complete these exercises: 

1. Take the fictional genre you selected in part 2.

2. Adapt the game to your chosen setting.

3. Where necessary, modify the actions, add a new action, or change other rules to better match your new setting.  Focus on the formal structure of the game rather than just on aspects of the game “content.”  For example, don’t just change the names of the action, but modify how they function in the game. 

4. Your modifications should take the form of no more than three small changes to the rules or one significant change.

Part 4: Follow-up discussion (20 minutes)

Ask individual groups to share their solutions with the rest of the class.   Discuss solutions in a roundtable format, bringing up the following topics: 

· Did your modifications result in more successful gameplay?

· Did your modifications enhance the narrative genre you selected?

· If we had more time, what other design steps would you take to further the narrative direction you were taking the game?

· How would you translate your group’s game to an online context?
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