Iron Game Designer
Marc LeBlanc

You have one hour, and a bag full of “secret ingredients.”  Make a game.  Go! 
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Putting the Cart before the Horse
Jonathan Hamel
This elective will examine the challenge of applying the MDA framework in a real business setting.  We can’t afford to view business requirements as "unreasonable demands that ruin an otherwise great game."   We’ll introduce an abstract definition of "design" and explore the position that "it's not a great game if it doesn't meet the business objectives of the people funding and selling it."  In the exercise, we’ll try translating a stack of Memos of Doom into aesthetic goals a designer can use to inform design changes.
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Creativity Exercises 
Tim Stellmach
How do you give your right brain a kick in the pants?  This session discusses methods for getting the creative juices flowing, including an exercise you can apply to your homework problem.
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Babysitter AI
Robin Hunicke
Fungames Interactive wants you to prototype some new AI ideas. They’ve seen the“Woggles” technology from CMU and decided to build a small demo targeted at kids 3-7. Our first goal is to create a hide-and-seek game that can be played from two perspectives: as a babysitter, and and as child.   This tutorial is a group whiteboard session. How can we design the AI to support specific player experiences? How can  we translate real-world task understanding into the game space? How does the design of space effect our NPC behavior? How will new goals or changes to subsystems effect our design?
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Ship Party 
Harvey Smith
Let’s make a game that can be played at a party.  What are the constraints and aesthetics of a party environment?  How do they influence our design?
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Real-time tuning, or: Who Nerfed my Cheese?
Frank Lantz
What happens when you tinker with the engines in the middle of a flight? This elective will look at the process of tuning games in media res, while play is in progress. With some discussion and maybe a simple exercise we will explore the dangers and possibilities of operating on a conscious patient and doing your own brain surgery. This elective may have some practical applications, but will also focus on the theoretical issues involved.
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