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NEW GAME DESIGN

The recent success of video games that focus on creating content, rules and new solutions instead of just playing-through
CHALLENGES J 2 i e e

them reveal that the current research on game design and theory needs to be adapted. The mechanics behind these games
are yet unknown territory. In our thesis we identify and analyse game features, mechanics and dynamics that transform
the process of creating the content and rules of a game into a series of player's challenges.

What is the state of the art?

We studied game literature about mechanics, dynamics and meta games.

STATE OF THE ART

How important are social interactions?
We analysed the influence of social interaction features on games, mechanics and dynamics.

SOCIAL INTERACTIONS

Which games feature game design as gameplay elements?

We played and reviewed games from the past and present to analyse which game design
parts player can change, influence and replace.

“Game design is the process of creating the content and rules of a game” “Gameplay is a one or more casually linked series of chaIIenge_ §|in a simulated environment.”
Brathwaite & Schreiber Rollings

GAME DESIGN AS GAMEPLAY

Transforming the process of creating content and rules of a game into a series of player‘s challenges

THREE CATEGORIES USER ACTIONS

Integration: Create New Content:
Extension: Create New Solutions:

Create New Stories:

Modification: Create New Games: -
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