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I About me

Andrii Dotsenko
,  Game Designer atUbisoft Kiev

11 years in game design
Far Cry 4, Far Cry: Primal




J» From theory to practice

We love to talk abou? desio

There are many design talks about system design, UX, narrative, or new
monetization methods. But we often missed the path from design to
Implementation when you as a designerhave to interact with other
people in order to implement your ideas.

But you need cinoryyour idea




I Why these gamesare better?

Metascore
Universal acclaim
based on 105 Critics

Metascore
Universal acclaim
based on 40 Critics
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Universal acclaim
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a tswspecial about them?

Differgy@nres
Differguditforms
Differentdience and markg
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One simil~rizy:




.What IS the key?

Talents?

T | e Marketing?
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B Collective Genius

AT

There are some very successful
Innovative companies (systemically
150\ successful, like Pixar). And again, the
key is always production culture.

LINDA A. HILL, GREG
EMILY & KENT

But about talent o projer




I Successful innovation principles

Ability to create a market of ideas
through discussions. Diversity + Conflict.

CreatAderasion

Ability to test and refine ideas through
Creativgility the_ dis_c_overy—driven Iegrr_ﬂng process.
Scientific Method + Artistic Process.

Ability to make decisions in a way that
CreatResolution can combine different ideas and
approaches to produce a new solution.

*TED t al k: Li nda Hi I | | OHow t o m



I Creative people must be stoppe

Proper principles cue

: le
Creative ESop There are many obstacles on the

l nnovationds way. S
like creative people must be stopped.

Mus¢ Be StOPPed

: Ways We Kill Innovatio®
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(Without Eve® A

You should learn how i0 overcglis

AVID A, OWENS

*Coursera: Leading Strategic Innovation in Organizations
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I Can we use It?

Design can e

Perhaps, we can use these principles?¥es, our design and games are
al most always new, but all Nnhuman

project to project.
Can we learn how they work and then learn how we can overcome
them?

But people ar: ihe
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I Game Design Framework

Stage 1

m How to create design
Stage 2

m How to communicate design
Stage 3

M\ How to implement design



Stage 1

DESIGN PRINCIPLES




I Wh a twoosg?

Everything seems right

But very often, players are not happy.
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P | t adl about player experience

‘ tdoesnot matter how

iIdeas, documents and code. Thegame
appearsonly after the interaction.

The player experience: :s \s@ia

PLAYER



P From experience to design

It all s&from thz

Every game starts from the experience
idea, from the core fantasy that you

MACRO D want to bring to the player.

MICRO DE!

You need to tuiiz i vifo




I Macro Design

Answers to question WH

— LWL The high-level vision of the feature
= .l that describes the playerexperience,
should be createdbefore the
Implementation, and has very few
changesduring the implementation.
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I Macro Design format

Macro Design shcuid be

LW Good Macro Design is clear, short and

4t 1 bhasahigh level of abstraction.
== == sl 10 Formats can be different: Creative
:“ — e J Brief, 1-pager, table of levels, etc.

. This is your answer

= I ] l e T PP I TETTITIHT

And with proger







