
On the way to good 
GAME DESIGN 
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About me 

11 years in game design 

Far Cry 4, Far Cry: Primal 

Andrii Dotsenko  

Game Designer at Ubisoft  Kiev 
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From theory to practice  

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 designer have to interact with other 
people in order to implement your ideas.  

But you need others to execute your ideas 

We love to talk about design theory 
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Why these games are better? 
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Whatôs so special about them? 

Different genres 

Different platforms 

Different audience and market 

One similarity: quality of experience 
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What is the key? 

Ideas? 

Talents? 

Marketing? 

Production culture is the key? 

6/80 



Collective Genius 

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

 

 

Hs­r mns itrs `antstalent 

But about talent in proper context 
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Successful innovation principles 
Ability to create a market of ideas 
through discussions. Diversity + Conflict.  

 

*TED talk: Linda Hill, óHow to manage for collective creativityô 

Creative Abrasion 

Creative Agility 

Creative Resolution 

Ability to test and refine ideas through 
the discovery-driven learning process. 
Scientific Method + Artistic Process.  

 

Ability to make decisions in a way that 
can combine different ideas and 
approaches to produce a new solution.  
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Creative people must be stopped 

There are many obstacles on the 
innovationôs way. Society always acts 
like creative people must be stopped. 

 

 

Proper principles are not enough 

You should learn how to overcome constraints 
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*Coursera: Leading Strategic Innovation in Organizations  



Can we use it? 

Perhaps, we can use these principles? Yes, our design and games are 
almost always new, but all ñhuman factorsò are very similar from 
project to project.  

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

But people are the same! 

Design can be different 
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Game Design Framework 

Stage  2 

COMMUNICATION 
 
Stage  3 

IMPLEMENTATION 
 

Stage 1  

DESIGN 
 

How to communicate design 

 

How to implement design  

 

How to create design 
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DESIGN PRINCIPLES 
Stage 1  
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Whatôs wrong? 

But very often, players are not happy. 

 

IDEA DOCUMENTS PRODUCTION GAME PLAYER 

EXPERIENCE 

Everything seems right? 

Something missed here. What is it? 
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Itôs all about player experience 

It doesnôt matter how good are your 
ideas, documents and code. The game 
appears only after the interaction.  

 

 

GAME 

PLAYER 

EXPERIENCE 

£sg`s bnldr eqnl sgdinteraction 

The player experience is what we really sell 
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From experience to design 

Every game starts from the experience 
idea, from the core fantasy that you 
want to bring to the player.  

 

 

MACRO DESIGN 

MICRO DESIGN 

EXPERIENCE IDEA 
It all starts from the experience idea 

You need to turn it into design 

15/80 



Macro Design 

The high-level vision of the feature 
that describes the player experience, 
should be created before the 
implementation, and has very few 
changes during the implementation.  

 

 

 
Has an extremely high cost of the mistake. 

Answers to question WHAT? 
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Macro Design format  

Good Macro Design is clear, short and 
has a high level of abstraction. 

Formats can be different: Creative 
Brief, 1-pager, table of levels, etc.  

This is your answer ñWhere do we go?ò 

 

 And with proper abstraction level 

Macro Design should be short 
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