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Question Set 1

What Mechanics would you like to use for a game with a theme that revolves around being the size of 
a nanometer? - 

I would expect to be able to have dynamic special movements like high jumps and fast 
movements. 

Who are you making games for? -

I expect to be making games for a demographic similar to myself and my peer group.

 Who will be your play testers outside of class? -

My family and friends are the main people who will be play testing my games outside of class .

Question Set 2

Can you think of a game you were able to play without referring to the rules? -

Games like jenga or uno can be easily played without review of the rules.

How do you define what a game is? - 

Kobold’s claim is that, “A game is an interactive mathematical system, made concrete, 

used to tell a story. To me, a game is an interactive experience where players make decisions 

within a set of rules to achieve specific goals. It often involves elements of competition, 

cooperation, or both, and engages participants in problem-solving, strategic planning, and 

critical thinking. The key components include rules that ensure structure and fairness, 

objectives such as earning points or completing missions, and player interaction that fosters 

social connections and competitive spirit. Decision-making plays a crucial role, as players' 

choices influence the outcome, while a feedback system, such as scores or levels, helps 

gauge progress. Ultimately, a well-crafted game captivates and challenges players to think 

creatively and adaptively. 

What features can make your games more intuitive? -

Question Set 3

What was your gateway game? What do you play to introduce others to gaming?

Gateway games for me in terms of video games are mario kart, mario party, gang beasts, and 
minecraft. In terms of board games some gateway games include cards against humanity, apples to 
apples, uno/ crazy 8, and jenga. 

What features do gateway games share?

Gateway games are crafted to welcome new players into the gaming world. According to 

Kobold's definitions and frameworks, these games share key features that enhance their 

effectiveness. They have simple rules that are easy to learn, ensuring that newcomers aren't 
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overwhelmed. Additionally, they offer quick setup and playtime, making them convenient and 

accessible for players who may have limited time.

What are the 10 beautiful mechanics and what should you aim for with your own?

Emergent Gameplay
Definition: Emergent gameplay occurs when simple rules lead to complex situations and 
unexpected outcomes.
Aim: Design rules that encourage creativity and adaptability, allowing players to explore multiple 
strategies.
Dynamic Balance
Definition: A dynamic balance ensures that the game remains challenging and engaging, 
adapting to player skill levels.
Aim: Create systems that adjust difficulty based on player performance, offering a rewarding 
experience for both novices and veterans.
Feedback Loops
Definition: Feedback loops guide players by providing information on their progress and the 
consequences of their actions.
Aim: Use clear and immediate feedback to help players understand their impact on the game 
world and adjust their strategies accordingly.
Tension and Release
Definition: This mechanic involves building suspense and then providing a satisfying resolution.
Aim: Craft narratives and gameplay moments that create anticipation and deliver fulfilling payoffs.
Risk and Reward
Definition: Players are encouraged to take calculated risks for potential rewards.
Aim: Balance the stakes so players feel a sense of achievement when succeeding and a 
motivation to try again when failing.
Meaningful Choice
Definition: Players make decisions that significantly affect the game's outcome.
Aim: Ensure choices are impactful and diverse, allowing players to express their personal play 
style.
Flow
Definition: A state where players are fully immersed in the game, losing track of time.
Aim: Design a smooth progression of challenges that match player skills, maintaining 
engagement without causing frustration.
Theme and Mechanics Harmony
Definition: The game’s theme and mechanics should complement each other, enhancing the 
player experience.
Aim: Align the narrative and mechanics to create a cohesive and immersive atmosphere.
Replayability
Definition: Games that offer new experiences each time they are played.
Aim: Introduce variability and multiple paths to keep the game fresh and engaging for repeat 
players.
Player Interaction
Definition: Players interact with each other and the game, creating a shared experience.
Aim: Foster cooperation and competition through mechanics that encourage social engagement 
and collective problem-solving.



When designing a game, these mechanics create an engaging and memorable experience. 
Considering the audience and tailoring these mechanics to match their preferences and expectations. 
Striving for simplicity in rules but depth in interaction, ensuring that your game is both accessible and 
challenging is imparitive. By integrating these beautiful mechanics, one can craft a game that 
resonates with players and stands the test of time.

How does luck and strategy factor in to game play?

The role of luck and strategy in gameplay is crucial, as both elements uniquely enhance the gaming 
experience. Luck, defined as the chance-based aspects of a game, introduces unpredictability and 
excitement. It creates moments of suspense, offers a level playing field for novice players, and 
ensures variety and replayability. However, it's important to balance luck so that it adds spontaneity 
without overshadowing skill. Strategy, on the other hand, involves planning and decision-making, 
empowering players with control over the game's outcome. It adds depth and engagement, 
encouraging critical thinking and skill development. The ideal game design incorporates both luck and 
strategy, creating a balanced experience that is dynamic, inclusive, and rewarding for players of all 
skill levels.


