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…timeless principles and practice of mechanics design….



CHAPTER 1
DESIGNING



RULES DEFINE GAME



In Half-Real, Jesper Juul says this:

A game is a rule-based system with a variable and 
quantifiable outcome, where different
outcomes are assigned different values, the player exerts 
effort in order to influence the
outcome, the player feels emotionally attached to the 
outcome, and the consequences of the activity are 
negotiable.



Games Are Unpredictable



From Rules to Mechanics

The video game design community 
usually prefers the term game 
mechanics to game
rules because rules are considered 
printed instructions that the player is 
aware of, while
the mechanics of video games are 
hidden from the player, that is, 
implemented in
software for which the player is 
given no direct user interface.



Mechanics Are Media-Independent

• The mechanics of a game can be implemented through many 
different media. 

• In the case of a board game, the mechanics are implemented 
through the medium of the game’s paraphernalia: board, 
counters, playing pieces, spinners, and so on. 

• The same game can also be published as a video game. In that 
case, the same mechanics will be implemented in software, which 
is a different medium.



Five Different Types of Mechanics

Physics

Tactical Maneuvering

Internal Economy

Social Interaction

Progression Mechanism







DISCRETE 
MECHANICS
VS.
CONTINUOUS 
MECHANICS



Understanding the Mechanics of Physics

Accurate physics computations, especially in real 
time, require a lot of high-speed mathematical 
operations. This tends to mean that physics-based 
games must be implemented on a computer.

Boulderdash Super Mario Bros



Mixing Physical 
Mechanics with 
Strategic Gameplay

With discrete rules, it is possible to 
look ahead, to plan moves, and to 
create and execute complex 
strategies. 

Although this isn’t always easy, it is 
possible, and many players enjoy 
doing it. 

Players interact with discrete 
mechanics on a mental, strategic 
level.



Mixing Physical 
Mechanics with 
Strategic Gameplay

In World of Goo, players build 
constructions from a limited supply
of goo balls. The game includes a 
detailed physical simulation that 
controls the player-built 
constructions. 

Physical phenomena such as 
gravity, momentum, and center of 
mass play an important role in the 
mechanics of the game.



Innovating with Discrete Mechanics

• Discrete mechanics offer more opportunities for 
innovation than many of the current forms of continuous 
mechanics do. 

• As games and genres change, designers’ definitions of 
physical mechanics are all evolving into a handful of 
directions that correspond closely with game genres. 

• Most of the time there is little point in completely 
changing the physics of a first-person shooter. In fact, as 
games increasingly use physics engine middleware to 
handle these mechanics, there is less room to innovate in 
that area.



Mechanics and 
the Game 
Design Process



Outlining the Game Design Process
CONCEPT STAGE

During the concept stage, the design team will decide on

the game’s general idea, the target audience, and the

player’s role. The results of this phase will be documented

in a vision document or a game treatment. Once you have

made these key decisions, you should not change them

throughout the remainder of the design process.



Outlining the Game Design Process
ELABORATION STAGE

During the elaboration stage—which usually begins once

the project has been funded—the development of the

game goes into full swing. During this phase, you will

create game mechanics and levels, draft the story, create

art assets, and so on.



Outlining the Game Design Process
TUNING STAGE

The tuning stage starts with a feature freeze. At this

point, you will decide as a team that you are happy

with the game’s feature set and you are not going

to add any more features.

Instead, you focus on polishing what you have.



Designing Mechanics early On

 Gameplay emerges from game mechanics. It is difficult, if not impossible, to tell

whether your gameplay will be fun simply by looking at the rules. The only way to find

out whether your mechanics work is by playing them or, even better, by having

somebody else play them for you. To make this possible, you may need to create a

number of prototypes.

 The game mechanics that we focus on in this book are complex systems; gameplay

relies on a delicate balance within this system. Once you have mechanics that work, it is

easy to destroy that balance by adding new features late in the development process or

by making changes to existing mechanisms.



Prototyping 
Techniques



A Few Terms

A high-fidelity prototype resembles the intended product
closely in many ways. In some cases, a high-fidelity 
prototype ends up being refined into the final product.

In contrast, a low-fidelity prototype is quicker to build and 
does not need to resemble the end product as closely. A 
low-fidelity prototype typically uses a different technology 
from that used in the end product.



A Few Terms



Software Prototyping
If you want to get a sense of how your video game will feel 
to your players, the best way is to create a software 
prototype that approximates your designs, as quickly as 
possible.



Paper Prototyping
Because software prototypes are relatively slow and 
expensive to create, more and more game studios are 
using paper prototyping techniques. A paper prototype is a
Non-computerized, tabletop game that resembles your 
game.



Physical Prototyping
Prototyping is not restricted to creating software or paper 
games; simply drafting rules and playing the game out in 
real life can be just as effective. This is especially true when 
a game has many continuous, physical mechanics. 



Prototype Focus
Apart from choosing the appropriate medium for your 
prototype, another critical aspect of effective prototyping 
is finding the right focus. Before you start building a 
prototype, you must ask yourself what you intend to learn 
from the exercise.

Tech demos.

Game Economy



Prototype Focus
Apart from choosing the appropriate medium for your 
prototype, another critical aspect of effective prototyping 
is finding the right focus. Before you start building a 
prototype, you must ask yourself what you intend to learn 
from the exercise.

Tutorials
Interface and 

control 
scheme



Core Game Mechanics – Discrete Mechanics



Tuesday Exercise 

1. Fill in Individual Form
2. Create a group with AT MAXIMUM FIVE (5) Members. Then, 

Group Leader fill in the Google Form ON THE WEB
3. Buy a book/download a book of Game Mechanics (as 

mentioned in my class)
4. Study that book
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