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Game Concepts: 
Getting and Idea



Dreams of Doing

You can find game ideas 
almost everywhere and 
one of those are 
dreaming of it’s.



Dreams from Other Media

Books, movies, 
television, and other 
entertainment media 
can be great sources of 
inspiration for games 
ideas.



Game Ideas from Other Games

Getting an idea from 
other games and 
creating your own game



How to Brainstorm

• Focus on quantity
• Withhold critism
• Welcome unusual 

ideas
• Combine and 

improve ideas



Communicating Your Idea to Others

Why would people want 
to play this game?
What’s going to make 
someone buy this game 
instead of another?



Game Concepts:
From Idea to Game Concepts



A High 
Concept 

Statement The player’s 
role

A proposed primary 
gameplay mode

The genre of 
the game

Target 
audience

Name of 
machine/platform

How to make 
money

Licensed 
characters

Competition 
Modes

General 
Summary

A short description of the game 
world



The Player’s Role

What the player can do  
and must do in the 
game?



WHAT IS THE PLAYER GOING TO DO

• Drive a car
• Shoot someone
• Punch or Kick 

someone
• Solve mystery
• etcD



DEFINING THE ROLE

Playing a game, 
especially a board game 
or a computer, often 
involves playing a role of 
some sort



Genres and Hybrids

Combining player role 
such as a shooter and 
the same time a racing 
game (just like GTA, etc) 
is becoming trending 
nowdays.



Defining Your Target Audience

You must think about 
who your audience is 
and what they like and 
not 100% according to 
our own like.



Progression Considerations

Player need a sense of 
progress through the 
game



Game World:
What Is a Game World?



What Is a Game World?

Artificial Universe, an 
imaginary places of the 
game will occur.



Game World:
The Purposes of a Game World



The Purposes of a Game World

The world is to fulfill 
fantasy of the player 
and designer in the 
game in each genre.



Game World:
The Dimensions of a Game 
World



The Physical Dimension

Video game worlds are 
almost always 
implemented as some 
sort of simulated 
physical space



SPATIAL DIMENSIONALITY

2D



SPATIAL DIMENSIONALITY

2.5D



SPATIAL DIMENSIONALITY

3D



SPATIAL DIMENSIONALITY

4D



SCALE

Scale refers to both the 
absolute size of the 
physical space 
represented, as 
measure in units 
meaningful in the game 
world and the relative 
sizes of objects in the 
game.



BOUNDARIES

Boundary 
is 
important 
in order 
not let the 
player 
roam 
outside the 
game 
world. 



The Temporal Dimension

The temporal 
dimension of a game 
world defines the way 
that time is treated in that 
world and the ways in 
which it differs from time 
in the real world.

Skyrim

Baldur’s Gate



VARIABLE TIME

In games that do implement 
time as a significant element of 
the gameplay, time in the game 
world usually runs much faster 
than in reality.



ANOMALOUS TIME

In The Settlers: Rise of an Empire, a 
complex economic simulation, a tree 
can grow from a sapling to full size in 
about the same length of time that it 
takes for an iron foundry to smelt four 
or five bars of iron. This is a good 
example of anomalous time: time that 
seems to move at different speeds in 
different parts of the game. 



Another example of anomalous time appears in Age of Empires, in which tasks that should take less 
than a day in real time (gathering berries from a bush, for example) seem to take years in game time 

according to the game clock. Age of Empires does have a time scale, visible on the game clock, but not 
everything in the world makes sense on that time scale.



LETTING THE PLAYER ADJUST TIME

….many games offer a way to speed up time in the game 
world by two, four, or eight times—in effect, make 
everything in the game world go faster than real time.



The Environment Dimension

The environmental dimension describes the 
world's appearance and its atmosphere. 
You've seen that the physical dimension 
defines the properties of the game's space; 
the environmental dimension is about what's 
in that space. 

The environmental characteristics of the 
game world form the basis for creating its 
art and audio. We'll look at two particular 
properties: the cultural context of the world 
and the physical surroundings.



CULTURAL CONTEXT

The cultural context of a 
game refers to its 
culture in the 
anthropological sense: 
the beliefs, attitudes, 
and values that the 
people in the game 
world hold, as well as 
their political and 
religious institutions, 
social organization, and 
so on—in short, the way 
those people live.



THE PHYSICAL WORLD

The physical surroundings define what the game actually 
looks like. This is a part of game design in which it's most 

helpful to be an artist or to work closely with one.



DETAIL

Every designer must decide how 
much detail the game world needs—
that is to say, how richly textured the 

world will be and how accurately 
modeled its characteristics will be



DEFINING A STYLE

In describing how your world 
is going to look, you are 
defining a visual style for 
your game that will influence 
a great many other things as 
well: the character design, 
the user interface, perhaps 
the manual, and even the 
design of the box and the 
advertising.



OVERUSED SETTINGSAll too often, games borrow settings from one another or from 
common settings found in the movies, books, or television.



SOURCES OF INSPIRATION

Art and architecture, history and anthropology, literature 
and religion, clothing fashions, and product design are all 
great sources of cultural material.



The Emotional Dimension

The emotional 
dimension of a game 
world defines not only 
the emotions of the 
people in the world but, 
more important, the 
emotions that you, as a 
designer, hope to 
arouse in the player. 



INFLUENCING THE PLAYER’S FEELING

Games are intrinsically good at 
evoking feelings related to the 
player's efforts to achieve 
something.



THE LIMITATIONS OF FUN

Most people think that the purpose of playing games is to 
have fun, but fun is a rather limiting term.



YOU CAN’T PAINT EMOTION BY NUMBERS

The idea that games should include more emotional 
content and should inspire more emotions in players has 
been gaining ground in the game industry for several 
years.



The Ethical Dimension

The ethical dimension of a game world defines what right 
and wrong mean within the context of that world. 

At first glance, this might seem kind of silly—it's only a 
game, so there's no need to talk about ethics. 

But most games that have a setting, a fantasy component, 
also have an ethical system that defines how the player is 
supposed to behave



MORAL DECISION-MAKING

On the whole, most games have simple ethics: clobber the 
bad guys, protect the good guys. It's not subtle but it's 
perfectly functional; that's how you play checkers.



A WORD ABOUT GAME VIOLENCE

Games get into trouble when they have a close visual 
similarity to the real world problem but an ethical 
dimension that is strongly divergent from the real world.



Game World:
Realism



Realism in Game

www-cs-students.stanford.edu/~geksiong/papers/cs378/cs378paper.pdf



Summary
You should now understand

Once again: Every design decision you make must serve 
the entertainment value of the game. In addition, every 
design decision must serve your goals for the game's 
overall degree of realism. Some genres demand more 
realism than others. 

It's up to you to establish how much realism you want and 
in what areas. You must also make sure that your 
decisions about realism don't destroy the game's 
harmony and balance. 

During the design process, you must continually monitor 
your decisions to see if they are meeting your goals.
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