QUESTIONS AND ANSWERS
( ON GAME INNOVATION )

o ©0©
o

o
o ©
ooo @ ° °Joo

" T o AT T
un.- :,','..\ ,,, R un--

o°

Z 2R

o
0 O
tevpgnt,

()
Og °°O

'llll‘

o°o°

Qo

'ln-“







QUESTIONS AND ANSWERS
(ON GAME INNOVATION )






QUESTIONS AND ANSWERS
(ON GAME INNOVATION )

EDITED 87 ANNAKAISA KULTIMA AND KATI ALHA

TRIM Research Notes 4



TRIM Research Notes 4
University of Tampere
ISSN 1798-6001

QUESTIONS AND ANSWERS (ON GAME INNOVATION)
EDITED BY ANNAKAISA KULTIMA AND KATI ALHA

Copyright © Authors

ISBN (Print) 978-951-44-8441-4
ISBN (Digital) 978-951-44-8442-1

Design by Annakaisa Kultima
Printed in Kopio Niini Finland Oy, Tampere 2011

www. trim.fi
gamelab.uta.fi

The Mouseprint:

This book is an adaptation of the Games and Innovation (Galn)
and Games Industry Innovation Processes (GIIP) projects combined
research report: Kultima, A. & Alha, K. (Eds.) The Changing Faces
of Game Innovation. Galn and GIIP Research Project Report. TRIM
Research Reports 4, University of Tampere, 2011.

The Galn (1.1.2009-31.3.2011), as a part of Transformations of Digital
Play (TDP) project and GIIP (1.3.2010 - 31.3.2011) projects were
funded by the Finnish Funding Agency for Technology and Innovation,
University of Tampere, University of Jyvaskyla and industry partners:
Nokia, Veikkaus (Finnish National Lottery), Digital Chocolate, Ixonos,
Universomo, Mr. Goodliving/RealNetworks, Kuuasema, Moido Games,
IGIOS and Sauma Technologies. The projects were coordinated by the
Game Research Lab at the University of Tampere.
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MY NAME (S GIIPSTER AND MY FRIEND HERE
13 A GAIN DEVELOPER. WE WANTED TO KNOW
MORE ABOUT GAMES. AND NOT ONLY ABOUT
GAMES, BUT HOW THEY ARE MADE. WE READ

ORDSTER BOOKS AND THEY DID NOT ANSWER TO OUR
MANY QUESTIONS. WE WANTED TO KNOW
MORE.

WE WERE ANSWERED:
THIS (S OUR STORY.
... OH. HERE ARE THE RE-SEARCHERS WHO WERE
ABLE TO USE THEIR TIME TO EXPLAIN STUFF.

AND OTHERS







QO  CHAPTER 7: CHANGE






1.CHANGING PROCESSES: FINNISHGAMEINNOVATION PROCESSES

{ WAS THINKING...

WH

GAME INMOVAT IO O FIHNIZH

o PROGE ?
HAT'S HAPPENING 1N ru::?

hiviey mm
ANALYSSS Prl.usom |DEA
RE-PRI DUCTION s PICT ETSGIANGPERSON

INDUSTRY vttt A P“Am DIEFERENFT SHARED e

Coﬁh”ﬁi?ql%?ﬁgﬁ%%%“ = PROCESSES.

SeeN = ONENmm

PROGESSRER?

NO INTE%‘A'?E‘I;\’EE‘% IR
)ES|GNM“|D mf G AM ES G4 mm@gﬁ e

MAKING mmwmnw

oy i WITHIN WHOLE Lo

TARE PSS

GNIPSTER

WELL, FINNISH GAME DEVELOPERS, PROBABLY LIKE DEVELOPERS
EVERYWHERE, ARE WORKING IN AN ENVIRONMENT OF CONSTANT
CHANGE. THERE ARE SO MANY THINGS HAPPEN NG AT SUCH A FA
PACE THAT PROCESSES MIGHT BE DIFFICULT TO MAINT AIN. AND
OFTEN PEOPLE MAY HAVE COMPLETELY DIFFERENT IDEAS ON THE

MATTER. DESPITE THE DIFFERENT VOCABULARY THEY MIGHT USE,

THEY MANAGE TO WORK IT OUT BY MAINTAINING FLEXIBILITY AND

‘ CONCENTRATING ON PEOPLE AND THEIR IDEAS.

ANNAKAISA KULTIMA

JUHA KOONIKKA TUuL
1 AARINEN JUHO KARVINEN KATI ALHA



2. CHANGE IN GAME DEVELOPMENT METHODS

(| WAS JUST

WONDERING DOES IT MATTER How GAMES

ARE MADE? LIKE, FIRST ('LL
HAVE AN IDEA, AND THEN ('LL
JUST GO AND EXECUTE (T7?

GIIPSTER

o CAB“AL:‘::;.;:EMS RDI-E"‘V’FEISE"“% PRODUCTMlanN

TIME GAMES :gggN WATERFALL ffirarion
X METIS&IH&URE EXTREME D ES I G N ITERATIVE C ESS
STAGE GREATION

EVERY | MODEL--
”US'NGTEKWEE%M ETHODSrrocessEs

PROGRAMMING ‘negirsin
U S%%lMVERV AR FEDBADEL(P%%%%O&EBM
S U um METHOD Wm
PRIEELK%E,“S“B’S NDUSTRY S

ERWORK ¥vvosc™
S. o
KETHRAFID APP“%XTIDN A.ST E CREATE) DEVELOPER

o

TSCHANE STum
mu% ommunuu T Pie

ACTUALLY THERE ARE QUITE A FEW DEVELO
METHODS THAT HAVE BEEN AROUND FOR QUITE
SOME TIME. SOME FIT BETTER FoR GAME
DEVELOPMENT THAN OTHERS, THE PROCESS OF
MAKING GAMES NEEDS AGILE METHODS THAT CAN
WORK WITH ITERATIVE PROCECCEC. THE MOST
POPULAR METHOD

OH. S0 | NEED TO
WORK FLEXIBLY!

YES, BUT
IT TAKES
PRACTICE!

JUHA KOONIKKA



3. CHANGING TRENDS: GAME INDUSTRY TRENDS IN 2009

WHAT (S THE FUTURE OF THE GAME INOUSTRY?
GAME MAGAZINES ARE FUSSING ABOUT ALL
SORTS OF THINGS, BUT WHAT D0 THE GAME
PROFESSIONALS ACTUALLY FIND WORTHWHILE?

{ WAS THINKING...

ForwARD DATAWHETHER GETTING ANALYSS SEEM
ance THUH o SEE sh“ﬁ‘u“‘““mTURNa%sm

ONLINEEXPECTED f S smuoy TBI““EE
e S o SO, CONRRENCE NS
rosseumesDEEPER DIF ‘El\ T DISTRIBUTIONTALKSigHT

BUSINESSmLoom G MANYSiG
il AUDIE TRENDS CASURGRES
.,.,vmz%%ov"EEsDEVELOP IMEN TExeeRiences
Harnld NEWEUTURE QRN e
KINECT ppoRTANT TOWARDS'% ETTEme

aesuuYEARS NNOVATION-mTE HNOLOGICAL ST.

<8 INTERESTINGDEVEL OPERS DESI N AR
es Ty aeurCATNG TECHNOLOGY EVENINTEREST e

"ABOUT ALL THE NEW PO
WE%-T :I.IHTEEYRSE'TRCE'S#JY Exc'{TEYDCAIEIM(IJFFER WHET ng% ;TR%EA
o P ADER ING TO
Ok GANING 6@ ROADER, EXPAND.
AUDIENCE IS GETT ING BROADER AMDJ'iBgT A & AND T R

F PEOPLE INSTEAD OF
#E,ngf;YgEg DEMOGRAPHICQ wiLL WA

€ COPHICTICATED AND ME:
GAME
co

WHOA, THAT'S REALLY
INTERESTING! THANKS!

NO PROBLEM!

TUULI SAARINEN ANNAKAISA KULTIMA



4. CHANGE IN VALUES: CASUAL GAME DESIGN VALUES

M ABIT CONF(ISED

WHAT (S HAPPENING WITH THESE
GAMES? THERE WAS SO MUGCH TALK
ABOUT "CASUAL GAMES" AND NOW,
WHERE HAS IT ALL GONE?

GROUPS munsrorsnons

LA“CTIVITIES wm".?'::PLAYER CERTAN

3 TRANSFORMATION. EXAMPLE Friekoena
SECONDARY Y DIG ALCULTLRESMM _ x

CASUA@DE;;%L@N
Y

'roncs P S ACs‘CESS|B||.|TY
SOLUTIONS ACQ,FE,.P;,QEBILITYJE"E')'?H“

OH, SO THEY ARE
STILL AROUND?

SURE, MORE THAN
EVER, PERHAPS.

ANNAKAISA KULTIMA



§. CHANGE IN THE SCOPE OF THE
DESIGN: EXPANDING GAME EXPERIENCES

T WAS wouoemnc&

i €EG
WHY 0ON'T SOM
VOIE
WITH GASUAL- A
THOUGH THE‘/ ARE SIMP\

70 APPROAGH?

DIFFERENT...
—-EXPERIENCES #ses...

e oateDESIGN=

“EXPERIENGE=%*

SEgnEl §BoLg_IA_LsTATEPLAYE"ENPI:'AYER

i PLAYERSEXPANDE
MFACTORSALSO DlGlTAL

AMES WORK
NGES, EVEN
€ AND EASY

GIIPSTER

DH, SO THAT'S THE FU22
ABOUT THE INNOVATION
IN BUSINESS MODELS
AND ALL!

" .
e
YEAH, THAT'S
RIGHT!
ANNAKAISA KULTIMA JAAKKO STENROS




6. CHANGE IN CHANGE: DESIGNING GAME EVOLUTION

! ( HAVE A QUESTION! ]

ICES.
€S ARE BEGOMING SERV
Q I AT & € GONGEPT PHASE OF

HOW DOES THAT GHANGE TH
?
GlIPSTER GAMES!

C H AN G m:.r.;h::gr 32%‘,’%‘5,5" ENER ‘}'i"EI'RIEVED soun::m"s
GAME S%N':F%ﬁﬁm;ré“ﬁiﬂ% 5
o o RELEASED CONTEN mem:;

ONLINE m~°“°ﬂ‘ INSTANCE wonmPLAYER
EXPERIENCE Ww"gggggﬂtf
%DTJ‘EGT = L= SER"“FAQAESQ%?T&E“

POSS|B|.E KEP mm« m
SERVIGES ALREADXANWM B B o
CREATED pera nm ml "a"“’mm

evave R
NECATVE

THAT MAKES
SENSE, THANKS!

ANNAKAISA KULTIMA KATI ALHA
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7. SOME NOTES ON GAME DES

1 WAS THINKING...

GO ABOUT
SHOULD ONE ,
RerARGHING GAME DESIGN!

“$TAGELOWGREN

WDESIGNERS I
m ACT NlTlES

muur LrI'ERATURE V|S|0

Ng
v°|EwES'G' "RFN"I':% e
A"‘l o Nl

So REPRESENTATION WHOLE
GAM

ESLA s

E.EMENTS S 5TUD1F-5
OBLEMS PRECEDENTS

MOST OF THE camE DESIGN UTERATURE CONCENTRATES
ON DESCRIBING THE CONTENT: . . GAMES AND ¢oop
DESIGN PRIM.‘IPLEQ You S'HOULD I?EALLV S'TUDV THE

DESIGN ACTIVITY AS WELL. FoR INSTANCE, ueivg
MODELS oF pegigy ACTIVITY From OTHER AREAS OF
DESIGN RECEARCYH CAN GIVE vou Much eeTree VIEw
ON GAME DECIGN N AND,

THEREFORE, HeLp YOU creaTe
BETTER DECIGN To0LS, FOR EXAMPLE.

YEAH, THAT’S HOW
IT REALLY 1S.

JUSS! KUITTINEN JUSSI HOLOPAINEN



8. DIFFERENT FACES OF 'INNOVATION'’

IT Seems
KE S
WHAT poe UCH A 8027 yyor,

1T ASTUALLY mepn?

GIIPSTER

MARKETS DASRLIPTIVE SRR
INVENTIONDISTREUTED o 52
PROCESSES SASD ML

RENT
orR “VAT”IH INGS, PEQP[E 0’_-’!.””“”

ON.” gyr
IoesTAND I7 46 g VALY
ANCE e RE ARE ALog
a RADICA[ AND

OH, OKAY. I'M
EOWCATED NOW.

GLAD TO HELP.

KATI ALHA ANNAKAISA KULTIMA JUHO KARVINEN JUHA KOONIKKA
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9. A SHORT INTRODUCTION TO CREATIVITY RESEARCH

HOW MucH po
WE AcT
P A T CREATIVITY! ALY khiowy

sl SN TowaRD SOLVING N8 NTELERE ez
ey MIDEAS nsoumzs SRECE Bra e oot perane
AR e SRR L Cotpaass o
f;,-! RO'-E |MPORTANT vork STERNBERG ¥l it 5 vevem o om™ s
HARAC’TERI MEASURES PAST
PRODUGT INDNIDUAI-S .. EDEFINI'HONS PROBLEM

ROZERT DERSONALITY cumate
GROWING LITERATURE
G °°"S'°E,'§A|_ REVEW ASSESSMENT FSYCHOLOG coltr,

MEASUREMENT T R@HHELDED

ﬂ

e

m'=Pm\cncs ENVIRONMENT Ao
~ BiraaWORK Tt SINDIVIDUAL eianen™

oo GRGANIZATIONS. NEW peifie o
i e PROCESALSO SOCIA Lsgre SF

DFFERENT ORIGINAL e
wauvwnr BECOME USED EDUHCAAJ ION  PROBLEMS ACTMTY

GIIPSTER

TANJA SIHVONEN
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10.
MODELING EXPERIMENTAL GAME DESIGN

1 WAS THINKING...

S THERE ANY POINT T0 USING DESIGN
MODELS S WHEN }\N ALYZING THE 6
pESIGN PROCESS

Doy AoTHER LEvas T
New Ve ammcsnocs-imE

GIPSTER

— Mg TWO R

R TIME QUESTIONS can: DERWN EX| ey’

::: 2 L§'€VML§‘6 = é\LSOPERIMEmL ACTIVITIES e

%o DESIGNING WORK NVISION = 2" -R=

T o DESIGNER {2 =
MOBILE

PLAYERS &8
A -NTBE%I\GNERS SITUATION
APROGESS*

EVALUATING | Movl
mmckt" MQR%LSALEI)J;RSTANDN
i CTION OFTEN
e ONE Al ANALYSIS MECHAN
TEST OPERATIVE HANICS

Almw.'r ELEMENTS EDITION
Vm‘m "W-WMEVEN
HoLopAney AROUND FRAMING SOlUTION

é%

YEQ! MODELS CAN BE UCED AS A WAY OF RAISING THE
DECIGNERS' ARENESS OF HOW THEY ARE DOING
AN REVEAL ACT VITIES, DESIG

THE DESIGN ITSELF. THEY CAN
QIT"ATIONQ AND DEQ'GN CHOICES THAT COULD HAVE
CT IN THE ANAL LYQIC OF THE DESIG

HEY, THAT'S
PRETTY GOOL!

JUSSI KUITTINEN
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11. INNOVATIVE GAMES: THE HISTORY OF WINNERS

1 WAS TALKING WITH
MY FRIENDS ..

TH
o S;c:;.;gu CALLING DoOM THE BIGGEST
EVER. guT ¢ KNOW THAT TYPE OF GAME

DOOM, 50 poesN"
| TT '
NOT ACTUALLY AN INNOVATION gor :Ac:::’sm i

GIIPSTER

sToRy roranm
g wideLy” INFLUENCE

=W SOMETHING
INNOVATIONZFBOOKS 2
%INDUSTRYMEVEN MAijfﬁd“é:oHo:N; SUCCESSEUL S
= INNOVATIONS BE18 5t s Szt

e FIRST S
oo RS -

WHEN Y00 PUT (T
LIKE THAT ... | GUESS.

€AH, THAT'S A BIT
gncnwmog.

KATI ALHA

27



12. HISTORY OF GAME INNOVATIONS

THE p,

TROGAMES
{ PLAYED SOME RE o
‘ WAS TRINKING... W HAVE GAME e
AND WAS T! CHANGED ¢ A s"rgVAnoN S

28

s T

EVEN S TYRES SRS PLAYERS s
RAPHICS INNo FIRST (ot i35

i Bibse CATEGORIES |NNOVAT|ON -

Y B NUMBER oo e
& e DIFFERENT 19905 AONT
TIVE a0,

19708 S VIDEQ_ ™

“#«DECADE |."|'|"§T”(")"RV TECHNOLOGLC\"@L:;s BIG M
WL Carieoe HO\&VSE\él_-i_ILL DISTRIBUTION ATl e i

1
GAMING mssam'nou USED PANIES f ME_

T0 SEE WHAT WILL COME NEXT!

r

GlIPSTER

‘ THAT'S INTERESTING! CAN'T WAIT

KATI ALHA



13. AN EVOLUTIONARY APPROACH TO THE GAME INDUSTRY

( WAS THRINKING ABOUT
THE GAMES OF THE
FUTWVRE...

GlIPSTER

e COLTORE
NATIONM v’%‘%‘é’%“b ey

e CONO!
suocess POPULATIONmEVOLUT|0N SELECTION-..Agu *“EEATURES
VAR|AT|0N"M“sms"“FR °°""W'%m

INNOVATION

w

INNOVATIONS e CHANGE = N

U URAL
ShE EERGEVOLUTIONARY
" NDUSTRY

ONE MIC TECHNOLOGY
TECHNOLOGICAL PRACTICES 2 IND S "‘°°”°TSCHANGES""

mmvm

onczrrrs ENVIRONMENT o™

mﬂim

PTING TO THE
EVOLUTION 1S ALL ABOUT R THE MARKETS AND

THIC PHENOMEN
LE mrssgem P‘})
; A
ST GIToE ReE-T0-PLAY l
ME WITH MICRO PA

]
HMM, S0 EVOLVIN

DOESN'T NEGESSARILY
MEAN GETTING BETTER

EXACTLY. AND BIGGER.

JUHO KARVINEN
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19. SEVEN INNOVATION ATTITUDES:
FROM UNIVERSALISTS TO SCARECROWS

( WAS AT A
GONFERENGE A { HEARD A GAME DEVELOPER SAYING THAT spg:
WHILE AGO... ;’;:‘; :F EVERYONE TALKING AgoVT INNOVATI:N
GHT INNOVATION WAS
DOESN'T EVERYOR A 600D THING,

WANT MORE oF 1?

DESIGN
MiGHT REALYY

ANAKHAENTCREATMTV
. PEOPLE et

NGUSTHYve
EN wm%“ﬂ?%ﬁ“celi"\lTERV|EWEEsmé§f%§“

“%%!E#Afﬁ%é‘i’\”f”sbPRo ESSGAMES% DIFFERENT=~"

oS MANY SFR THINGS 78 bl ATHINK ek

"B romo, OEE "B"ﬁw'ﬁ'EE\'IEf‘gLPMmT INNOVATIVE TOQLS OOMWPMES
A'rrrruDEsEE ke PRIMARY Al WAYS EVI INNOVA'HNG CONFERENCE
amg""“m LIKE WANT STUDY _ EXISTNG  noid

GlIPSTER

ANNAKAISA KULTIMA KATI ALHA
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15. THE FOUR INNOVATION PHILOSOPHIES
GUIDING GAME DEVELOPMENT

HMM._ . §ILHow 00 GAM,
N

EVALUATION

INN@VATI@N

'“c"” STUDYINTERVIEWEESFACTORSDATA
ANALYSIS SEEONE PROCESS Armmf

.,H.WWDESIGNPRODUCTIO '”“‘ ¥ Wb
HAN§ISB:";N"'322DIFFERENT MPLQB.,'LLJ&E.,S S WORDS CENTRIC

== HUM, o
" NS COMPANES MEfISUEE Ao

™ PAGT B PHILOSOPHIES'NDUSTﬁY =
ALSO

WELL, THOSE

ALL SOUND
IMPORTANT TO
ME!

ANNAKAISA KULTIMA JUHA KOONKA JUHO KARVINEN
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16. EXPERIENCES WITH SCRUM IN GAME DEVELOPMENT

HEY...

WHAT'S ALL THis

FUSS AgouT
SCRUM IN GAME DeveLopmen s e "0
WHAT 00€s (1 p

0, | THOUGHT
SOMETHING T0 00 WiTH g o :C?Ram HAD

GIIPSTER

CREATION
PRACﬂGE,S

POSITIVE YANAGENENT 2
£ VIGHT soornn

FFER e Y EFFECT

Km!m BATA T NEDS LE OOM AN VENTIONED

e USE B A TONs. ME THODS S8 e Sreche itz

L FRoeT ONEZINFQ RMANTScoweaEs PROGES

‘DEVELOPMENT:
SCR

A TERM USED IN RUGBY AND
mwngRE"rE'RgMog %Lv DESCRIBE AN AGILE, III‘G"NDOQTFCE
"gAMEWORl( USED lN QOFTWARE DEVEI.OPMEA"DNI R AGILE
X%'%T’i %F:%mc THE “FUN" IN THE GAME TO AN EARLIER
GTAGE OF THE DEVELOPMENT PROC ROCESS.

HMM, SO | WAS
RIGHT ABOUT THE
RuGBY!

JUHA KOONIKKA



17. THE ORGANIC NATURE OF GAME IDEATION

I WAS THINK'N&

OESGGNER EN
x:?euow 00 THEY BRMNSTORM

HOW 006
THOSE (0€

GlIPSTER

—ALSQ " iBoviz.
DS EXPRESSED DESIGN mAqu ...E..,§ DIFFERENT

T OTHERS
IMPORTANT e EASY APPROAC et
é%?”.ﬁ%éf AS GENERA HES 2,
EXPERIENCES CREATIVE EVENM

Wiy BRAINSTORMING

|NTERV|EWEES -
New| DE; AmDESIGNERSs%?ggNF}PgHgS
R VL GPMENT PRACTICES NE PROCE

THOUGH CHANGE
MANY Tfobt, GOOD,

/ ORMING?
DO YOU MEAN enAmgTommc OR BRAINCTORI NEEDﬁ'

CTUAL TECHNIQUE
BRAINSTORMING IS AN A TRAINED
£0 FAC'UTA;‘OR e W:'MLEAgstLO 28 MEAN

HUKW?

OH... S0 BRAINSTORMING

15 JUST A SMALL PART OF
T ALL?

ANNAKAISA KULTIMA
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d‘l WAS WONOERING...

GIIPSTER

HEA“VITV G MES m“mm

i STUDY RS ROLE DATA
228 aeem WATE RESEARCHONEmAL

e R, PARTICIPANTSENTRIES

CONTEXT

TIVITY " =
v DIAR Y Vit s MIGN
GaMEGrovr - r ) B | G
emPROJE! NTW’ PROCESSES e -
mumg,«mEmMAY som;l: E!mgﬁ'mgys MR @M E S

veED 4
L OF oW eam'fi'fg’lc’,’,’é'” IT PROVIDED yyo

™ TH wiT

THE NK AND Feer
ar . IN FACT,
IMPORTANT morrE SOCIAL ASPECTS oF 3

AP UNCLEAR ROLES AND p,
e PRoAcHEs' ro GAME DEQIGN ¢ o IFFERENT INDIVID

JUSSI KUITTINEN ANNAKAISA KULTIMA



19. THE ANATOMY OF A GAME DESIGN SESSION

:;unr 00 GAME DESIGNER S REALLY

% ::ERI:NG CONCEPT DESIGN? ARE
NY REALLY

vl INTERESTING

GNIPSTER

EVALLATNG PLAY.

S EXAMPLE BOTRRENT T
GIVEN PROTOCG. STUDY PRECEDENTwLns F|RST

S A WORR“ VORK NEW *roron
I HOWEVER SITUATION g
”““"M;.%s“ conl}lmli\lﬁ%s E cngN%EPoIAMODELm"
gg"‘-é"x";‘* e PRECEDENTSW%PROCESSR‘A‘T“&EE‘"E
SED - FIGURE METHOD A\mamc

~COMPANY
< DESIGNERS™
mmTvngg ONE A mm = |NTERE§IL’E\|G
AR AMES RESEARC R

OH, OKAY!

YEAH, THAT'S HOW
IT REALLY 18.

39
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20. GAME DESIGN CONSTRAINTS

WANNA
BE A GAME
DESIGNER.

GIIPSTER

TIMA PUBLISHER DEVALCPERS

ez CONSTRAINT....

RESTRICTIONS 'DEAS CGNSTRAI NTS
) woa%s“#épcé‘é’éh‘%’XfﬁTCOMPANYpéi‘%t‘S'l’f_
oo oursDes R =N e QO 1

DIFFERENTPRQCESS RESTRmenmmms e a
s.,.cz|DEAT|0N|5xc|_us|\/|g = USE .,!.QE,,{\, Mgmi |NST AN CEINSIDE"W’

ApEs i, T
S POSlTIVE ALS&;"USE
smﬁc AVALABLE

OK, SOUNODS
CHALLENGING. ..

ANNAKAISA KULTIMA KATI ALHA



21.
EXPLORING GAMES AS FORMAL MODELS

‘ HEY, ENLIGHTEN ME... ‘

EVEN MOBEoES PRODUCT @
ERSITY PRovDE COMMUNICATION 257

SYSTEMS | RESATING ERS DES SCHELL
i VSPECIFI(I‘?R%%“QSPUWM
GROUPS o

SFORMAL O

usmeTAMPERE"“"‘ACCORDING %

AMESSPECIFICATIONS
mmzmgG AM E‘ém’so”%?

FINLAND NAT |RAL COMPLEX

SUITABLE UNIV : ’

WELL, WITHA MODEL CREATED WITHIN A SUITABLE
CPECIFICATION ENVIRO! NMENT IT 12 POSSIBLE TO
REALISTICALLY MOD DEL GAME RULES AND EVENTS.

A HIGHLY ABSTR RACT FORMAL MODEL CAN, GIVEN
PROPER VIQIALIZATION TECHNIQUES, PROVIDE
COMPREHEMQON ND HELP CO MMIIMCAT’OM IN
THE DEVELO OPMENT PROCESS. THAT IS, WHEN TH
EEECAI'I)I#OUES MATURE AND PROPER GUIDELINES ARE

SOUNOS A BIT
GCOMPLICATED... BUT (

AM REALLY LOOKING
FORWARD TOIT!

TIMO NUMMENMAA

ELENI BERKI TOMMI MIKKONEN

4
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22. SIMULATION AS A GAME DESIGN ToOOL

{ SPENT HOURS
DOING A PROTOT 7P
LAST NIGHT ...

GIIPSTER

S "‘"‘m Bl T
SIMULATION GONGHE w2 e
%gg‘LV'SlON EVELOPMENTmK|NDsWFO L°"‘"'ER

ME&%&%REPRES“ENTATIONSW

TN ABSTRACTIONBYRAMICS REPRESENTATION

~DESIGNER =S GAMERL Y=

COMMUNICATION

STOSESCOPIES ™ PROTOTYPE S 5owork S| TUATION BRST =7
EXPLImDIFFERENTlM AGESPECIFICATION 5"”"‘:"‘; g

OH, S0 WE
STILL HAVETO

PROTOTYPE TOO..



23. EVAL
UATING THE EFFECTS OF IDEA GENERATION METHODS

KS 8esT Fop Mgl?“ErHoD

2t 0% WORKUSE
s ;“;,HﬂlzROCESSEsSESSIOng}‘UACTICEsL‘!_E“,V“V
INTERESTING EASY | APPng AD(!‘!: FERENT eevnce

A HES prACESS Prove

pesich GAME: 5
w&%ﬁég IONWIEA T&“
mr«%ﬁﬂu"“WBRAINS'IRO%NG Mnﬁﬁoéﬁg ECTS S

FRESHINDUSTRY EXPERIENCES

s rote st SESOION CREATIVITleMMEDlATE T

Iy Y
2z MAY.r- IDEATIO
e ON IMPORTANT g

THE EFFECTS OF THE METHOD CAN ACTUALLY BE QUITE
DIFFICULT TO MEASURE. FIRCT OF ALL, THERE ARE THE moST
ETHER THERE

-ANGIBLE RESUL LTS: THE IDEAS THEMSEL
WERE LOTS OF IMT ERECTING A AND FEASIBLE IDEAQ PRODUCED
IVEN TI PERIOD. ON THE OTHER HA THERE IS
NQPIRATIDN AND

WITHIN A G
A NEED TO LOOK AT LESS TANGIBLE
FFERENT KINDS MET"ODQ 1C THE KEY,

LEARNING NG. USING DI
QINCE TH HEY GIVE YOU NEW PERSPECT NEQ

OK, THAT (S GO
00 7O
50%‘ THANKS!

60 AND MAKE COME
CRAZY GAME IDEAS!

.

GIIPSTER

ANNAKAICA KULTIMA
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24. USING THE VNA IDEATION GAME AT GLOBAL GAME JAM

ABOWUT VNA...

THE (IDEAS ARE
€0 1T, 80T T 5 ©S€. THEY 0O NOT

ALWAYS FIT TO MY DESIGN CON:TRNNTS
SHOULD | USE SOMETHING €eLS€E?

(| HAVE TRI

com®, SE“ON WITHIN control (o o
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25. AMODULAR IDEATION GAME — THE CONCEPT OF IDECARDS
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26. GAME DEVELOPMENT PRACTICES AND DEVELOPERS’
ATTITUDES - AN INTERNATIONAL SURVEY
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27. IDEA MANAGEMENT SYSTEMS R
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28. IDEA MANAGEMENT SYSTEMS AT GAME COMPANIES

WHAT Kinp,

S OF
SYSTEMS po I0EA MANAGEMEpy

CAME CompApe s vse?

GIPSTER
ENTRAL"’F‘u?«”cnoN w DIFFERENT.. e oo
GOOD R!EJVEE%OPMENT GAMES ADD .y
mmm ROCESSNEEDED D o
WELLFORUMS I A::; EF“_EKINDS
£58 JSE=NAYS M PO IR
S ENFOR,,ngfm

meI'OOLSJJCEEECOMPANIE
mougHT BRVATION M ANAGEMENT COMPANY

mvwnsnz MA
AT ALSO REGORDED v PEOPLE
= 2o s HOWEVER ERNFW oo

NEEDFARAH.EL PRm-E LYY “

QUITE A LOT. SOME USE
:'((J)U NG sx’cregr';':imuc PIECEQ OF Rl;f:fk, COME
HAVE VERY COMPR COMME mcgvcwo1 EEMS
oL MieE KIS, FORUMS, AND

GENERAL TOOLQ LII(E BLOGS, WI
CTUFF LIKE Tl

HMM, THAT’S A LOT OF
OIFFERENT STUFF.

YEP, THERE'S A LOT OF
DIFFERENT NEEDS T0O0.

KATI ALHA

48



29. THE IDEAL GAME IDEA MANAGEMENT SYSTEM
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30. TOWARDS BETTER IDEA MANAGEMENT
SYSTEMS - THE CONCEPT OF IDELAR
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31. ROOM FOR CREATIVITY - EXPERIENCES OF FLOWERI
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