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Explicit vs Implicit rules

We started out learning the 

importance of explicit vs implicit rule by 

playing a game called bean bag 

battle grounds. It had 3 very simple 

rules that were easily exploited. For 

example all the player was told to do 

for the first two rules was that they 

must always throw the bean bag 

underhand and be in contact with a 

chair . This meant that one could just 

roll their chair right next to the board 

and underhand toss the bag in.
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The insight into how others may 

perceive your rules or misinterpret 

became an obvious principle to 

be aware of when designing 

games .



Explicit vs Implicit rules

There are two types of rules for each 
game, the explicit and the implicit.

Explicit rules are clearly stated, where 
implicit are implied.

It is crucial you keep these in mind when 
writing your rules and play testing your 
game.

We did an exercise writing explicit rules 
for Rock Paper Scissors just to see how 
easy it is to break a simple game in the 
absence of clear concise rules.
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Rock Paper Scissors 



Rulebooks

As a computer science major I found writing 
clear rules similar enough to writing clean 
code. Its all in the organization and flow of 
information.

When designing a game I could not help 
but stop and think “what will the rule book 
look like”. This contributed a lot to my 
design.

I found myself on more than one occasion 
cautioning my team about this when too 
many single use case events or mechanics 
were being thrown into the design.

Having 1 card that does something so unlike 
anything else in the game that it requires an 
entire paragraph of extra explanation in the 
rules is an example of something I tried to 
stay away from.
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I had plenty of practice writing rule books over the 

semester.



Player Agency

I learned that one of my favorite mechanics in 
games is called “Player Agency". This is the term 
centers around how many choices are given to the 
player.

It is critical that you combine these choices given 
with meaningful outcomes otherwise it’s not really a 
choice.
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Sometimes choices and meaningful outcomes 

are categorized separately but I think of them 

as together. So player agency to me means 

the ability for the player to make meaningful 

decisions.



Player Agency – Village Pillage

Village Pillage is a simple card game 

with good player agency

In the game the player has plenty of 

choices. The player must balance the 

decision on which cards to play when 

and against whom based on a counter 

system.

The player must also decide a strategy 

of spending turns buying better cards or 

going straight for buying victory 

objectives.
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Heuristics

 We discussed heuristics which are how you learn to do something. 

Which is a fancy word to describe a procedural trial and error for 

reaching a goal.

 Good heuristics tell the player how well they are doing at a given 

moment and where to advance. It is also a part of a larger picture 

of how we collect and store information that can be used again .

 For example, if you've played the board game Risk as a kid, its much easier to learn Civ 5, and if you've played 

Civ 5, you can use that info to learn Total War.
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Brainstorming

 Who You Are

 What You Do

 How You Win
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When it comes to game design there 

are 3 fundamental questions you must 

ask yourself  

Rory's Story Cubes

Rory's Story Cubes are an amazing 

resource for helping you come up with 

ideas for those roles. There are multiple 

die with unique images on each side, 

When rolled at random and separating 

the results out into the 3 categories can 

really produce some creative ideas.



Class Activities: Puzzles

When designing our own, I considered the most frustrating 
parts of the Unlock! series playthroughs and tried to avoid 
these major pitfalls:

 Even after solution was given, couldn’t figure out how 
designer got answer.

 Too many cards at once , not sure where to go or what 
to focus on.

 Reliance of specialized knowledge and facts, old time 
barometers and sheet music reading

 Directional Heuristics in the game very frustrating for first 
game, improves over multiple plays. Improper Game 
rated difficulty.

 Certain Audio cues played once, followed by 
background music. Found the music annoying and told 
team mate to turn the volume off so we never got the 
clue.
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In class we played the Unlock! Series in preparation to 

design our own as our first group project.



Class Projects: Puzzles

 Designing an Unlock! Style game was harder than it should be, at least on the first 
go around.

 Producing a theme that had enough elements was the first hurdle. After that 
properly tying in and splitting the elements into different mechanics was the 
hardest to achieve.

 It was difficult to separate these elements apart and handle them one at a time 
as they are all intrinsically intertwined.

 Once it was possible to separate these elements into smaller parts, it became 
much easier to map one another to work together. Only then was it safe to relate 
to them back to one another.
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Class Projects: Board Game

 Designing a board game was a ton of fun, we tried to do something 
unique which was a 3 player co-op style game.

 Our theme was picked by using the brain storming dice. 

 Some challenges we faces were:
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RNG and replayablity. . We wanted this 

game to feel unique and have some 

randomness to it. We incorporated dice rolls 
into almost everything. This fit the theme of 
gambling and added replayablity. How 
much money you earned (or lost) knocking 

out guards and disarming traps are all 
conditional upon dice rolls.

Adding penalties and a way to lose. . 
Having a co-op board game was kind of 

strange, In some ways it felt inevitable you 
would eventually win. We overcame this by 
adding AI guards to the game that would 

rotate after every turn based on a dice roll.

 Balancing the potential to lose. The 

number of guards per room was finicky, too 
many early and it was over whelming, not 
enough and you couldn’t steal items from 
them. We came up with a solution to add in 

a penalty system. The longer you played , 
the more guards that would spawn. This 
fixed the current issue, and gave players 

something to hunt once they were geared 
with items. Additionally, this eventually lead 
to another mechanic added later on which 
was to counter the penalty system. 

“My favorite part of game design has 
always been creating systems that overlap 
one another. Its great when you create a 
solution that improves multiple parts of your 

game at once”

“You are a low life gambler indebted to the mob, you and three friends must infiltrate the casino and 

acquire key cards to open the vault, you win by simultaneously inserting all three key cards and looting 

the vault”.



Class Projects: Board Game

 Challenges continued:
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 We wanted there to be 3 different 

roles for the characters. We had to 

find ways of pushing players toward 

those roles without ruining player 

agency. We did this through the item 

system, having it make sense if you 

had certain item you would be better 

at performing X role.

Figuring out how many spots should 

have actions or be nulls. We started 

with a game that had a lot of blank 

spaces and after play testing quickly 

realized how boring this felt to take 

your turn and do nothing. We ended 

up adding something to every square 

and some having multi choices.

 Balancing the economy to keep 

the game challenging and engaging. 

If the early game the currency ramp 

up was too slow it going boring 

quickly, but if it was too fast, we risked 

making 1 of the character roles 

obsolete.

Navigating the stairs. Stair spots still 

trouble me, it can be very awkward 

writing explicit rules for mobility 

around stairs, and some players have 

differing expectations on what 

landing on vs passing through them 

should do, stairs ended up 

accounting for a huge chunk of the 

rule book.

Casino Heist



Final Project: Corporate Ladder

Key features for a successful pitch

 Summary

 Gameplay

 What makes this game unique?
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Creating a Pitch

Keep it simple, just the overview and general theme.
This is the first look into your game.

What will it be like? How will it work. Once again keep in 
simple, a lot of things will eventually change in 
development.

This is a no brainer but can sometimes be the hardest 
part. What separates your game from others on the 
market? Who would play it and why. Here is where you 
state your target audience.



Final Project: Corporate Ladder

Creating a proposal is essential for many reasons

 Understanding the goal/scope of the 

project

 Estimating cost and components

 Ability for designer to communicate 

essentials in one neat clean document

 Serves as a reference point and final check 

list

 Can help pinpoint weaknesses or oversights 

early on
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Writing a Proposal



Final Project: Corporate Ladder

Where to draw the line

Changing one thing can break everything else.

I learned a valuable lesson early on about 

game development , roles and life cycles

 It became increasingly difficult to get 

everyone to agree on the same thing. If by 

chance we did agree to change 

something, then someone would want 

something else changed then and it was a 

never-ending cycle. The desire for a project 

manager became apparently clear to me. I 

fully respect and understand that role now.
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Challenges



Final Project: Corporate Ladder

Solving confusion

Concatenation

 Solving the thing with most confusion in our 

game was the title concatenation. This 

confused players the most, and after some 

helpful feedback from our play testers we 

reworked the templates of the title / 

department cards several times.

 We also removed some of the choice on 

which effects become active when linking 

cards, because it was hard to keep track of 

and ultimately too confusing, even to one of 

our designers.
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Challenges



Final Project: Corporate Ladder

Solving confusion

Iconography

 Adding in icon representations 
for recurring game elements 
such as "on your turn" 
, "anytime", and in 
game currency really helped 
add clarity for players at a 
glance trying to understand 
what their cards and cards 
across the table do.

 This not only made the game 
easier to understand, but sped 
up lulls, increasing overall play 
speed and enjoyment
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Challenges



Final Project: Corporate Ladder

What I enjoyed the most

 I would say I was heavily invested in 

the entire project since the start, I 

like to think my vision ultimately 
shaped this game the most, and I 

loved seeing my ideas come to life.

 My biggest takeaway was learning 

that the part that I had the most fun 

with was designing card title and 

effects to logically fit within the real 

world and game world.
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Enjoyment



Personal Focus : 

Takeaways

This class really helped narrow down my favorite aspects of 

design work.

I learned I really enjoy bridging the gap between real life and 

game mechanics.

I think its super enjoyable to interpolate something as vast or 

abstract as a real-life event or feeling and making it fit into a 

game mechanic.

Likewise, on the reverse Its really fun to design a game 

mechanic to mirror something in the real world.
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Personal Focus :

Takeaways

Human Resources

One of my favorite designs was for the 
card Human Resources the effect just so 
perfectly matches the name.

"Once per turn you may draw a card 
at random from another players hand."

This card essentially turns other players 
hands into resources for you, perfectly 
bridging the gap between game world 
and real-life connotations in the job 
market. and I love It.
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Examples



Personal Focus :

Takeaways

Steal Stapler

Another example of one my favorite 
designs was for the action card Steal 
Stapler . The thing I enjoyed most about 
this card was making the cultural 
reference to the movie Office Space 
(1999)

In the movie Lumberg steals Miltons red 
stapler and Milton wastes a ton of time 
trying to get it back. He also seemingly 
annoys everyone while seeking it out.

This is why the player loses a turn and 
respect.
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Examples



Stout Game Expo (SGX)

 It felt awesome being able to show off your hard work to 
others

 It was great watching others interact with your designs and 
mechanics, after all what is more satisfying then seeing 
others enjoy your game.

 It’s really worth it having something tangible and polished 
to show off.
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SGX was a blast,


