
This presentation isn’t 
about genre 

A game design talk by Moses Wolfenstein 
“Drama&c	  Chipmunk”	  image	  from	  BustedTees	  via	  Laughing	  Squid	  



Why this presentation isn’t 
about genre 

A	  screen	  shot	  of	  the	  game	  Braid	  by	  Jonathan	  Blow	  



Ways of Classifying games 
• Audience (i.e. Hard core gamers, Casual gamers, Girls, Military 

Personnel, etc.) 

•  “Genre” (i.e. Shooter, Adventure, RPG, Platformer, etc.) 

• Setting/Theme (i.e. Horror, World War II, Fantasy, etc.)  

• Desired results of playing or “Market” (i.e. Entertainment, 

Fitness, Social Action, Learning, etc.) 

• Platform (i.e. Browser Based(Flash), Console(PS3), Mobile

(iOS), etc.) 
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Game design as inquiry 

• Who: Who is the audience? What’s the player’s role? 

• What: What does the player do in your game? What 

are the goals? 

• When: When does the game get played and for how 

long? 

• Where: What is the setting of your game? 

• Why: What’s the purpose of your game? Why play it? 

•  How: How is your game played? What technology is 

needed to play? 
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The “who” of game design 

Cat	  playing	  Free	  Cell	  found	  at	  bitsandpieces1.blogspot.com	  via	  Google	  image	  search	  



The “who” of game design 

Nintendo™	  characters	  found	  at	  ninntendoeverything.com	  



A	  screen	  shot	  of	  the	  game	  Parking	  Lot	  3	  from	  Addic&ngGames	  

The “what” of game design 



A	  screen	  shot	  of	  the	  game	  Super	  Meat	  Boy!	  By	  Team	  Meat	  

The “what” of game design 



Wii	  fit	  Hula	  Hoop	  image	  retrieved	  from	  Product	  Wiki	  

The “when” of game design 



A	  screen	  shot	  of	  the	  game	  Angry	  Birds	  by	  Rovio	  

The “when” of game design 



A	  screenshot	  of	  the	  game	  Portal	  from	  VALVE	  (retrieved	  from	  IGN.com)	  

The “where” of game design 



A	  screenshot	  of	  the	  Portal:	  The	  Flash	  Version	  retrieved	  from	  ploomy.com	  

The “where” of game design 



A	  screen	  shot	  of	  the	  game	  Bloons	  from	  Ninja	  Kiwi	  

The “whY” of game design 



A	  screen	  shot	  of	  the	  game	  Darfur	  is	  Dying	  from	  MTVU	  

The “whY” of game design 



A	  screen	  shot	  of	  the	  game	  Team	  Fortress	  2	  from	  VALVE	  	  

The “how” of game design 



Serious & Casual 

The	  Etzio	  Auditore	  downloadable	  Sackboy	  available	  from	  Ubiso]	  for	  Media	  Molecule’s	  Li_le	  Big	  Planet	  

?	  ?	  



Serious & Casual 

A	  screenshot	  of	  1066	  from	  Preloaded	  developed	  for	  Channel	  4	  	  	  


