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Agenda for today

Housekeeping
How to create game ideas: radical and incremental innovations
Mapping innovations

Wrap up and preparations for tomorrow




Today’s learning outcomes

Familiarize yourself with some of the means game designers utilize to
create game ideas

Understand the connection between game ideas and innovations, and how
they are evaluated

Practice ideation methods to create game ideas




Lopez Robin, unsplash.com

Game idea = innovation proposition validated by gatekeepers and the markets



Incremental mnovatlons




Radical innovations
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Mapping innovations

Rationality (accessibility)

Confined Service

Artistic aspirations [novelty)

(Lampel et al. 2000; Tschang 2007)



Figure 2 Balancing Product Innovations Within Game Development Studios
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ARcHeR (Level 2)

Favorite target:
Damage bype: Single Target
Targets: GrRound € AiR

Housing Space: 1

Training Time: 255
Movement speed: 24

These sharpshooters like to keep their distance on the battlefield and in life. Nothing
makeas them happier than single-mindedly taking down their targel.


https://www.youtube.com/watch?v=K-NBcP0YUQI



https://www.youtube.com/watch?v=K-NBcP0YUQI
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What the practitioners say? 1

When speaking about free-to-play games, how the economic models
differ across games. Often f2p games are bundled together, but there are
also many subcategories.

Respondent B, major Finnish game development company




What the practitioners say? 2

Ah, that's a very long story. It was just like a prototype that Benjamin did
to test his technology, and when we met for the first time. And then we
started talking, and first we focused on the physics, on the level design. /
really like level design so | did that part. It was very, very big. And then we
started to create the whole story.

Respondent C, Finnish game industry start-up




Validating ideas:

Game Jams
Competitions
Game reviews
Conferences

Crowdfunding and crowdsourcing
Revenue

Franchising opportunities

New collaboration partners
Anything else?




Lopez Robin, unsplash.com

Game design and idea generation as partially open processes:



https://blogs.geniteam.com/2016/02/01/game-development-process/



https://blogs.geniteam.com/2016/02/01/game-development-process/

Free ideation? Or the world is your oyster?

Path dependency -> What have we created?
Dominant design -> What is out there in the market?
Own competencies -> What can we create?
Own aspirations / vision -> What we want to create?

Internal, external, and technological restrictions on how game companies
can innovate through their ideas.

Q: how to break these restrictions?




What did | learn today?

® What are your key takeaways from today’s session (and exercises)?




Preparations for the next session

® Learning diary (11:59pm] submission on Friday, team presentation
tomorrow (11:59pm]!
® Fach team presents on Friday what they have accomplished so far

O 5 minute presentation followed by a 5 minute QGA

O  Design critique: not bashing down ideas, but helping other teams improve their
project
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See you on Friday!
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