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Keyterm Word A word or term that will be ex-
plained later in the slides

Emphasis Word Purely stylistic in most cases
Link Word A link to something so you do not
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Learning Outcomes

1. Evaluate the mechanics of a game.
2. Explain gameplay elements in terms of game theory.
3. Describe the relationship of story and computer games.
4. Develop measures of player experience and apply them to
optimise game parameters.

5. Evaluate the effects of game AI on player experience.

4

Learning Outcomes

1. Evaluate the mechanics of a game.
2. Explain gameplay elements in terms of game theory.
3. Describe the relationship of story and computer games.
4. Develop measures of player experience and apply them to
optimise game parameters.

5. Evaluate the effects of game AI on player experience.

20
18
-0
5-
25

CE810 GD2
An Overview

Learning Outcomes

We are covering the last two. Click to highlight each in turn.



Learning Outcomes

1. Evaluate the mechanics of a game.
2. Explain gameplay elements in terms of game theory.
3. Describe the relationship of story and computer games.
4. Develop measures of player experience and apply them to
optimise game parameters.

5. Evaluate the effects of game AI on player experience.

4

Learning Outcomes

1. Evaluate the mechanics of a game.
2. Explain gameplay elements in terms of game theory.
3. Describe the relationship of story and computer games.
4. Develop measures of player experience and apply them to
optimise game parameters.

5. Evaluate the effects of game AI on player experience.

20
18
-0
5-
25

CE810 GD2
An Overview

Learning Outcomes

We are covering the last two. Click to highlight each in turn.
4. Player Experience: Definition



Learning Outcomes

1. Evaluate the mechanics of a game.
2. Explain gameplay elements in terms of game theory.
3. Describe the relationship of story and computer games.
4. Develop measures of player experience and apply them to
optimise game parameters.

5. Evaluate the effects of game AI on player experience.

4

Learning Outcomes

1. Evaluate the mechanics of a game.
2. Explain gameplay elements in terms of game theory.
3. Describe the relationship of story and computer games.
4. Develop measures of player experience and apply them to
optimise game parameters.

5. Evaluate the effects of game AI on player experience.

20
18
-0
5-
25

CE810 GD2
An Overview

Learning Outcomes

We are covering the last two. Click to highlight each in turn.
5. As it says on the tin



The Goal

To use game playing agents (AI) to help us test points in our
design space to improve player experience in games
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• Understand differences in variations - is version A better
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• Does a game have defects/exploits
• Are there dominant strategies?
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Assessment

• Asteroids Experiment [10%]

• Search design space for target game
• Game Design Hack [40%]

• Working game and brief description of how it works
• List of parameters that could be modified

• Player Experience Experiments [50%]

• Final Presentation [10%]

• Presentation itself (pptx or pdf)
• Presentation given in week 2

• Final Report [40%]

• Game variants
• Reports (pdf)

Full details on the module page.
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