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• Features emerge from rule interactions
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• The emergent feature is “Defences need to be managed”
• Rules together with features form the mechanics by which
gameplay emerges
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organise tokens
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• Collisions?

• Reward Structure
• Game State transition structure
• Fundamental
• Small changes can radically alter the game
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• Fixed or Panning? Scrolling? Zooming viewport?
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Level Design

• Significant impact on difficulty and interest

• Ms. Pac-Man classic example

• Levels differ in maze layouts
• Parameters such as speed of Ms. Pac-Man and Ghosts

• For asteroids focus on speed, size, and movement of the
Asteroids
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AI Behaviour

• Complex problem

• Interesting AI can make or break a game
• Keeping AI intelligent without being too powerful is hard
• Need to monitor the player and tweak
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Evolution

Figure 1: Mechanics are like a game’s DNA, and they often evolve
from earlier games [2]

•
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SpaceWar 2p pvp Asteroids ships fighting

Space Invaders Marching columns, single dimension of movement

Asteroids Combined the two

Galaxian Simple improvement to Space Invaders

Galaga Sequel to Galaxian - Added tractor beam

Defender - 2D movement and rescuing

Choplifter - Reskin of Defender

Xevious - Mario style scrolling aircraft

Zaxxon - Isometric view



’Inspiration’

There are great opportunities for mining minor variations on
existing games
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