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Problem 
The problem with many games nowadays is that they are rather similar and all follow a basic 

structure; beginning to end with a gradual progression in difficulty. My aim is to try and create a 

game which doesn’t follow the same rules as others. I have come up with a few ideas and I am trying 

best to counteract that problem. A game with replayability is something I think is critical so I will 

keep this in mind throughout the design and planning process. 

A few things that can make a game replayable are: 

Score; this is something that you can beat and aim to improve on. 

Multiplayer; because multiplayer is operated by other players, it changes each time it is 

played. 

Goals; challenges, where if completed could unlock items. 

Unlockables; customization, new weapons and clothing. 

Alternative gameplay; different monsters or different endings depending on your skill and 

rank throughout. 

I know that visually I want it look quite artistic and attractive, gameplay comes before graphics 

however an artistic style is something that attracts the audience to playing the game. As far as the 

art style goes I want it to be really colourful. 

This game would have to be done with quite a wide area of play, which would make it harder as 

there would need to be a lot drawn. The general idea of the game is to create lots of little problems 

to get out of a bigger problem. This will be done by spawning objects which you may have to jump 

over and smash. 

Research 

Csikszentmihalyi  

Csikszentmihalyi identified 4 flow components. These are: 

Control  

Intrinsic Interest 

Curiosity 

Attention 

Csikszentmihalyi is a Hungarian psychologist who did studies to see when people are happiest. He 

also discovered that they are most happy when in a state of flow. 

Csikszentmihalyi describes flow as; 
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“Being completely involved in an activity for its own sake. The ego falls away. Time flies. Every 

action, movement, and thought follows inevitably from the previous one, like playing jazz. Your 

whole being is involved, and you're using your skills to the utmost." Reference [1] 

The way he explains this is what we all feel when we are caught up in something interesting, rather, 

something that we find meets our skill level, we lose our perception of time and get into a 

heightened focus on the current activity we are involved in. Something like this would be hard to 

create due to everyone being completely different but it is definitely work that will pay off. 

The way I plan on doing this is to make the game visually artistic and colourful which should grab the 

attention of the player. Csikszentmihalyi also mentions curiosity being one of the four components 

of flow. I should make sure this is seen in my work. The player should also feel in control and feel like 

they can complete the game whilst making it challenging. This kind of feel is seen in films, when the 

good guy kills the bad guy, the bad guy then gets back up for one final bout. While in most films this 

is accepted as ‘cheesy’, it is one way of gaining audience interest.  Though the character we support 

is winning, he is also caught off guard, and this is also one of the things that keeps us interested.  

Our interest in something can be upheld by various acts of the genre that the game supports. If it is a 

violent game, adding surprising violence in places which we wouldn’t normally see it, it keeps us 

thinking what the creator could have done next. In a horror, short, unsuspecting attacks can throw 

us off guard and allow us to feel more connected with the game. If we are playing an arcade 

platformer, such little things like good graphics or new abilities can keep us focused on what is next 

to come, as well as making the players’ eyes dependant on finding new things or looking out for 

bonuses. Mario is a classic example of this; when the player hits a question mark block they might 

find a mushroom inside, these help the player dramatically in the game by giving them another 

lifeline, so to speak. However, by making these mushrooms run at almost the same speed as the 

character, you have to be alert for one jumping out of a box. 

I must also bear in mind that people of various skill levels will be playing this game, Csikszentmihalyi 

showed how a low skill level and a high challenge can cause anxiety. 

 

(8 Conditions of Flow) 

Whilst I would love to create a state of flow for the player, it would be hard to do this first time. 

However, with practice, and time set aside for appropriate feedback and results, I would gain a much 
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greater understanding of this and, with effort; elements of flow should noticeable in each of my 

projects. 

Caillois 

 

Agon: Literature, conflict between protagonist and antagonist. Contesting. 

Alea: Games of chance such as roulette or a lottery. 

Mimicry: Copying and playing a story or role. 

Illinx: Where a player has a momentary disorientation, usually in the physical sense. 

Roger Caillois described “four cross-cultural patterns of play” Reference [2]; agon, alea, mimicry and 

Illinx, although, many games nowadays consist of a combination of these. Agon is what we all aim 

for when we play a game; we compete to see who can win. Whilst a lot of games are played for fun 

where, whether you win or not you still have fun, in history these could have been games where 

contestants would battle to the death. There are exceptions in modern gaming to this rule; ‘The Sims 

(2000)’ is a game that is completely played for fun however you take on an absolute role of mimicry. 

You play as the characters and can even place yourself in the game. This is a great example of where 

agon does not need to apply. 

Alea is seen in casino games a lot however in video games this can be seen in video games as early as 

’Tetris (1984)’. While the game is random it is also impossible to beat, even though you get the feel 

that you are doing well research has shown that the game will eventually, indefinitely beat you. This 

could be seen as a contest with the computer. 

Illinx is harder to include in a video game. However as technology evolves we are finding more and 

more of this in games. With the ever-increasing development of technology we are finding more 

ways to bring the player into a virtual world. The Wii developed and released in 2006 created a new 

way for users to play games. By creating new controls rather than the new standard analogue sticks, 

which allow complete 360 directional movement for a character on screen, the Wii, bonded with a 

‘nunchuk’ controller, allows a character on screen to follow the same arm movements as the player. 

This whilst playing games such as ‘Wii Sports (2006)’ would tire the player out, thus creating the 

belief that they are actually playing a game outside the virtual world on the television screen. 

Whilst most games nowadays contain one or two elements it is important to outline what you wish 

to include in the game, as slightly touching on these elements and not making them strong and solid, 

could undoubtedly, lower the playability of the game. 
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Kingdom Hearts 2 

PlayStation 2 

You take on the role of Sora in a third-person RPG platformer. The game combines ‘Final Fantasy’ 

characters with ‘Disney’ characters to create a game that is appealing to a very wide audience. 

The game uses agon as you try to defeat many of the computer controlled characters. However 

some characters are giving life like properties, and you feel for them, this is important as it removes 

the feel of; “this game is hard” to “I can’t seem to kill him”. If a player says this, it is down to good 

character design, if this is the case it also shows that the player feels part of the main character, 

giving the game mimicry.  

The game is fun as it combines 2 really big companies, Square-Enix (formerly Squaresoft) that 

produce games that are loved by all ages and Disney who produce cartoons that are loved by people 

of all ages. It is quite an easy game to pick up on as the rules are progressively described so that you 

learn in parts. 

The use of colours is quite bright, it doesn’t look realistic but it has a really nice style which looks 

visually attractive to all ages. Whilst you are killing enemies, monsters and humans, people will 

disappear in a puff of smoke or fade away when they die; this keeps it suitable for all ages. 

Things I would use: 

I like the GUI as it is still colourful and looks really arty compared to most games. I also want to 

create a unique looking character, that makes the player smile or think ‘wow’. I personally enjoy 

swords in games and whilst the game uses weapons called keyblades instead of sharp swords, it’s 

really toned down for a wider audience. Lastly, I would like more than anything to use the same kind 

of art style. Swirls are also good to use artistically, used in games such as Legend of Zelda: 

Windwaker. I think that as far as colours go, something as bright and vivid as Kingdom Hearts 2 

would be brilliant. 

Cluedo 
You must work your way around the board collecting evidence to find the murderer, weapon and 

location of the killing.  

Agon is represented in this game as the player has to find out the killer amongst the other characters 

before anyone else. The game however uses alea, this is achieved by rolling a dice to get around the 

board, whilst you may want to get to the kitchen, having a consistent bad roll, could take you upto 6 

times longer to get to the nearest target, where another player could achieve this in one roll. 

With the characters being killers that you take the role of, mimicry becomes a major aspect; whilst 

you aren’t the character, you hope that your character isn’t the killer. You may also refer to the 

other players as the name of the character, which makes you feel more involved.  

The game is fun and doesn’t play the same each time which is a major factor. 
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The rules are given on paper. However, I had to play the game once or twice before I got the hang of 

it properly. I think there are ways in which rules are read whilst playing games, most are on screen 

however with cluedo the rules have to be written down. Whilst this is the only way rules can be 

described, I think of myself of more of a visual learner, even though I am reading how to play the 

game, I can’t place myself in the players seat as I haven’t seen the game played before. After playing 

the game and having experience with the games rules, I can then read through them again and 

relate to them as if it was me playing. I think the rules here definitely need some photos and is 

something I should consider, as just because I know how to play the game, whilst writing the rules I 

should assume the player doesn’t, after all a well marketed game can sell millions of copies,  and 

that is a lot of different players. 

This game is now used on ‘itbox’ machines for gambling asking a general knowledge question every 

time that you make a move, however it doesn’t stick to any of the rules except trying to make the 

user guess the killer, weapon and location, totalling 324 (6*6*9=324) possibilities making it highly 

difficult for gamblers to win. 

Things I would implement in my game: 

The role play factor is quite important, gaining the profile of a character in the game, makes you 

bond with the game more. There are only 6 characters so remembering names is kept simple, made 

simpler by, the characters surnames representing the colour most on their play piece. I would also 

like to implement a strong sense of replayability, ensuring that the player wants to play the game 

again due to it being that bit different each time I think is an important factor. 

Alien Hominid 

The player takes on the character of a little alien in a retro, arty, shoot-em-up side-scrolling 

platformer. 

Whilst the game gives you a sense of mimicry it is not entirely strong. I think the thing that makes 

the player believe they are the character is the speed in which the game is played. With bullets flying 

around everywhere and a lot of enemies to be shooting, it makes the player feel they have to evade 

the bullets, this is important as slower gameplay would mean the player wouldn’t have to think as 

fast and could be looking elsewhere between attacks. Adding power ups to the game make it quite 

dynamic in that it changes whilst playing, and adds one of the flow components of curiosity. The 

player doesn’t know exactly what power-up will come up next and while only one is actually a 

power-up out of the three ammo types it adds a new animation of the enemies being set on fire. 

The rules of the game are stated at the very beginning, telling you the controls and basically telling 

you to move from left to right. This I think is important as I know that many players like to get 

straight into the game and don’t always read the controls listed under menus titled “How to play” 

and “Rules”. This game was later moved onto consoles, this still worked well however, they added 

vehicles and other things to make the game flow better and also create more than just a standard 

arcade shoot-em-up. 

Things I would interpret for my game: 
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I like the whole arcade feel, arcade machines commonly have a joystick with 4 – 8 directions and 2 – 

3 buttons. This I think is important as it gives an easy method of play for the gamer. This allows an 

audience from all ages to play this game. 

Dead Space 

Dead Space is a 3rd person survival horror where you take control of the character, Isaac. Taking 

control of the character creates mimicry and you very much feel a part of the game. 

The game is really fun, with the ability to upgrade weapons and armour, make it quite a hybrid 

genre, adding an RPG element to it. With the element of surprise some parts can really catch the 

player off guard. The rules are built up as the player progresses, teaching the player new things 

throughout. 

The game would only be suitable for console gaming and I personally think it should be kept that 

way due to the jumpy scenes it wouldn’t create the same effect on a handheld console. 

I like the elements of horror and surprise, however I don’t think this is what I would like to have in 

the game however in future projects I think this could be very appealing. I would use the progressive 

item upgrades, where the player can work harder to make the game easier. I also like the lack of GUI 

Monopoly 

Make your way around the board investing in properties and dodging your rivals’ properties. 

Agon is what Monopoly is all about, trying to beat all the other players in the game to become the 

greatest tycoon of all. This is what makes it quite a catchy game and definitely makes it replayable. 

The only downside to this game is that it takes too long to complete and of course with board games 

there is no save function unless you are going to play the game digitally which is now available on 

multiple platforms. The main element of this game is the social aspect of the game and it changes 

each time. The money used in the game is used as a score and is sometimes used at the end of a 

game to determine a winner, this game is also used on itbox machines alike cluedo; however it is 

played completely different and has developed its own set of rules. 

I quite like the idea monopoly created where you have to spend your score to get further in the 

game and I think this is a completely new way to looking at games, most games have money that 

doesn’t determine a winning or losing outcome, monopoly does this and it is definitely different to 

every game in terms of rules and gameplay. 

Evaluating the research 

What I have come to from research is that I must try to keep the game interesting at all points, by 

throwing a new challenge into the game at set intervals. It will be done as a side scrolling platformer; 

however, you won’t necessarily control the character’s movement, just the actions. This eliminates a 

lot of the coding needed yet it will also add a new twist to side scrolling games. 

I have learnt that games must flow so a good story normally helps to keep the player interested. My 

idea is to create something that makes the player want to know what happens next. Unsuspecting 

endings and twists in the story are important and this should be seen more in every game with 

forked paths as storylines, knowing that if you play it a second time, you are going to realise 
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something new and it should still be fun. Especially if the ending to that game changes on your 

actions and skill level. 

An iconic character is something that helps people to remember the game. It creates a kind of liking 

for the game if they like the character. You wouldn’t like the character design in a game where you 

play a black circle; therefore, I think character design is very important. 

Other important aspects are progressive gameplay, an easy to understand method of playing and 

limited buttons as opposed to hundreds of combinations. Where having lots of button combinations 

works in games such as beat-em-ups, it is not needed for games where you are trying something 

challenging. 

A clear HUD is also important - no player wants to be looking at each corner of their screen each 

time they need to check up on the characters health. Clearly making this visible and looking 

interesting is very important, in my opinion. After all, colour adds to the whole style of the game and 

if you have a black bar for health that depletes when the rest of the game brightly coloured, it would 

look out of place; saying that, even a red bar can sometimes look too common. Innovative ideas that 

show your health are sometimes great ways to add to the whole look, even in some case making the 

player think “that’s clever.” I would look at Dead Space for this kind of idea where they use the suit 

to display everything and, due to it being set in the future, it completely fits in with the holograms 

used. 

 

(screenshot: Dead Space) 

 

However, for my project I think I might do a drawing of the character with a ring of health around 

him, (Various) similar to Kingdom Hearts 2. 
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I like the look of this and it changes the way that health is normally displayed in games. It bends the 

health bar as they are normally very linear, but curling it around the character gives it its own style. 

I would like to create a piece of art as well as a game but to do this as Gaut explains, it should have 

the following properties present: 

1. Positive aesthetic properties, such as beauty, grace or elegance 

2. Being expressive of emotion 

3. Being intellectually challenging 

Reference [3]  
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Design Document 

Title 
Run Caveman Run 

Short Description 
Run Caveman Run is a game playable in a web browser as an attempt to create a new style of 

gameplay based on Tower Defence style mechanics. The game will feature colourful graphics and 

replayability as well as humorous characters and story. 

Game Type/Genre 
Run Caveman Run is a side-scrolling game focused on creating new mechanics. It will be playable by 

all ages but specifically teenagers.  

Scenario 
The game is set in prehistoric times where a clumsy caveman keeps angering lots of animals in the 

land. There are only limited weapons that can be used but upgrades and discovering fire will lead to 

more and more possibilities. Get rid of the predator before you become lunch. 

 

Long description 
In prehistoric times you take the role of tUG and unfortunate caveman who always seems to get 

himself into bother. Your job is to get him out of trouble, however with tUG it’s one thing after 

another causing little problems to get out of a bigger mess is tUG’s method of work. Of course 

cavemen didn’t have guns so you are to get out of your own mess with… sticks and stones. As time 

goes on you can upgrade your weapons and maybe tUG will be the one who discovers fire and how 

to use it to get out of bother. Of course you don’t want to become lunch before you make pre-

history so survive long enough to get out of bother. With the help of your friends you can prove you 

won’t be going extinct till at least the ice age. 

 

Game System 

The games rules are quite simple, kept to a few buttons. I would make it so that the character has to 

select their selected weapon with the left and right buttons highlighting the weapon you can select. 

However I decided to make it so that the player gets the freedom of the mouse.  

Objects 

The objects will be a rock, tree trunk, boulder, pterodactyl, and a volcano in the background that fire 

lava fireballs the caveman must hit away with his (fireproof) club. 

5points – Rock Throw – The character throws a rock at the dinosaur, this causes minimal damage 

and does not gain the player any points however can be used without having to challenge further 

obstacles, this would ensure the player would complete the game with the minimal amount of 

points. 
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40 points – Tree trunk – The cavemen in front roll back a tree trunk which the character must jump 

over, the player can gain 5 points back for a successful jump and this causes a lot more damage than 

the rock. 

80 points - Boulder – The cavemen in front roll back a boulder that the character must smash, when 

smashed lots of parts of the boulder fly back and damage the dinosaur causing moderately high 

damage. When smashed the player will be awarded 20 points. 

120 points – Pterodactyl Swoosh – A pterodactyl swoops down to help the dinosaur, however the 

player will have to jump over its attack. If this is successful then the player will be awarded 40 points 

and the pterodactyl will damage the dinosaur causing high damage. 

200 points – Lava Rain - When set off a volcano in the background will erupt, when it begins to erupt 

the player will have to swing his club upwards to fend off any fireballs. Each fireball that hits either 

player will cause very high damage. There should be 3 fire balls to hit the player and 1 that hits the 

enemy without a doubt. Each fireball successful parried will give the player 25 points back. 

Characters: 

 

First Design for caveman 
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Final Design for caveman 

Caveman: The caveman is the playable character that the user controls. There should be 8 
animations for the caveman: 
 

1. Running Animation 
2. Falling Animation 
3. Ducking Animation 
4. Club Swing Animation 1 
5. Club Swing Animation 2 
6. Jumping Animation 
7. Hurt Animation 
8. Dead Animation 

 
Dinosaur: The dinosaur is not playable and simply runs after the caveman. He should have 3 

animations. 
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First design of dinosaur 

1. Running Animation 

2. Injured Animation 

3. Dead Animation 

Pterodactyl: The pterodactyl will only be seen during the swoosh attack. He may also be seen in 

mini-games. However, for the main body of the game he will only need one animation. 

1. Swoop Animation 

There will also be a few invisible things that will need to be designed to control the game. These will 

be invisible shapes that can be placed to trigger events. This will then allow control over the 

characters. These will be one of the most important parts as it will control points, health, if the 

character will enter another animation, calling upon other animations. 

There will also be some characters referenced but never seen. These will be two cavemen in front of 
the player. They will however be seen in cut-scenes. 
 
Lady Caveman: 

 

First design of Cavelady (scrapped) 
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Narrative Structure 

 
The game will follow a strict kind of structure of a comedy scene with tense gameplay. Each time you 

complete a level it will switch to an animated scene where you see the caveman being clumsy and 

getting himself into yet more bother. 

 

Game Play 

The game will be controlled by the directional buttons on the keyboard. 

 

Up – executes jump animation 

Down – executes ducking animation 

Left – executes upward swing of club 

Right – executes club swinging animation 

 
Room Map  
Whilst these games are 2-Dimensional they are kept very linear as in the caveman runs along 1 axis, 

however jumping is allowed without the progression of upward platforms. The levels will be linked 

together using cut scenes and for scene changes there will be overlays or things to create a 

transition between the scene changes. 

 

Title and Information Screens 

There will be a title screen where you can access the options menu and the credits page. The credits 

page will give information on help received. The options page will allow you to change certain things 

in the game that will help towards user functionality. 

Audio Requirements 

The music used will be a song I created in garage band or a song I recorded in the recording studio, 

there will also be a roar of the dinosaur when he is hit and the caveman making a noise when he 

jumps. Certain sounds will also be used for the weapons when they are used. 

http://digitalworlds.wetpaint.com/page/Example+Blank+Design+Document 

  

http://digitalworlds.wetpaint.com/page/Example+Blank+Design+Document
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Response and Approach 
The game will be used with either two or three buttons at most along with the use of the mouse. 

You play the role of a caveman named tUG and you start by getting chased by a dinosaur. You then 

have to stop the dinosaur by calling out to your caveman friends to throw obstacles, however this 

will deplete your score. The score increases gradually the more that you run and jump and smash 

obstacles, however if you don’t defeat him by the time you reach the end of the level then he will 

eat you. 

Clicking on Cave Paintings will give you bonus objectives there will be a few different types of cave 

paintings. Some will upgrade your attacks and others will lead to mini-games which will give you a 

boost of points if you do well in them. 

Colours 

The colours I have decided to try and go for are:  

 

Other Ideas: 
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Mini-games 

Ug of War 

The player must tap “S” and “A” to snatch back the rope from the dinosaur if they succeed they will 

earn some kind of bonus points depending on how well they did. 

Oh Pterrific 

The player finds himself falling off a cliff with hundreds of pterodactyls trying to attack. The player 

must then throw stones at the ones that look like they will attack. 

AI 

The AI will work by jumping at set triggers. 

For example:  
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Evaluation 
Overall I think my project went quite well, although encountering a few errors, consistent attempts 

at fixing bugs was a high rate. I tried various different methods and even though the final script is 

only 250 characters in length, it does a lot. I decided to use a lot of variables, therefore when I want 

to call up a command, I can have a list of them ready to retrieve. Setting up the variables was easy; 

however, when I wanted to execute a command, there would be simple errors which I could sort 

with a trace. I aimed at sorting the problems myself without referring to forums; however help was 

given and greatly assisted me in producing the demo. I focused on a few new things here, I have 

previously worked to an extensive degree with variables however, using them in a different platform 

was quite, although not totally, different. I had to set up the jump in such a way that if the character 

jumped, he could collect additional points, which leads to causing severe damage to the chasing 

enemy. However, when the player does not make the jump the log does not affect the enemy, yet 

deals damage to the caveman. The health was managed by variables and was an important part and 

even though I tried a slightly different method of showing health, found from my research of 

Kingdom Hearts, this circled around an avatar of the characters. 

I tried to create a new style of game, where the art is almost typical of vector graphics; I worked 

hard on it, due to art and animation being a weaker area of my skills. I wanted to make the game 

seem slightly different. Games have irrelevant buttons in them sometimes, especially in games 

where you are running from something; you don’t want to be doing anything except moving away 

from the danger. Due to this I decided to remove any running buttons, this means that the player 

can focus on using the mouse and a set of commands. I could have made it so that buttons execute 

the attacks but this would have been more difficult for the player. 

I decided to take into consideration “Grokking” this is referenced by Raph Koster in “A Theory of Fun 

for Game Design” to the author Robert Heinlein in the novel “Stranger in a Strange land”. Grokking is 

to gain a thorough understanding of something so thoroughly that you become a part of it. I think 

that this is used in games a lot and affects cognition, the part of the brain that deals with learning 

thinking and perception, it is greatly used when paired upto its counterpart, affective which deals 

with emotions. I tried to take “Grokking” and Cognition into consideration, and whilst the game is 

not meant for the player to get emotionally attached, the player should feel like they don’t want the 

character to lose, not just because they have to start again, but because they on some level feel that 

the character should make it to the next stage and find some bond on these grounds. 

Some great knowledge of games design came from various writers and studies and I think that I 

spent more time on overall research than I did to actual development.  This I don’t feel is quite a bad 

thing; I gained some deep insight of various theories by experienced professionals. This project has 

helped me to develop ideas better than I had before and I know some of these skills will be used in 

my future projects and developments, if not all from now. As well as focusing on theory I looked into 

counter theories and ones that had a different perception such as Caillois, Johan Huizinga and Jesper 

Juul all having different definitions of a game. 

Finally I decided to optimize the final animation and after some heavy optimization and little visual 

depreciation, I removed about 20,000 curves from vectors which allowed a high, consistent frame-

rate. 
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Whilst I am happy with the project and thrilled with the outcome, I would like to work harder on the 

planning stage of the games; this would include noting down all the assets that I would need in the 

final project. Whilst I attempted a few different ideas such as making everything look like it was on a 

cardboard texture similar to much of the background used in the game “Little Big Planet”. I settled 

with the simpler vector one as I felt like having a certain and definite method is best regarding the 

timeframe we had. I would animate more animations and attack to create a fully finished demo 

version but I think that it currently shows how much effort was put in, determining what the 

character is doing via variables and setting up accurate collisions was just some of the smaller yet 

more time dependant tasks. 
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