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What I do

Aspects of Game Design
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Mechanics Design

Level Design
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Level Design

Interface Design
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Interface Design

Input Design
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Input Design

HCI vs Games
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Results vs Process

Importing vs Defining Goals
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Consistency vs Variety

Constraints
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Constraints

Evaluation
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“Fun”

Motivation
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Flow

Learning Objectives
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Activity (5-10 min)
Create 2-3 new mechanics for the original Super 
Mario Brothers

Thank you!
aloparev@wellesley.edu


