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«The holy grail is to spend less time making
the picture than it takes people to look at it.”
Banksy
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What parts of a game can we actually design?
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AF.FOR.DAN.CE is a quality of an object,
or an environment, which allows an
individual to perform an action
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AF.FOR.DAN.CE is a clue to the function
of an object
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AF.FOR.DAN.CE is the array of «action
possibilities” latent in an object
Gibson, 1977
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AF.FOR.DAN.CE is the object’'s quality

through which the user is invited to act
upon it in certain way
Norman, 1988
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player whose button
IS pressed loses
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1 Games Happen
2 We don’t design games
3 We hope for games to take place
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What makes a game «broken»?
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Escape From The Aliens
In Outer Space, 2010
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ESCAPE

FROM THE ALIENS
IN OUTER SPACE

CIRDX
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“Now, one neat trick is that the aliens
can move 1 or 2 spaces per turn,
whereas the humans can only move one.
So, if you're playing as an alien you don-t
want to run around too quickly and
give away the fact that yourre an alien.”

WWW.GDCEUROPE.COM




GAME DEVELOPERS CONFERENCE™ EUROPE AUGUST 13-15, 2012

«As a game, it's bad. Very bad. Broken,
unbalanced, and not at all put together.

| have a cynical hunch that without the
"minimalistic” art style that fans of the
game get so wet about, the game would
be far less popular.

Yep, you can certainly turn this into a
fun game with a lot of work.~

WWW.GDCEUROPE.COM
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“With the wrong group of people, this is
somewhere around a 2.

With the right group of people,

it breaks the chart.

[.]1 So much is done here with so little.”
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«“The game is extremely malleable;
yvou can home rule the hell out of it,
create your own variations and
scenarios, yet keep the integrity

of the game intact.”
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E.g. "Ennio Maria Dominoni”
B optional@example.com

My Scenario

E.g."2-8"

E.g. "Tactical game scenario in which
the Aliens need to escape from the
ship before the Humans arrive to the
nest.”

A.1) g Players draw one Dangerous Sector Card even when
moving into Secure Sectors.

A.2) g Players can stand still in a Sector, but must declare it
by saying "I dont move.”

A3) g Players do not declare when they have been eliminated
by an attack. They are still eiminated, and take no
further actions or movements for the rest of the game
(each tum they must pretend to move by writing
something in their Movement Record).

A.d4) g Players cannot move into Secure Sectors

A.5) g Any player that is eliminated by an attack starts over in
his Starting Sector at the beginning of his next tum.

A6) g Only Aliens can move into Secure Sectors

B.1) g Human characters start the game in the Alien Sector.

B.2) @ Humans can move up to two sectors at a time instead
of only one.

B.3) = Eliminated Humans become Allens, and continue the
game from the Sector where they were eliminated.

B.4) g Human characters start the game on one or more
Escape Hatch Sectors (chosen by the players). You
cannot escape from the ship using the Escape Hatch

SectorEoubew'\megameh.

B.5) g Humans can attack, following the same rule as the
Aliens. But, a human who successfully attacks another
player does not increase his movement speed.

B.6) g There are no Human players.

C' s Aliens can move up to three Sectors per tum, or up to
four if they have eliminated at least one Human.

C.2) @ Aliens increase their maximum movement per tum by
one Sector for each Human they eliminate.

C.3) g Aliens do not increase their maximum movement when

T GAME DEVELOPERS CONFERENCE™ EUROPE
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C.6) = Aliens start the game on one or more Escape Hatch

Sectors ichosen by the players).

C.7) == Aliens cannot be eliminated when attacked.

C.8) - There are no Alien players. All Humans who can escape
before 39 rounds have been played win.

D.1) g Escape Hatch Sectors are always open and can be
used by all Humans. Do not use the Escape Hatch
Cards.

02) @ Escape Hatch Sectors are all open at the beginning of
the game. Do not use the Escape Hatch Cards. But,
each Escape Hatch Sector can be used by only one
Human, and becomes blocked after use.

D.3) g Aliens can move onto Escape Hatch Sectors. If they
do, they can permanently block that Sector by attacking
it.

D.4) g Blocked Escape Hatch Sectors can be opened by using
one or more Item Cards (chosen by the players). You
can choose to require specific cards, or simply to
discard any cards.

D.5) g Players can try to open a blocked Escape Hatch Sector
by drawing an Escape Hatch Card when they move into
an Escape Hatch Sector. Since players must move
every round, you can only attempt this every two tums.

D.6) g Al Escape Hatch Sectors are blocked at the beginning
of the game. They open automatically after a number of

tums have Essed (chosen by the players).

D.7) g Al Escape Hatch Sectors are blocked at the beginning
of the game. They are open only during specific tums
(chosen by the players: e.g., only on odd-numbered
tums, or tums in the 20's, etc.).
E.g. "10-20°

D.8) g Only one or some of the Escape Hatch Sectors (chosen
by the players) are open (or openable, if combined with

aofthenlesabove).

E.1) g Only the last living Human survivor can leave the
spaceship.

E2) g The Humans only win if all the Aliens are eliminated.

E.3) g Any Player that eliminates at least a certain number of

mﬁm(dmmbymmym)isam.

E.d4) g Any Human that survives a given number of tums
Sc&mmgzmeplayers)isam.
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We really really like:
- unclear victory conditions

- consistent mood <3
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«The holy grail is to spend less time making
the picture than it takes people to look at it.”
Banksy
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Thank you!

pietro@santaragione.com
info@lunarcade.it
(@santaragione

@mello42
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