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POTION EXPLOSION

MARDBLE DISPENSER FOR RANDOMNIESS
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o COULD BE CHALLENGING, BUT COULD BE S|
o SOMETIMES YOU CHOOSE CONSTRAINTS
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THEMES & STORY
PHYSIOLOGICAL & AUDIENCE




STHETICS
THEMES & STORY
PHYSIOLOGICAL & AUDIENCE
GAMEPLAY MECHANICS & GOALS
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e HOW MUCH MONEY CANIT COST TO MAKE? E.G.

e DO YOU NEED TO SELL ThIS GAME?

e HOW MUCH WILL THE FINISHED PRODUCT COST? FOR YOU!?
WR (ONSUMERS?
WILL BUY THIS!?
WILL BE THE SCOPE ANI
MVHOPM[NT?

DURATION OF THE
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e HOW MUCH MONEY CANIT COST TO MAKE? E.G.

e DO YOU NEED TO SELL ThIS GAME?

e HOW MUCH WILL THE FINISHED PRODUCT COST? FOR YOU!?
WR (ONSUMERS?
WILL BUY THIS!?
WILL BE THE SCOPE ANI
MVHOPM[NT?

DURATION OF THE
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S THE GAME SET¢
cIS ITHERE A DACKSTORY ¢

WHO ARE THE CHARACTERS THAT PLAYERS PLAY?
o HOW DO YOU WANT PLAYERS 10 FEEL? E.G.

WHAT AITMOSPHERE DO YOU WANT 10 GET ACROSS?
eD0O YOU HAVE (ORE COMPANY OR PERSONAL VALUES?
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“\.- RELATES 10 THEME
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V MANY P[GPEE (AN PLAY?

e HOW HARD IS THE GAME?

eDO PLAYERS HAVE EXPERIENCE WITH SIMILAR GAMES?

o DIBLE GAMES: (AN VEGANS PLAY ¢ (AN GLUTEN-
INTOLERANT PEOPLE PLAY ¢







e WHAT ARE PLAYERS DOING IN THE GAME?

e WHAT ARE THE PLAYERS' GOALS?

oIS THE GAME (O-OPERATIVE OR COMPETITIVE?
o (AN THE GAME BE REPLAYED?

o HOW LONG WILL ThE GAME LAST?
eDO ITHE RULES HAVE TO Db EXPLAINE

D IN A RULE BOOK? E.G.
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WHAT PLATFORM ARE YOU DEVELOPING FOR?
WHAT IS THE PRHYSICAL SPACE WHERE PEOPLE PLAY THE GAME?

WHAT TECHNOLOGY DO YOU WANT 10 USE?
WHAT NEEDS 10 FIT INSIDE THE DO X?
eDO PEOPLE NEED TO HAVE ITEMS FROM THEIR HOMES? k.G.
e WHAT ARE THE PHYSICAL PROPERTIES OF THE GAME COMPONENTS?







STHETICS
THEMES & STORY
PHYSIOLOGICAL & AUDIEN
GAMEPLAY MECHANICS & GOALS
PHYSICAL & TECHNOLOGY
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PRO T1P:

IRY 10 CHOOSE A

(OMBINATION OF CONSTRAINTS .
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INNOVATE.
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ALSO KNOWN AS MY (ORE VALULS, SEE MY 2017 GDC TALK:

“FRIENDSHIP, CURIOSITY & (HALLENGE: FOCUSING YOUR CAREER AS AN INDIE DEV”



https://www.gdcvault.com/play/1024252/Friendship-Curiosity-Challenge-Focusing-Your

DIBLE GAMES CON
MUST EAT TO PLAY

MADE OF FOO!
%2 DOESN’T GO BAD IN TIME
ABLE TO BE MADE AT HOME
EXPLAINABLE IN A COOKBOOK

DON’T

SHARE SALIVA

NOT T0O MANY SPECIAL INGRE
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THE COOKIE BAKING GAME

CREATE UNIQUE COOKIES DY COMPETING FOR INGREDIENTS IN MINI GAMES




PROBLEM

ol EF TOVERS

oNO NEED 10 (OMPLETE

e MINI GAMES WEREN'T COHERER
¢ (OOKING TIME DOT TLENECK
eDIDN'T HAVE TO EAT!




CHECK IN

FRIENDSHIP
CURIOSITY
CHALLENGE

MUST EAT TO PLAY
MADE OF FOOD

WHAT ARE MY (0
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DURING GAME
DOESN'T 6O OFF IN TIME IT TAKES TO NOT TONS OF
PLAY THE GAME

ABLE TO BE MADE AT HOME LEFTOVERS
EXPLAINABLE IN A COOKBOOK FOO!
NOT TOO MANY SPECIAL INGREDIENTS -
& TOOLS
DON’T SHARE SALIVA




Recipe:  (QOKIES

Flavour
Choice
Rounds:
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e HOW DO PEOPLE GET THEIR FLAVOURS?

e HOW NDS FEEL COHERE

e HOW NG FLAVOUR
(OMDBIN N (HOCOLATE?




D UP ¢ 2-5 PLAYERS

AGES 9 AN




EXPERIMENTS WITH SPOONS AND SHARPIES

WILL WRITING SMUDGE?
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ROLL FOR FLAVOUR

COMPETE FOR INGREDIENTS WHILE BAKING
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GINGERDREAD FRIENDS

FIND OUT MORE ABOUT YOUR FRIENDS OVER SOME GINGERBREAD
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ABLE TO BE MA
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ABLE TO BE MA
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INGREDIENTS 1 HAVE
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PROTOTYPE VERSION ON TRAIN JAM
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INGREDIENTS FOR THIS ROUND
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TASTE BUD IS BLIND

MIX AND MATCH FLAVORS TO MAKE THE TASTIEST COMBINATION
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SETTING: WORLD WAR Il FRANCE. FOOD: CREAM PUEES.
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SERIOUS SOCIAL
FOR 6 PLAYERS
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PATISSERIE CODE

AN ESCAPE THE ROOM STYLE GAME WITH DESSERT INCLUDED
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CREATE A SERIES OF GAMES
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INGREDIENTS FOR THIS ROUND
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BONUS: PRACTICE & EXPERIMENT _
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EG. A GAME JAM




E XPERIME

PENS, PENCILS & ART

STRING

RUDBER BOUNCY BALLS

PLUSH TOYS

PLASTIC TOYS, OTHER TOYS

CUTE LITTLE SQUISHY THINGYS
DOOKS

NOTEDOOKS AND PAPER

POP UP BOOKS

THE DECK OF LENSES (ART OF GAME
DESIGN)

OTHER GAMES PEOPLE OW
MICROWAVE

N ALREAD Y

®

HOUSE TOOLS E.G. HAMMER, NAILS
SEE THROUGH GLASS

(LOTHING & LINENS

(0GS

LASER CUTTING

MODBILE PHONES, C(CONTROLLERS
SMART SPEAKERS

MAKLY MAKLY

RASPBERRY PI

EDIDLE SENSORS

SOMETHING THAT MELITS
PHYSICAL SPACES AND ESCAPE ROOMS
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[ICE: MASH UP EXERCISES

=

— 7

—™—— - —— == ——— —

NG GAME |
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() A ROLL & MOVE GAME
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PRACTICE: MASH UP EXERCISES
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PRACTICE: MASH UP EXERCISES




PRACTICE: MASH UP EXERCISES
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WORKS

ON A FAMOUS ARTIST’S




PRACTICE: MASH UP EXERCISES

8.

&) THAT TEACHES CHILDREN ABOUT |

|
TME |




PRACTICE: MASH UP EXERCISES
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~* . A GAM[ THAT m
0./  YEARS TO MAKE 4
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@ THAT ONLY YOU (AN PLAY {
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PRACTICE: MASH UP EXERCISES

D PERMADEATH




PRACTICE: MASH UP EXERCISES
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LAST CHANCE! PRE-ORDER THE EDIBLE GAMES COOKDOOK SOON



http://www.ediblegames.com
mailto:jenn@jennsand.com?subject=

