Game Design Course: Production Roles and Categories of Work
Jason Wiser

For the second half of this course you will work with the same team for the remainder of the semester to design and prototype a digital game in Unity. There are six main Categories of Work in the digital game production half of this course. We expect each team to have at least one Programmer and Artist. Ideally, each team will also have an Audio Designer and Project Manager, but if not the responsibilities of those roles need to be shared by the other team members. Everyone will work on Game and Level Design! The team should always prioritize work that will have the biggest impact on the player experience (for example, don't draft a hidden room that the player may never see until completing a draft of the main rooms that everyone will see).
*   *   *   *   *   *

1. GAME DESIGN (Everyone): Examine and experiment with mechanics toward a fun play experience. Observe playtesting of big and small changes with both digital and paper prototypes, and revise systems for better playability with an eye towards Unification, Flow, and Fiero. Your game will evolve in response to Playtesting (Iterative Design), so expect the final result to be very different from where you started! 
NOTE: In a real-world company it is strongly preferable for a Lead Game Designer to be ultimately in charge of Game Design, to avoid design-by-corporate-committee.
2. LEVEL DESIGN (Everyone): Create variations of established game mechanics to progress players through challenges of increasing complexity and difficulty (or, in a party game, roughly equal complexity and difficulty). Level design can also serve to explain play systems (tutorials) and progress a story.

3. CODE: Programmers build the game systems and implement the majority of the game in the engine. They create playable prototypes with "graybox" art and sounds for the team to quickly test mechanics for fun. They strive to use existing tools where possible. The systems they learn and implement include: Player Control and Interactivity, AI activity, Game Controllers for scoring and tracking player/AI stats, and creating systems to manage original game mechanics (wacky physics, etc).

4. ART: Concept and implement designs for environment (objects and lighting), characters, play elements, animation/VFX, and User Interface (HUD and menus), based on agreed priority. Drawn or painted concept art should be created early in the process to help the team visualize the project, but do not implement polished art in game until after primary mechanics have been revised for fun (art is typically implemented at the Level Design stage). Final implementation can be 2D (Sprites and Spritesheets) or 3D (textured/animated objects exported from Maya). UNITY: Visual Artists take responsibility for implementing their art in game, including creating prefabs of animated elements to include clips and prepared State Machines. 
5. AUDIO: Identify all audio needs and fulfill them based on agreed priority. Typically this includes Gameplay Audio (feedback to player actions) and Ambient Audio (the sounds of the game world, which can be Global, like music, or Local, like the drip of a pipe only heard in one area). Consider music composition and foley work (recording sound effects to imitate real-world sounds or create stylized sounds). UNITY: Audio Artists take responsibility for implementing their sounds in game, including creating prefabs of the systems they want implemented. 

6. PROJECT MANAGEMENT: Organizer, Scheduler, Pipeline Builder, and Information Gatherer. The PM runs the show in collaboration with the team, making sure everyone: 
(a) communicates to stay on the same page as the game evolves, 
(b) understands the schedule and their role in it, and 
(c) has the tools they need to complete their share of the project. 
PMs should work with their team to choose a communication system and set up and maintain a file repository, design WIKI, and backlog schedule. The PM  should document team progress relative to goals. PMs should also help research solutions to technical problems. While Project Managers are often called on to manage interpersonal issues, please utilize your Executive Producer (teacher) for this area.
MANAGEMENT STYLE: Avoid ad-hoc management: Choose a system, do some research, and attempt at least a partial implementation. Consider:
Waterfall: gamasutra.com/view/feature/181992/waterfall_game_development_done_.php
Iterative Development: gamasutra.com/view/feature/132554/making_better_games_through_.php
Agile/Scrum for Game Development: 
· gamasutra.com/view/feature/6040/agile_game_development_with_scrum_.php
· gdcvault.com/play/638/Agile-Game
· mountaingoatsoftware.com/presentations/agile-and-scrum-for-video-game-development
MARKETING ELEMENTS is the responsibility of all team members in this course, but a PM on the team should take the lead on organizing them, including the Gameplay Trailer, Press Release, and Website.

GAME WRITING is not required for this course, but necessary for some games. If you choose to include a story: build a narrative which contributes to game clarity and immersion, while providing meaningful stakes for the player and hooks to drive interest forward. Consider Voice (who is speaking? What is their perspective and agenda?) and Delivery (audio narration directly to player, in-game character dialogue, word bubbles, non-verbal?).

A FINAL NOTE: In an average game career, in a larger company, most people may never get to make big design decisions.  This can be a shock for new designers when they are asked to complete an art or coding or level design task but not given the freedom to define the larger design in the process. Enjoy the opportunity here!
1

