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Chapter XVI
Case Study in
Game Design

The global game industry expects substantial growth in the next decades. Massive
multiplayer online games (MMOG) are expected to skyrocket from the $3.8 billion
reported in 2006 to $11.8 billion by 2011 (Olausson, 2007). The video game industry
is expected to grow at an annual rate of 9.1%, or from a $31.6 billion in 2006 to
$48.9 by 2011. Serious games are the new growth area. These games are report-
edly not for entertainment purposes and are being developed by and for industries
such as government, education, health, and business (Scanlon, 2007). Given these
figures, the role of game design will have global implications for groups of people
around the world. Therefore, design and development must meet the challenges of
this technological revolution.

Project goal: Add-on

Design goal: Adding on to an existing video game design

Target Audience: Youth; ages 12-18; US, China & Japan (specialized)
Production stage: Preproduction

In an Add-on, additions are made to existing products. The goal could be to
enhance the design or make the product more culture-specific. The objective here
is to evaluate what exists in the design and use CBM as a guide in adding on to the
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pre-existing design. The reason for this add-on is to revamp the video games design
into a more comprehensive culture, integrate human emotions into characters, and
make real the virtual.

This example is stylized after a commercial film that became a video game.!
The best way to demonstrate an add-on is to build a CBM guide. Therefore, several
examples of what may be included are demonstrated.

Step 1: Determine the areas of the ID-TABLET that will be used for the project.
Begin by reviewing the guiding questions in Chapter Il (under Add-On). In any
area where the answer is yes, that area of CBM should be considered. This process
might proceed as follows:

Inquiry: Does the project need monitoring for design and development
issues? In determining the answer to this question, work with the Inquiry
area. Review the Inquiry questions briefly. Read the following Genre ques-
tions: [la. What ICTs are being used and why? and 11b. Which ICTs are more
effective given the content? These questions are relevant and acceptable for
use in the project. The next set of questions under Framing asks the following:
12a. Who is the target audience? and 12b. How is the content presented to
the target audience? These questions are needed to keep the project focused.
Review the questions under Omission that ask the following: 13a. What has
been intentionally omitted and why? This selection of questions is important
to providing a balanced design, so they are acceptable. Next review the ques-
tions for Backgrounding such as: 14a. What has been backgrounded? This is
a relevant question because what ever is hidden in the design is important to
determining whether bias exists. Review the Foregrounding questions like:
15a. What is emphasized and why? In maintaining an objective design this
question is needed and the other questions under this design factor. Finally,
review the Visual representations questions: 16a. How do the visual representa-
tions frame the product? Given that game design is mostly about the visuals,
the questions in this area are definitely needed.

Development: Have all the problems been solved? Review the Develop-
ment area. All of the design factors in this area need revisiting at some point
in the project; therefore, all areas of Development are valid.

Team: Will the team have to be trained or replaced? Review the Team
area. In this add-on, a culturally sensitive team is needed.

Assessments: Does the project need evaluating or re-evaluating? Review
the Assessments area. Determine and gather any assessments that were con-
ducted on the project during any aspect of the previous production. If this
applies, the assessment may need to be re-evaluated.

Copyright © 2009, IGI Global, distributing in print or electronic forms without written permission of IGI Global
is prohibited.



13 more pages are available in the full version of this
document, which may be purchased using the "Add to Cart"
button on the publisher's webpage: www.igi-
global.com/chapter/case-study-game-design/23927

Related Content

Sadness, Negativity, and Uncertainty in Education During COVID-19 on
Social Media

Luciana Oliveira, Paulino Silva, Anabela Mesquita, Arminda Sa Sequeiraand Adriana
Oliveira (2022). International Journal of Online Pedagogy and Course Design (pp. 1-
21).
www.irma-international.org/article/sadness-negativity-and-uncertainty-in-education-during-covid-
19-on-social-media/282724

Exploring Students' Motivations in Using Blogs at the Primary School Level
Gina May Yuen Ongand Wing Sum Cheung (2015). International Journal of Online
Pedagogy and Course Design (pp. 30-44).
www.irma-international.org/article/exploring-students-motivations-in-using-blogs-at-the-primary-
school-level/120663

Envisioning K-20 Education: Refractioning K-20 Education in a Nigerian
University

Olutoyin Mejiuni (2013). Handbook of Research on Teaching and Learning in K-20
Education (pp. 248-266).

www.irma-international.org/chapter/envisioning-k-20-education/80290

Harnessing Project-Based and Experiential Learning for Competency-Driven
Education

Sam Mabune Ramaila (2026). Developing Teaching Competencies for Pedagogical
and Curricular Innovation (pp. 99-144).
www.irma-international.org/chapter/harnessing-project-based-and-experiential-learning-for-

competency-driven-education/394292

Measuring the Constructs That Influence Student and Lecturer Acceptance
of an E-Library in Accra Technical University, Ghana

Nana Yaw Asabere, Amevi Acakpovi, Joseph Agyiri, Michael Clifford Awuku, Michael
Aidoo Sakyiand Dennis Amanor Teyewayo (2021). International Journal of Online
Pedagogy and Course Design (pp. 53-72).

www.irma-international.org/article/measuring-the-constructs-that-influence-student-and-lecturer-

acceptance-of-an-e-library-in-accra-technical-university-ghana/266395



http://www.igi-global.com/chapter/case-study-game-design/23927
http://www.igi-global.com/chapter/case-study-game-design/23927
http://www.irma-international.org/article/sadness-negativity-and-uncertainty-in-education-during-covid-19-on-social-media/282724
http://www.irma-international.org/article/sadness-negativity-and-uncertainty-in-education-during-covid-19-on-social-media/282724
http://www.irma-international.org/article/exploring-students-motivations-in-using-blogs-at-the-primary-school-level/120663
http://www.irma-international.org/article/exploring-students-motivations-in-using-blogs-at-the-primary-school-level/120663
http://www.irma-international.org/chapter/envisioning-k-20-education/80290
http://www.irma-international.org/chapter/harnessing-project-based-and-experiential-learning-for-competency-driven-education/394292
http://www.irma-international.org/chapter/harnessing-project-based-and-experiential-learning-for-competency-driven-education/394292
http://www.irma-international.org/article/measuring-the-constructs-that-influence-student-and-lecturer-acceptance-of-an-e-library-in-accra-technical-university-ghana/266395
http://www.irma-international.org/article/measuring-the-constructs-that-influence-student-and-lecturer-acceptance-of-an-e-library-in-accra-technical-university-ghana/266395

