
Why don’t you make some lists today 

of ideas you already have for a game. 

Think about things like: 

GET ORGANISED!GET ORGANISED!
DESIGN ADVICE
DESIGN ADVICE

The game design process starts 

with an idea, but that idea only 

goes anywhere with lots of work 

and careful planning.

The first stage is making sure you 

have the right tools so make sure 

you’ve read through our welcome 

email and list of ‘what you’ll need 

to get started’!

Why do you need Why do you need 
to be organised?to be organised?
There are lots of exciting things 

which come together to make a 

great game. You will think up the 

perfect theme and setting, plot 

out puzzles, and draw designs 

(we’ll come on to talk about this 

in the rest of the week!) These 

things are all fun but they all 

need to work together to 

make a game fun to play. 

All games are made up of 

parts that work together and 

depend on each other, like 

clockwork. If you remove or 

change one of the cogs, the whole 

thing can fall apart, or not work 

at all. So you have to think very 

carefully about what every part 

of your game is going to look like, 

and how it’s going to fit together.  

The best way to be organised is 

to make lists in your notebook 

so a big scary project like ‘make 

a game’ can get broken down 

into lots of smaller jobs. Also 

by keeping notes in one place 

you can look back and remind 

yourself of your ideas or thinking 

on other days!

SOMETHING TO DO TODAYSOMETHING TO DO TODAY
Organisation might not Organisation might not 
sound like the most fun sound like the most fun 
part of Games Design,part of Games Design,
but it’s absolutely crucial.but it’s absolutely crucial.

1. Game title1. Game title

  
2. Character ideas2. Character ideas

e.g. names e.g. names 

3. Places you might 3. Places you might 

like like to use as settingsto use as settings

(more on this tomorrow!)(more on this tomorrow!)
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TELL A STORY!TELL A STORY!

The best start you can give yourself 

when designing a game: is a story that 

excites you. Build a world you want to 

explore, filled with characters you’d 

like to meet and adventures you want 

to take part in. If you’re excited about 

something, there’s a pretty good chance 

your audience will be as well.

The puzzles and 
characters should fit the 

theme/setting and play 

a part in the narrative 

too. When you decide 
on a setting it’s helpful 

to make a  list of the 
typical things you would 

find there so you can think 

about how you could use 

them in your story or even 

in your puzzles. 

No matter how big or No matter how big or 
small, your story is the small, your story is the 
framework for your game. framework for your game. 
So make it a good one! So make it a good one! 

SOMETHINGSOMETHING
TO DO TODAYTO DO TODAY
Make a list of different worlds or 

specific places that you love and think 

about which would be a good setting 

for an adventure game. Think about 

what you like to watch or read as that’s 

where you’ll get some great ideas.

Here are some examples… 

On an alienOn an alienspaceshipspaceship
A wizard school in 
A wizard school in 

a magic kingdom
a magic kingdom

In the middle ofIn the middle of
a Wild West deserta Wild West desert

On an island in theOn an island in the
middle of the Oceanmiddle of the Ocean

Once upon a time.....DESIGN ADVICE
DESIGN ADVICE



Say you’re at a shop. You pay one 

coin for one apple. It would make 

logical sense for two apples to 

therefore cost two coins.
  
Your game needs to use similar 

rules of logic and order. Of course, 

people can use their imagination a 

little bit when playing a game, but 

if your game seems to not make 

sense, or even seem unfair, then 

players will not enjoy playing the 

game as much. 
  
It’s also worth remembering that it 

makes sense for the outcome of a 

game or puzzle should reward the 

effort that has gone into it. A hard 

puzzle should have a bigger reward 

whilst something easy might only 

have a small reward or pay off in 

the game.  

DOES IT MAKE SENSE?DOES IT MAKE SENSE?

Logic is one thing leading Logic is one thing leading 
to another, in a way to another, in a way 
that makes some sort that makes some sort 
of sense...of sense...

SOMETHING TO DO TODAYSOMETHING TO DO TODAY
Why don’t you have a play around at drawing out your storyline in your favourite 

setting from the list you wrote yesterday? Here is an example of a Fairyland 

storyline of how the narrative might look broken down into different stages... 

This story is laid out in the style of This story is laid out in the style of 

a flow chart where you can see how a flow chart where you can see how 

one thing leads to another. These are really helpful and 
one thing leads to another. These are really helpful and 

used by our Escape Hunt designers to help to visualise 
used by our Escape Hunt designers to help to visualise 

the relationships between all the moving parts, and help 
the relationships between all the moving parts, and help 

you keep track of the game’s flow.you keep track of the game’s flow.

TOP TIPTOP TIP

Players are introduced 

to The Magical Fairyland 

in a letter from the 
Fairy Queen...

Players must complete a 
maze to get past the 
guards to Troll Land...

Players discover 
they need to 

find the hidden 
fairy dust to 

save Fairyland...

Players solve a 
number puzzle to 
find out the fairy 
dust is hidden in 

Troll Land...

Players solve a riddle to 
open the Cave of Wonders 

and collect the dust!
? ??

DESIGN ADVICE
DESIGN ADVICE



What’s the most What’s the most 
important aspect of important aspect of 
any game and the any game and the 
reason we play them? reason we play them? 
It’s because they are fun! It’s because they are fun! 

Making games can be hard. Making games can be hard. 
They’re a big puzzle in They’re a big puzzle in 

themselves. So if it gets too much and you get 
themselves. So if it gets too much and you get 

stuck. Remember to take a break and have fun!
stuck. Remember to take a break and have fun!

TOP TIPTOP TIP

SOMETHINGSOMETHING
TO DO TODAYTO DO TODAY

Write a list of the types of fun things you could 

get players to do within your game setting. 

This will help you start to think about types of 

puzzles you could build for your game. 

PLUS! PLUS! Get excited for next 

week where we’ll be taking you 

through daily guides on how to 

build different types of puzzles.

Sure, games can teach and 

they can tell outlandish stories 

but if they’re not fun, if they 

don’t tickle us we’ll quickly find 

something else to do.

An important part of making 

games fun is making sure there’s 

something for everyone with 

puzzle variety. Not everyone is 

good at everything - even the 

scariest shark can’t climb a tree.

MAKE IT FUN TO PLAY!MAKE IT FUN TO PLAY!
DESIGN ADVICE
DESIGN ADVICE



Have you ever 
lost yourself in the 
imaginary world in a book 

or been left with your mouth open 

at the twist in the story of a movie? 

You want people to lose themselves 

in the world of your game… People 

will never forget a bit of magic. 

This can be a narrative twist: 

something that changes the story, 

raises the stakes, or changes the way the 

players point of view. Or this could be a 

practical twist: something you’re familiar 

with transforms into something else, or 

something unexpected and spectacular 

appears.

You need to think about timing, what will 

get revealed as the game develops and how 

it will all come together in the end! Think 

about building up to a ‘wow moment’.

As a designer As a designer 
it’s your jobit’s your job
to make magic to make magic 
happen...happen...

Use the example below to come up with some ‘wow moment’ ideas for these other 

setting/story examples and then think about what kind of ‘wow moment’ you could 

build into your own game. 

SETTING                      WOW MOMENT
SETTING                      WOW MOMENT

SOMETHING TO DO TODAYSOMETHING TO DO TODAY

A magical A magical 
 enchanted wood enchanted wood

An alien An alien 
spaceshipspaceship

A pirate ship full A pirate ship full 
of treasureof treasure

A spooky A spooky 
old houseold house

MAKE THE MAGIC HAPPEN...
MAKE THE MAGIC HAPPEN...

DESIGN ADVICE
DESIGN ADVICE


