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14 YEARS IN GAMES 

TORONTO CHICAGO 



STARLINK: BATTLE FOR ATLAS 





NEGATIVE MINDSETS 



 



GAME DESIGN IN PRACTICE 

THE PERFECT DESIGN 
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GAME DESIGN IN PRACTICE 

THE PERFECT DESIGN 



GAME DESIGN IN PRACTICE 

THE BROKEN DESIGN 



THE TEAM’S DESIGN 

GAME DESIGN IN PRACTICE 
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DESIGN GOALS 

WAR METER 

DEFINITION 



INSPIRING THE TEAM 
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WAR METER 



1) CREATE GOALS 

2) SELL GOALS & BUILD DESIGN 

 

INSPIRING THE TEAM 



1) GOALS 

2) DESIGN 

3) PITCH GOALS & DESIGN 
 - 
 - 
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CONFUSION / CONCERN 

 
 

INSPIRING THE TEAM 



“ABILITY TO INSPIRE” MINDSETS 





INTERPRETING FEEDBACK 



INTERPRETING FEEDBACK 

ASK QUESTIONS:  

RESOLVE THE ISSUE: 

YOU CAN SOLVE IT, BUT SHOULD YOU? 

REITERATE THE ISSUE: 



BREAKING DOWN WALLS 



BREAKING DOWN WALLS 

THE ADVOCATE THE TEAM 



BREAKING DOWN WALLS 

THEIR GOAL 



BREAKING DOWN WALLS 

SCENARIO 1:  

SCENARIO 2:  

SCENARIO 3:  

THE DESIGN 

THEIR GOAL 



“PATIENCE & UNDERSTANDING” MINDSETS 





WHAT IS TRUST? 



WHEN TO ALTER COURSE 
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THE “PERFECT” DESIGN 



ALTERING COURSE EXAMPLE 
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ALTERING COURSE EXAMPLE 
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50% 

50% 

ALTERING COURSE EXAMPLE 
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WHEN TO ALTER COURSE 



“TRUST & HUMILITY” MINDSETS 





DESIGNER MINDSETS 





DESIGNING YOUR  
DESIGN TEAM 

INTERVIEWING FOR  
GAME DESIGN 

BEYOND  
GAME DESIGN 

EMPATH ANALYST 

VISIONARY SALESMAN 

Systems Game Loops 

Player  

Experience 

Problem  

Solving 

Idea  

Generation 
Design  

Critiquing 

Level 

Design 

HOW TO EXCEL AS A GAME DESIGNER 


