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introduction

• This is only a short presentation, so 

you only get the fun highlights

– Just as well, as there’s zero academic 

rigour to any of this…

• I’m going to talk about how to use • I’m going to talk about how to use 

games to impart meSsages

• Typical uses:

– Education

– Marketing

– ART



tama

• This is the japanese symbol for buLlet



Why do it?

• education/marketing/art is boring

• Games are fun!

• Why not combine the two and get fun

education/marketing/art?

• Because you actuaLly get boring games

• this is because people who know lots about 

education/marketing/art know nothing about 

game design

• Game designers know more than this

– Next to nothing

– still better than nothing!



Wrong way

• In-your-face messages spoil games

– Calculate 13*13 to open the safe

• Reason: they have no gameplay element

• Reskinning game tokens spoils games

– For this, I’ll need a can of coca-cola from the – For this, I’ll need a can of coca-cola from the 

coca-cola vending machine

• Reason: they break imMersion

– Exception: if they fit the fiction, they can

work as a regular brand, but Only if the 

fiction is not about the brand



Right way

• Make your message indirect

• People won’t pick up the message when 

you force it down their throats

– Except perhaps to rebel against it

• They will pick it up when It helps them • They will pick it up when It helps them 

incidentaLly to play the game

• Two ways to do this:

– Pick up facts as short-cuts

– Pick up emotions as subtext



facts

• “deliver this package to vieNna”

– search the map and click on vienna

– You don’t care where vienna is, you just 
want to complete the spy miSsion that 
will open up when you get there

– If you’re sent to vienna enough times, you – If you’re sent to vienna enough times, you 
won’t search the map for it – you’ll know
where it is

• You learn because it’s useful, not
because of the mere repetition

– Otherwise, I’d know the japanese symbol for 
“bullet”…



emotions

• “go back in time and tell your younger self 

what to do”

– return to a key moment in your character’s childhood 

and change a decision

– Return to the present and see The eFfects of this 

changed decision as they rippled forwardchanged decision as they rippled forward

– Go back changing other decisions until you right

some wrong in the present

• This is a game about wistfulneSs

– If you want people to regard your product

wistfully, create a wistful game

– Do not mention your product during play!



Out of time

• Games are lousy at getting some types 
of message across

• However, they excel at other kinds of 
message

• Game design is not easy

– Like writing a novel: “how hard can it be?”

– Not hard at all, unless you want a 
gOod novel

• most game designers can’t do game 
design very weLl at all

• But they can do it better than you


