
 

RISE OF THE VIDEOGAME ZINESTERS

THEPROBLEM WITHVIDEOGAMES
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BYYOUR BOOTSTRAPS
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2 INTRODUCE A CHARACTER If Havesome unfamiliar w gametry it

3 TEACHYOURCHARACTER TO DOSOMETHING ED Asmanyplaytesters as possible
Teach chartotake INPUT fromplayer 10 DISTRIBUTEYOURGAME By
VERB whenplayerdoesX chardoesY
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Relationship between characters 11 MAKEANOTHERGAME
OBJECT of the verb
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7 DESIGN ALEVEL I
sequence of events playernegotiates usingverbs

8 FINISHTHESTORY III
Beginning end ofstory are important
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