
Design for Games and Play 1 - Reflection 
Ever since I was a kid, I enjoyed playing any type of games. When I got older, gaming became more of 
an obsession and a need for me to compete and play with others, especially friends. My interest for 
games only grew bigger and bigger and when I saw this course available as an elective I knew I had to 
give it a shot.  

Combining design and gaming felt like the best combination as far as my interests in both are 
concerned. I was determined that this course would definitely motivate me to get the best out of 
myself.   

I knew that the designing of games is not something that you can learn within a short period of time, 
because of the endless opportunities game design can offer. I wanted to get more insights into what 
game design was really about and how to design actual games. Within that aspect, I have learned a 
lot. 

I have learned to approach games from a whole new perspective. I have learned about the most 
important theories that are essential while making and playing a game. After having taught these 
theories, concepts and models, I realised that I knew that these aspects are present in the games I 
am currently playing, which was like a confirmation that these theories make sense.  

For example,  the MDA model was really interesting to me, because I realised that this model was 
present in every game and applicable for even the simplest of games. I have become aware of the 
fact that you can use the MDA model to iterate your design of a game. By using the MDA model you 
can fine-tune the game to get the desired outcome. It’s a shame that I am not a professional game 
developer, but I do have experienced that even for a fairly simple game, a lot of adjustments have to 
be made after the first design to really feel like something to be proud of.  

Without having any prior experience with game engines like Unity, I think I have learned the basics of 
making levels within such a program to a certain extent . It took me a lot of effort trying to learn 
what functionalities I could use within Unity but I was able to use the program quite fast in the end 
and I knew how to solve small problems whenever they occurred. I learned a lot from my group 
members too considering assets, prefabs and scripts. I had no idea of what they were before but my 
group members helped me learn about these in order for me to utilise this knowledge. 

As for the design process, there were some troubles in my opinion. The collaboration with the team 
felt a bit odd. Tasks were divided but they were not fulfilled to the desired result and this was also 
the case for me. One of my tasks was for example to create a level. However, when I was finished it 
did not really satisfy because it was not coherent enough with the other levels. I think it is a shame 
that there is almost nothing left from what I made in the final game. Though, this was a good lesson 
for me because now I know that when designing a game, it is really important to make it coherent. 
The design of the levels for example should have the same kind of template to work from. At first, 
the game just looked as if five different people had made a level and they were put together and that 
was it. The game in its current state looks way more coherent so I am satisfied with the result, even 
though there is almost nothing left from what I made. 

  



My role within the team felt a bit useless in the end but I learned from that. Next time such a 
situation occurs, I will try to put more effort in other parts of the development. Looking back at what 
I have achieved for the end result, I only had input in the story around the game and the 
brainstorming for mechanics to use in the game. I have offered to help several times but because my 
knowledge of actual game designing was not as good as my group members I ended up just being 
there to give my opinion on how it looked like and trying to think of ways to implement several 
mechanics we thought of. 

All in all, I think I did an alright job in collaborating with the team. I do feel that I sometimes could not 
help because of the lack of knowledge I had. I have learned a lot throughout this whole course and 
my perspective on gaming has changed quite a bit. I noticed that whenever I am playing a game now, 
I try to analyse what the actual game developers have done to achieve the experiences I am getting. 
It was really interesting to see that there is so much more around the gaming industry than just the 
game itself. The psychological and in depth analyses one can perform while gaming really changed 
the image I have on gaming right now.  


