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History

History Games

Game Histories
History ed.

& just because




HPS ORIGINS Player Agent

HPS COMPONENTS
Primary and Secondary Goals
What does this get a
designer?
Worldspace (Gameworld)
Elements:

Resources; Metrics; Tools; Agents




Modified Design Loop

nesources

Actions / Choices
(+ Strategies / Behaviors)

Research HPS
Blueprint

Implement HPS as
Prototype

Playtest - Revise
& Evaluate AR




HPS Blueprint - Focus on the Action Choices

Gameworld elements
and Action-Choices

Engaging, allying, and
competing with AGENTS

7 Spatial Action-Choices & Sy / Acquiring and spending
Occupy; ‘ noggagers (e+Sn?elEIr£:§)eS RESOURCES

Acquiring and using

Travel and Explore;

Contest and Control: Actions / Choices TOOLS effectively

Exploit and Develop (+ Strategies / Behaviors Managing METRICS and
gauging success/failure

Circumventing or
overcoming OBSTACLES

Historically Defensible Problem Spaces



The HPS is platform agnostic
Boardgame implementations

Barbarian Kings Counler Section Nr, 1 (100 pieces): Front
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HPS Blueprint to Boardgame
T|p: Sta rt W/ gameWO rld 7 Spatial Action-Choices (and

Engelstein & Shalev Mechanics)

space & mechanics
Occupy, B
Explicit & Implicit Spaces FEE= Aifaces

Geoffrey Engelstein
Isaac Shalev

Travel and Explore; &5 S8k
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(Movement; Resolution
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Contest and Control;
(Area Control; Uncertainty;
Resolution)

Exploit and Develop
(Worker Placement; Actions;
Set Collection)

; || 2 2 B B = = ¥ e A, - 7
N | g y b 4 = o S £ T
iR — ; ! ¢ = . o 5 - F b
g - 3 N\ N [ L e =
e P | [l . JufeJ BN tens T o 7o g
= i i Il HE S I / : oo
~ 77 : 5 -
" y g |, =i ot e y - = . ]
8 > o - | ¥ I Zah 3 K. j—
t - —— o - .3 )
: I : e -~ P 3 = o
: ¥ o : " . = 2 7 o
« ; 3 p . [T . e AN | - v s e -
f S s g | &l : : 5 g - ; R
& T | P 4y — ) Coccd b B zi .
3 ] } 2 y TR RN *ﬁ e ; " — g e
L i . il T i f - ] e % — - - —— y we s 4 L
2 & e 3 i ef o = - x¥ - S T
; d . !.- iy 1 e 4 "
o - i
y et L ] T — !
- 2 Ve ot O o o/ & _ ° e A
" . ‘J. “.‘ Ca Games as a Specla Case ‘J-‘J 'f..J 3 3
wd § S L —— ; - #: ¢ =
A AN o5 r = 2
f e A ¥ % i b5 :
! | I
s
X = i A N A s o, I
R T AT Y K Y ST




Action-Choices & Mechanics
-- with Gameworld Elements

SECOND EDITION
Building Blocks of
Tabletop Game Design

An Encyclopedia of Mechanisms

Other Agents . Resolution; Uncertainty;
Worker Placement
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Set collection; Trade and
Economics; Hand Manageme EccEssssss

Metrics . (managing + triggering)

Obstacles .
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Resolution; Uncertainty;
Movement




Playing around with Action-Choices

e Activation costs - Action Points; Action Drafting

e Cardsasactions orasresources foractions

e Limitsonactions-Action/Event; Action
Selection Restrictions

e | ooking for trade-offs

Introducing choice for gameplay
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Time to Workshop Option A: Start from History

Option B: Reverse Engineer

Resources

non-player

Actions / Choices

(+ Strategies / Behaviors)
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Research HPS
Blueprint

Implement HPS as
Prototype

Playtest - Revise
& Evaluate AR




