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*Two Extreme Views of Game Design
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*Game Design
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Game Designer

*A Game Designer
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M (2 ~ 4pages).
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2D On-line RPG.
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3 (10 ~ 20 pages)
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OtOl O4(Sid Meier)
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A gamer vs. the game world.
On-line RPG

A gamer vs. the game world.
A gamer vs. another gamer.
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Game Balance
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Level Design
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Virtual World Building Considerations
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*The world > Zones > Regions > Areas > Rooms
Zone: J|s& LIEIE

Regions: S22 1250 K= <

—_— O M

Areas: 80| 2 ReH 2 X2, Areac Room==2 2RH=CH EH0IHIEEESE
d&ol= &8 Z2H0| 0.

Rooms: Nodes, Tiles, Polygon2 £ 4

-J(|<>4(terra|n)c> = 3%, M 8= HELH (U, 2= &0l A Bttt =20 A0
=0l glCt.)

Graphic Abstraction= 2 ot H R X &0] =

Elevation, Surface Geology, Vegetation, Cover, Volume
Settlements(Al & =

oz A4 =L
*Population(2! +1)
& H

NPC(Buy, Sell, Make, Service, Guard, Clue giver, Helper, Crowd)
= H

Proprietary and Confidential



VW 4=

*Physics(=2l)

o KA & X
*Objects

- TSt Ad S2= A, Hole A
*Time

Proprietary and Confidential P18



