




Game Features:  


(Pitfalls to avoid & cool ideas you could place in a game, the full list)

Fallout 3:

*Invisible Autosave: so big fights, bosses or cutscenes, etc aren't given away.

*Riot Shield: Block and use a gun (Gears shield and pistol combo)

Melee Strike:  anything to push back certain enemies, not as tough as Halo but more like L4D such as a 
pistol in the right hand, knife in the left (CQC MGS3 style) Bayonets on rifles, or a front kick.

Horde/Firefight hold out area, have waves patrol to your area.( inside a virtual arcade game, maybe)

Armored Vehicle: Customize guns, 1000 caps for higher ammo capacity,  range, power, reload speed, 
etc. Holds Excess Equipment. (Punisher Van or FF7AC Cloud's Motorcycle) auto travels with 
you.

Add Weight to ammo and Items

*Health Bars: over Allies or little icons on my HUD, especially for Dogmeat, I don't know how many 
stimpacks he needs,  until he's dead. ( reload game)

*Make it impossible to repair a standard gun with a unique one if you don't notice it until hours later 
you will probably not want to reload your game.

Apology option: say sorry to allies and neutrals that you accidently shoot in combat so they don't turn 
on you and force you to reload game.

*Map: Either on HUD or maybe the Guns, don't want to always pause game to look at map you could 
navigate the map while moving in the game, (Pull up Pip-Boy but not so close it would take up 
just a bottom corner of screen.

Numbers on hotkey weapons in menu so you know which weapon is where

Items assigned to F1-F12

Enemies can surrender:  Let enemies drop their weapons and run for their lives, some of these raiders 
should know they don't stand a chance with their peashooter against my brotherhood armor 
and Gauss Rifle

Custom paint jobs: on armor and weapons, mix and match outfits.

Tranq. gun: take down innocent aliens and others, good karma or rob them when they're drooling for 
bad karma. and it would be silenced for stealth (Solid Snake)

Big Boss Battles: there were none. I mean some ridiculous stuff like in Contra or DMC you get to watch 
Liberty Prime in action how about playing as him and have the camera switch to a RTS view.

Co-op: duh, Poker or Craps. Craps gets a huge group of people having fun together.
Music: there seems to be none, just battle music and the opening menu screens, add more classical 
scores like movies and much less three-dawg.

Merchants should carry a lot more money: it is a huge waste of time trying to sell all your spare stuff. Need more things to spend caps on.
*Field commands for Allies: Any would be great, hold, take cover, etc

Relock Doors behind player to slow down pursuing enemies

*Sprint Ability: ex Battlefield

Roll/Dive: Star Wars Battlefront, Halo Reach Elites

Blindfire: Gears of War, RS-Vegas

Best Game Features List
Co-Op or Multiplayer should be standard in all videogames, adds so much replay value. 

No 1 player to a screen multi: not everyone has broadband: online/system link with split screen 

Co-Op: the more the better “Korean gaming is a force that unites people both online and in real-world 
gatherings.”

Intelligent AI to make the combat intuitive, not button- mashing. (AI Director, Halo Reach, SW:RC)

Allow control over allies actions  Give them directions in the field, (Star Wars: Republic Commando) 


they should always be a benefit and not a hindrance.


- Elika; 24/7 ally, aids you in battle/magic/travel, Never have to worry about her health, 


  removes frustration of BAD AI (Never worried about Tails either)

No Backtracking through tons of rooms and levels without good reason. (Prince of Persia-,Metroid-)

No Level Grinding! Too often or ever it gets frustrating, Ex. FFX, D2

Don’t waste my time with filler tasks make everything fun or important. Like a movie, no 


excess, don’t waste player’s time, worthwhile sidequests, no busy work

Repetition: Too much is bad, exact same missions/find 4 levers crap, (X-men Legends, Crackdown 2.)

Repetitive Music/Sounds or none at all (Fallout, TMNT, Max Payne's footsteps-)

Give me Incentives to play on Expert: Give me a reason besides aneurysms, and a lousy achievement 
(GOW 
Extras+, L4D-, Halos) like extra objectives, diff. bosses, etc. 

Aim for T Rating: the average PG-13 movie usually sells more than R. 10x the audience.  

Blood/Language Option  so players don't have to stop playing around kids or parents.

Save Time: Automatic upgrades for players (XML2, MUA2); plus let players dictate where the next 
few levels points will go ahead of time b/c comp. is random.* opt.

All players can upgrade and shop at once, no waiting for other teammates. (D&D Heroes()

Take a break option: computer can take over char while you upgrade, or change equipment 


so team doesn't have to stop. (L4D, MUA2)

A.I. Director (L4D) control enemy placement and attack patterns, but not random dungeons 


they are boring and repetitive.

Hints on where to go next, char. speaks to himself, funny banter between NPC’s, mini-maps, 
guide arrows/trails etc. (Halo Marines, Fable, SW Republic Commando.)

Remove Frustration: “Players can select their firearm of choice instead of hunting for it before 
fighting” (COD4). Footsteps really loud (Max Payne-)

Previously On: GI and Marvel Comics = quick recaps of previous events  (TV shows)

Random Items: If you drop random items, use less to make them more important, or give out Exp.

Random Events/Bosses: make them a bit random so replaying an area is different every time. 

Customization: Premade for story mode, Custom for multi. Allows for players to connect more to the 


chars.
Forgiving checkpoints, or save anywhere “Developers, I don’t care how hard you make a game, but 
when I die, please don’t make me replay the last 10 easy minutes to get back to the point where 
I need to practice.”- David Jaffe

Tight Controls are a must “A player's limitations are just as important as their abilities.”  No jumping  
Zelda OoT.

Players can select their firearm of choice instead of hunting for it before fighting”

 The Perk System “Our leveling up system allows us to slowly reveal the game to players.” skill based 
matchmaking. 

Night/Day feature: different enemies at night, faster & stronger

 Weather feature: certain side quests affected by weather and one char can control it.

War Map: Shows how much of the world is Enin territory and you can always fight and keep area 
cleared. Summons are affected by how much area in each land is free. Ex. If you 
summon a 
swarm of gargoyles the number that can aid you depends on how much area is occupied by 
Enin or other forces. (Optional)

War Map Areas you completely clear out of demons, Enin soldiers, etc will slowly fill back up with 
enemies if you don’t maintain protection and maintain your own troops. Opt.

All games should come w/ soundtrack like the Sega Saturn discs. You've already paid for and listened to 
the usually great music so why not let them listen outside of the game? Digital, CD, etc.

No gravity levels: Push off walls & obstacles in rooms.(Ender's Game Battle Room)

Fire & Ice Guns: Shoot mid-sized balls of fire & if they hit light them on fire, consecutive hits make the 
flames grow larger and larger. Vice versa for Ice.

*Ice Grenades: Freeze enemy, then run up and punch them to shatter them into pieces. Slows them 
down if caught in blast radius

*Drop Gun: Enemies can knock away your gun, sword, shield, whatever out of your hand. It's 
then on the ground and highlighted. The player must choose to go pick it up or draw out 
another weapon.

*Area effect bonus: To encourage teamwork in squads, if teammates stay within a certain 
radius 
of leader or another teammate; they gain defense +2 or attack +5 bonuses etc. (would 
work well in story co-op modes ex. Halo Reach & RS:Vegas.) Players under effect 
could glow faintly or a circle on the floor protruding from leader.

*Melee & Gun: Javelin in one hand and a gun in the other, or gun and magic, etc. It doesn't 
always have to be gun and grenade. Left trigger or mouse for Javelin, and gun for Right 
trigger/mouse. Can see both on screen at once.

*Assassin's Creed Brotherhood Multiplayer in other Genres: Use civilians/crowds/innocents to 
hide enemies in other genres, FPS, Action-RPG's, etc. Penalties for injuring/killing 
civilians.

Anti-Spawncamping:  Having squadmates pop up instantly on leader is unfair, (Their method)


*Alternatives: Ex. Temporary invincibility at spawn points, bigger spawn points, random spots 
within, and lots 
of cover.
A liquid that fills spaceship holes when the hull is breached;  like water freezing, could be kept in 
pockets, hidden in spaceship walls

Throw ammo/grenades etc. to your allies
*Penalties for death: Halo, why not make respawns take longer and longer the more you die.


Minus one point for every three deaths, (optional)
From Design Doc. BridStone
- CO OP IS KING: Poker: 1 player. Craps: bunch of excited people

- Not being able to skip previously seen videos.


-Only 1 save file Cough Sega cough


- Only loading or saving from 1 memory card slot (GTA)


- No replay value, make me want to see the story again

            - Not seeing a visual change when you equip different weapons and armor

          
- Online play should have free servers

          
- Repetitive combat shouts.

          
- Not knowing where to go next, completely stuck with no help at all.


Ex. Psi-Ops, Halos, Solution: Fable’s Arrow on Map

            - Creative use of surround sound/headset. Not just background filler


- Forced to do boring time-consuming events to unlock valuables ex. MKD

- No bugs or Glitches, more QA

- Don’t just use switches and keys/ pull a bunch of levers kind of puzzles, make them more 
   
action oriented and make you use your skills intelligently and as a team. (QFG GOW)

- In action games you’ll be surrounded by 6,8 or more enemies and only one attacks you at 
    
a time, fix that, and make it so your team has to fight together and defend each other.


- Make sure you balance gameplay but not perfectly like Halos. Have some skills    



and abilities better to use than others at certain times. Ex. DMC 3

- Get early critic reviews/consultants, focus testing. What stops a player from 



running straight through?

 - Trial and error: forcing player to completely start over.

- Not being able to transfer your game files or take them with you.(Xbox) Sol/. 



memory cards & HD.(DOA4 I mean you)

- Forced Tutorials: Splinter Cell.

- Avoid Clichés: hack & slash, puzzles, gun turrents, jump on and shoot dozens 



of enemies, every game does it. Too many games are 3 hrs of content stretched 



for 20 hrs.

- Repetition: Too much is bad, exact same fighting, find 4 levers crap, (X-men 

 

Legends 1& 2.) 


Backtracking, Again please don’t waste player’s time, or make 



the filler tasks optional.

- Only 1 player online; still single player but with strangers. (COD4, RSV2)





Features:
Quest:
- Unlock a funny mode, lots of jokes

- Different and better endings on Normal, Hard, Extreme

- 1-8 players Co-Op thru campaign

- Find additional levels/worlds on each harder difficulty

- Change locations of chests and power-ups, change bosses completely except the main 

   
ones if possible, need variety to keep players motivated.

- Control color of equipment, several costumes, or preset differences in equipment

- More powerful weapons/armor in each difficulty

- Unlock abilities in Dungeons opt.

- Extremely challenging bosses, more than Final Boss: Ex. FF7 

- In Game Arena 50 or 100 opponent ladder.

- Towns should have lots of NPC’s you can interact with, card game, talk, fight.

- Unique monsters randomly distributed w/ higher rewards, (D2, TQ) 

- A location where you can replay all the mini-games, arcades, Kingdom Myria

- Everyone has powerful overdrives, Limit Breaks/Flourishes

- Addictive shopping

- Interchangeable Bridstones in all equipment, control bonuses & effects

- Rumble feature to find underground caves & treasure

- Buy & rent property (F2, but adjust all at once).

- Tons of bosses, minibosses, all require clever use of abilities

- Lots of enemies on screen.

-Around 100 dungeons, crypts, & caves, etc to explore, random attacks and changing variety of 
enemies in most areas to keep exploration fresh. How much time does a player have to devote 
to one game?

- Many different creatures to fight. 

- Post Apocalyptic setting all the time, some areas will be different, such as the Werewolves use 
Medieval style items/weapons, Enin army uses advanced/modern, and Mages use 
futuristic, magical based equipment.  

- Use a artistic look so graphics still look good in 10 years, and so many people can be on screen 
at once.

- Random scripted events(D3)

- Bioshock uses the ITEM SHIMMER, Useable objects highlight to eliminate frustrations.

- Diablo is the perfect mix of randomized dungeons, crazy critters, awesome loot, and addicting action” 
(EGM 232)

- Never have a lack of variety even if its subtle changes.

Multiplayer:

- Online fighting and mini-games

- Optional: Host decides how many points are available to put into a players char.

  
Ex. 20 pts. Garwal, player puts 10 into super speed, 5 in claws, and 5 in poison bite.

- Many multiplayer modes: Free for all, Teams, Teams vs Bots, Firefight

- Betting for items, money, weapons, etc. optional

- Bartering online

- Create your own levels and share them online ex. Tony Hawk, set enemy locations, items, design land, 
etc.

- Create your own enemy feature.

- Everyone starts with standard weapons and armor in multiplayer, you can find  equipment on map. Kill 
a player w/ a power-up and it’ll drop right there and you can  pick it up. BF2 type multi , and 12 
payer co-op through game.

Other:

- Screen saver ex. GDL, Mario 64’s face

- Team moves ex. Throwing, gliding, climbing, fight moves, be creative.

- 1 to 4 players on 1 system.

- All players can upgrade and shop at once, no waiting for other teammates

- Theater Mode - Stained glass storytelling (Fable, Sudeki)

- 1 player only; can have 3 AI allies, setup like X-men Legends

- Worthwhile rewards ex. Spiderman, GOW

- Periodically release downloadable content, multiplayer maps, costumes, weapons, enemies, etc. 

- Beating each difficulty adds more unlockables, Mmaps, areas, creatures, heroes, etc.

- Night/Day feature: different enemies at night, faster & stronger

- Weather feature: certain side quests affected by weather and one char can control it.

- War Map: Shows how much of the world is Enin territory and you can always fight and keep area 
cleared. Summons are affected by how much area in each land is free. Ex. If you 
summon a 
swarm of gargoyles the number that can aid you depends on how much area is occupied by 
Enin or other forces. (Optional)

- War Map Areas you completely clear out of demons, Enin soldiers, etc will slowly fill back up with 
enemies if you don’t maintain protection and maintain your own troops. Opt.

- You can create your own squad of warriors and tell them to patrol, clear out, and other tasks and 
they will do it in real time. But you have to provide weapons armor and housing, and they 
will get money for you also from what they find and acquire. Replay

- All SQ's need to be optional, not mandatory part of main quest (FF6)

- Even crappy games like the new golden axe can teach things:


Timed blocking and 


Evasive maneuvers add skill to common tasks.

- Also Select button could teleport you back to the party leader

-  Mix and match skills like Titan Quest

- Buy preset chars, if they die, they are gone, must hire new recruits. Get rid of level grinding?

- Weather could change to local weather of player?

- Shield Grenade that would isolate two opponents like DW4?

 “COD 4 has proven mechanics, steady writing, excellent multi., a leveling system from 1 to 55, unlocks 
weapons, attachments, camo, worthwhile incentives,” EGM

- Weaponry, clear level design, AI, powerful scripted sequences, story and action balance, 
upgrade system, variety

- All games should come w/ soundtrack like the Sega Saturn discs
Take top 10 fighters and see what they did right and wrong, repeat for other genres.

XML: sometime the missions were in parts due to story, come back later, nice mix-up

- It's more fun to play with friends than strangers(Co-Op); they don't need to own they just want 
to play on the weekends.

Deep gameplay, meaningful choices, and player creativity, a hero on a quest

- Short cutscenes are better for short attention spans.

Duke Nukem Forever= KQ9:TSL

Little Big Planet: unlock items for creation mode in campaign

Don't be too heavy on puzzles (Zelda:TP) or action

Don't go overload w. Sidequests; way too many like oblivion

GI “Gameplay that works, substantial chars, compelling stories, gorgeous environments, and 
rock solid gameplay” - Mayer

Unlock cheats that spice up gameplay: Goldeneye, AC Broth.
New Prince of Persia: evocative art style, freeform approach to gameplay, and a cinematic battle 
system. ex. Assassin's Creed; timing based fights

*Games should end with a bang not a fizzle, as in a big final boss, left out of halo 3, fallout 3, 
gears 2,

Credits are getting longer and longer, maybe bonus levels or extra video at the end be creative.

HUD that only shows up when needed = Killzone 2

LOTR: Conquest hordes of enemies make it impossible to get up, AI teammates just stand there 
and stare at the walls, objectives are lacking, and hold checkpoint until timer is done level 
ends whether there are enemies or not.

 
-The pacing of open world games


-The upgrading mechanics of an RPG


-The reward based items and unlockables of an exploration game


-The puzzle elements of a classic adventure game


-Unique gameplay ideas: Disarming, countering and special kills


-Don't bury the map in menus ex. Saboteur

GOW3 "Level design is an Interactive Narrative"


"Play testing is super important almost all the Santa Monica employees do it"

Explosive Ammo: you must hurry and deactivate the ammo the aliens drop before it explodes or 
disappears, etc. make you hurry and make all ammo valuable.
No more Auto-Fight: Attention Bioware, Diablo, and WOW, how about combos of mouse clicking,  
timing and 1-3 buttons. (DCU, plays like Marvel Ult. Alliance).

Battlefield:BC2 "Prone (lying down) didn't add anything to gameplay & made counter sniping even 
harder

Silent Hill uses a questionnaire to customize gameplay to your fears and dislikes, etc. (clever)
Solution for exp & skill gap between players: Host Level determines what allies get for xp and money, 
which will be adjusted and added to your game when you return to it.


If your char. is level 40 and you play in your friend's level 10 world, when you're done you get 
money and xp as if it was hrs in your game
Better performance, Better rewards, more xp, etc, bronze silver and gold medals (StarFox 64, Kirby's 
Epic Yarn)
Bite-Sized Levels (Fable) and Marathons (Zelda): quick no filler dungeons and caves like Fable and a 
handful of marathon dungeons like 3D Zeldas for the big boss and skill unlocks, that can take 
several hrs.
