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Game Properties

Story

Controls

Interface

Graphics

Sound/music

Replay Ability/Lasting Appeal

Gameplay

Difficulty

Speed of Gameplay

Multiplayer

Intuitiveness (how much it maps to other games of its type)

Fun

Achievement

Mastery

Company Legacy

Extras/Unlockables

Originality

	Factor
	Men
	Women
	Casual 
	Hardcore

	Cost of game
	5
	6
	4
	6

	Length of game


	5
	2
	3
	6

	Promotes social Interaction
	3
	9
	9
	2

	How real it is (features)


	5
	3
	6
	7

	How real it looks (graphics)


	6
	4
	6
	8

	Online capabilities 
	6
	1
	3
	9

	Unique Controllers 
	5
	6
	7
	1

	Excessive gore/violence  
	5
	1
	3
	5

	Emotional attachment to character 
	3
	4
	2
	5
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What influence does each factor have on a scale of 1-10 (10 being the largest influence)?
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Matrix

	Game
	Male 
	Female
	Casual
	Hardcore

	Realism
	.1
	.05
	.05
	.2

	Difficulty
	.1
	.05
	.05
	.2

	Fun
	.4
	.6
	.7
	.2

	Story
	.2
	.2
	.1
	.2

	Elements of gameplay
	.2
	.1
	.1
	.2
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Matrix

My Model for Developing Audience Specific Games

	Aspect
	Male (Casual)
	Female (Casual)

	Graphics
	0.25
	0.2

	Physics
	0.1
	0.05

	Gameplay time
	0.1
	0.1

	Multiplayer
	0.05
	0.2

	Online Play
	0.25
	0

	Educational
	0
	0.1

	Easy to Pick up and Play
	0
	0.05

	Worthwhile Goal
	0.1
	0.1

	Story
	0.1
	0.1

	Replayability
	0.05
	0.1


Features of games:

-Game play

-Story

-Graphics

-Immersion level

-Online play Stability

-Replay-ability

-Cost of play (in terms of online games)

-Learning Curve

-Challenge

-Reward system

-Glory (IE, ranking)

-Multiplayer diversity

-Possibility of expansion packs
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