
How award-winning games captivate their audiences

• Background
Stories are as old as humans themselves and have always been a key part of what makes
humans human. One of the newest forms of storytelling is found in games and the game
industry is growing more and more. For games to be successful, be bought by many, they
need to appeal to people. It is not just stories that build a good game, there are many more
aspects. Unlike other types of applications and services created in the technology industry
there are no clear guidelines on how to make a good, appealing game.

• Project description
This project will explore what elements, mechanics and more that make games appealing,
and in more concrete terms get games nominated for as well as earn them awards. For this
project the game Hades, which has been nominated and won several awards, will be the
main focus used for a case study. This project will consist of two parts, one theoretical
building on game research and one practical where what was learned in the first part will be
applied when creating a game. The first part will be doing a case study on Hades, where
other relevant games will be looked at too, where elements that gained them nominations
and awards will be identified and the second part of the project will be using these elements
to design and build a game.
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