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INTROUUGTION

We love playing video games becauge they are fun and challenging. In
2023, the video game market wag worth about $95.45 billion in the US.
[t ig predicted to be $304.7 billion with 2.8 billion gamers by 2027. We
are interegted to learn how to be ready for a career in thig industry that
delivers joy to many people and hag potential to make a good living too.

For the career readinese challenge, we focuged on degigning video games at
Nintendo. They make our tavorite game, Super Mario Brog. We regearched
video interviews of the original degignere at Nintendo and read articleg on
game design and development.




MEET e MAKERS O SUPER MARID 8R0S

SHIGERU MIYAMOTO (q TAKASHI TEZUKA

NINTENDO NINTENDO

Shigeru Miyamoto and Takaghi Tezuka have been degigning games at Nintendo for their entire career.
They created Super Mario Brog which wag releaged in (985. They made other famoug gameg like the
Legend of Zelda. Thege gameg are still popular today and have many follow-up vergion.




WINTENULT DeSIGN PROCESS 1 GOME UP Wil AN DA

A video game startg with an idea. Nintendo ig great at coming up
with fun and awegome oneg, like jumping on top of enemieg to
beat them and throwing iteme while racing carg. Game degignerg
often get ingpiration from their daily lives and gurroundingg, just
ke how we got ingpiration for our robot from the machines and
vehicles we gee. Do you know the character Boo wag ingpired by

| W ,é Tezuka'e wife? She wag often very quiet, but suddenly she
‘ P / exploded one day becauge she wag unhappy with her hughand’s
% - long hourg at work.

Super Mario Brog wag degigned around two main ideag: the
Jjumping action and the side scrolling game play.




BG PLANNING SHEET

Then game degigners eketch out

their ideag and write down the - —

atory of the game. They braingtorm

how the different levele of the game
would look like. Back in the dayg,
they had to draw everything by
hand on graph paper.




WINTENUL DeSIGN PROCESS - . PROGRAM Tre GAME

Next, they get engineers to program
the game by following the graphg

from the degigner. Firat, they make
simple prototypes to test things out.
For example, an early prototype just

~N, l | i
(ér—! showed Mario ag a red gquare

. m———a jumping around on a black screen.

Ag the game becomeg better, they put in more characters, colorg, and
eoundg to make the game even more awegome.



NINTENDLT DeSIGN PROCESS . TEST

Then Nintendo trieg out the game to make gure it ig fun
and worke well. Sometimes they tegt with family and
friendg and get their feedback. They check to gee if
certain partg of the game are confuging.

They aleo need to teet whether they can fit everything
they need such ag gounds and graphics onto the game
cartridge.




NINTENDLT LeSTGN PROCESS  o. ANALYZE ANULIMPRUVE

Next, they need to analyze the data and figure out what to improve.

They would put tracing paper over levels that were degigned on graph
paper to make correctiong fagter. They must be happy they can edit the
game on the computer now.

For improving memory ugage, they look for wayg to reuse partg like graphicg and sounds.
For example, that’s how they end up using the same part to draw the grage and the cloud.

Once they have identified the problemg, they go back to braingtorming to work out what
to try next to fix them.



VILED GAME eENGNEERING DeSIGN PROCESS
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Goal: Maximize the fun in the game



VEX ENGINEERING UESIN PROLESS

In VEX, we uge a very gimilar engineering degign process:
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Goal: Build/Program a robot that gets a high score



COMPARISON GETWEEN VILED GAME UeSION ANDIVEX UeSIGN PROGESSES

“ﬁv Both procesges go through the game cycle across idea/problem — braingtorm — build —
tegt — analyze gtages. [+ takee many iterationg to make a good product.

AR
ST

" [n both procesees, teame do a lot of gketehing and braingtorming of idea.

e
o)

. InVEX; we work in a emall team and do every stage ourcelves. In video game degign, there
v are big teame with many people and each may epecialize in jugt one etage of the procese.

2, . .
n InVEX there are clear ecoring rules we can uge to test and analyze our robot. [n video

v game degign, they need to guege whether their cugtomerg will find the video game fun.



AUW VEA PREFARES US FOR DUR FUTURE GAREERS

We learned a lot from our VEX experience. Firgt, we learned to apply
the engineering degign process when we build our robot. Second, we
learned to test and document our ideag and regults. Third, we learned
to program and organize our code better with functiong and variableg.
Thege gkille will build a good foundation for any STEM career.

We also learned a lot from our experiences in VEX tournaments. We
learned to not give up eagily. When we face unexpected challenges, we
must gtay calm and focug on golving the problems. We algo learned to
work ag a team, and work with other teamg during the alliance
competitiong. We learned to document our work and explain our
design to judges. All thege skills will be ugeful for our future careerg.




CONGLUSION

Before, we just played the gameg without thinking about it
much. But atter learning about how games like Super
Mario Brog are made, we pay attention to every part of a
game. [t'e cool to know that gameg etart ag ideag, then
get eketched out, built, and tested by amazing degignerg
like Miyamoto and Tezuka. Understanding thig process
makes ug appreciate the games even more. [t helps ug
realize that it takee many iterationg to make eomething
good, just like what we need to do to make a good robot

in VEX.
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AESUUALES

How to Create Your Own Video Game
https://www.upwork.com/regources/ ereate-your-own-video-game

[nterview with Super Mario Bros Creators
https://www.youtube.com/wateh?u=DLoRd6_alCl

The Development History of Super Mario Bros
httpe://www.youtube.com/watch?v=5aYiXbxqT 30

The Making of Super Mario Bros 3
https://www.levelup.com/forog/24°7 003/ The-Making-Ot-Super-Mario-Brog-3-1989

See the Adorable Early Sketches Used to Create Mario
httpa://time.com/ 3923399/ nintendo-mario-gketches/

Articles on the Super Mario creators
httpa://en.wikipedia.org/wiki/Shigeru_Miyamoto
httpa://en.wikipedia.org/wiki/ Takashi_ Tezuka

thegamer.com: Mario's Boos Are Baged On A Super Mario Designer's Wife
https://www.thegamer.com/mario-boo-degigner-wite/



https://www.upwork.com/resources/create-your-own-video-game
https://www.youtube.com/watch?v=DLoRd6_a1CI
https://www.youtube.com/watch?v=5aYiXbxgT30
https://www.levelup.com/foros/247003/The-Making-Of-Super-Mario-Bros-3-1989
https://time.com/3923399/nintendo-mario-sketches/
https://en.wikipedia.org/wiki/Shigeru_Miyamoto
https://en.wikipedia.org/wiki/Takashi_Tezuka
https://www.thegamer.com/mario-boo-designer-wife/

