
Hacking in Video Games



whoami

■ Project Manager at GAMELAB
■ Hackerspace Budapest member
■ Adoptive parent of a gay penguin
■ Meat popsicle
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about.nfo

■ Lightning talk
■ Hacking mechanics in games

■ Game Design Methods

■ Game Design Workshop
■ Timeboxed

■ Three rounds
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What is this NOT about?

■ Cheaters
■ Script kiddies
■ Serious games
■ Gamification
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Hollywood hacking 05/20



Cyberspace 06/20



Hold [X] to hack 07/20



Hacking is magic 08/20



Abstract minigames 09/20



But why?

■ Blame hollywood
■ Fast action

■ Visually represented

■ Rule of Fun in game design
■ Simulations are too complex

■ Suspension of disbelief
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Good examples

■ Quadrilateral Cowboy
■ Gunpoint
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Themes

Featured

■ Social engineering
■ Password cracking
■ Scanning
■ Exploits
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Not featured

■ Man-in-the-middle
■ Privilege escalation
■ Dumpster diving
■ Phishing



What is a game anyway? 13/20

Narrative

Toy

Puzzle

Contest

Game



Player types 14/20

Killers Achievers

Socialisers Explorers

Acting

Interacting

WorldPlayers

♠ ♦
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Game Design

=
Gameplay
■ Mechanisms
■ Dynamics
■ Aesthetics
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!=

■ Audio-Visual Design
■ Narrative Design

Narrative 
Design

Game 
Design

Audio-Visual 
Design



Game Design Atoms

Title of Atom | Jump
Player action | Press the jump button
Simulation | Jump and collider
Feedback | Animation on screen
“I can jump!”

Title of Atom | Reach platform
Player action | Jump near platform
[…]
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Gameplay loop 17/20

Start 
Session

Core 
Gameplay

Closure



Goal

■ Let’s do a workshop
■ Think of it as a nano-hackathon
■ Collaborative Game Design Framework
■ Output is a high level concept
■ Capture the feeling of hacking
■ It does not have to be a video game
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How?

■ Small groups
■ Iterations
■ Creative constraints
■ Tight time limit // 20 minutes per iteration
■ Random theme and mechanic // Optional
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Let’s Jam


