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CONCEPT

Simplicity of Complexity – Emergent Art and Gameplay


The concept of emergence describes how complex structures and behaviours can arise from a system of 
seemingly simple rules and components, or even chaos. 


From the self-organizing behaviour of a beehive to the similar but endlessly diverse structures of snow crystals 
and to the human mind itself: Emergent behaviour plays a major role in many areas, such as nature, social life, 
systems thinking or artificial intelligence. It is not governed by a central instance but develops rather 
spontaneously when the parts of a system interact with each other. But the beauty and complexity that appears 
when emergence happens is greater than its parts and cannot be fully predicted.


Games like ‚Go’ and ‚Tetris’ achieve endless hours of deep emergent gameplay from simple rules, while 
‚Dungeons & Dragons’ defined a system of rules for the collaborative creation of ever-evolving emergent 
stories…




GO

• few components

• simple rule system

• very high complexity & infinite 

gameplay situations

TETRIS

• rotate & sort: no other 

mechanics added during game

• Infinite gameplay by changing 

just 1 parameter (falling speed)

CONWAY’S GAME OF LIFE

• system with simple rules

• complex shapes but surprisingly, 

also complex behaviours 
emerge!



EMERGENT VISUALS AND BEHAVIOURS



               Show the work completed so far, in any form:  drawings, diagrams, concepts, models, etc.


Do not forget to indicate elements that are innovative, fun, interesting and worth creating, playing or     
watching them for, even if you fail to implement them, should be included in the project.



IDEA DEVELOPMENT

#1 BLOCK SHIFT


mechanics inspired from Board Game 
„Tipsy”

FIRST PHYSICAL PROTOTYPE


SWIPE or use D-PAD to move ALL 
moveable ELEMENTS at same time



IDEA DEVELOPMENT

V2: CHARACTER MOVEMENT & OBSTACLES: 
 V3: ITEM COLLECTING




IDEA DEVELOPMENT

#2 KALEIDOSCOPE / MIRROR LINES


REMOVE colors… ADD colors…

(use only 3 mirror lines)









COMMUNICATION 
 e.g. what platform do you use for communication, frequency of meetings, division of work, 

segregation of duties, etc. 



COMMUNICATION

ZOOM


We use it to…

• SEE each other

• SHARE SCREENS


➡ good for TEAM BUILDING to see faces 
of team members once a week. 


➡ less misunderstanding, even during text 
chat (understand nuances by mimics, 
emotions…)



COMMUNICATION

SLACK


We use it to…

• TALK and DISCUSS

• Post ideas, questions, images etc.


➡written communication is easier to 
understand. Team members can use 
DeepL or Google Translate with written 
text or use a Slack Translate add-on.


➡we have Slack & Zoom open at the 
same time



COMMUNICATION

SLACK


#TOOLS & WORKFLOWS channel

• …collects all important links (Zoom, 

Miro, Jira, Google Drive, Confluence etc.)

• explains our workflow and the tools we 

use




COLLABORATION

SKILL MATRIX on GOOGLE SHEETS




SPACETIME / DOODLE


We use it for…

• finding COMMON TIMESLOTS


➡ Spacetime is connected to SLACK


WORLDTIMEBUDDY.COM


We use it for…

• checking the time of day in multiple 

locations

COLLABORATION



MIRO (Collaborative Whiteboard)


We use it for…

• BRAINSTORMING, sketching together 

when talking about ideas

• VISUAL DEVELOPMENT of ideas

• EXPLAINING complex issues through 

sketching


➡ sketching together really helped to get 
the team talking and get creative 
together!


➡MIRO is connected to JIRA and SLACK


COLLABORATION



JIRA


We use it for…

• TASK MANAGEMENT & assigning tasks 

to team members

• planning SPRINTS

• keeping track of progress in the project

• tracking & prioritizing BUGS


COLLABORATION



COLLABORATION



COLLABORATION

CONFLUENCE


We use it for…

• Wiki/ GDD / documentation for each 

department (Producing, Art, Code, 
Game Design etc.)


• collecting MEETING NOTES etc.


➡Confluence & JIRA are connected

➡ SLACK is connected to both & 

notifies team about changes



COLLABORATION

GENERAL PROCESS


• WEEKLY team meetings (Zoom, Slack, 
Miro)


• We work in SPRINTS (14 days each)

• asynchronous communication during the 

week

• every team member updates their tasks 

in JIRA

• every team member keeps their section 

(TECH, ART, GD etc.) up-to-date in 
CONFLUENCE


• POST MORTEM after the student project 
is finished: 
What worked well?  
What would we change next time?  
What would we recommend to other 
teams?  
etc.


➡maybe collect this data for all the 
GAMELAB projects?






