
Megagames
Quick and dirty design analysis



Megagame 
working definition

A mega game is a collaborative and 
competitive 40+ player semi-formal 
game played in physical space. Its 
gameplay consists of information 
manipulation/ gathering, strategic and 
tactical decision making, roleplaying 
and improvisation framed in a 
cooperative and competitive structure.



Working document 
for design

https://docs.google.com/document/d
/1OvXGWAuFUv6K5-OjWlBRIrfkZvKQS
GVWWoQJJx-D1Jw/edit?usp=sharing



Technology

Props, tokens, maps, rooms, spoken / 
written language, people and spaces 
and other real world tools are used as 
game pieces to guide and support the 
fiction and physicality of play.



Rules

There is a set of basic rules that guide play and 
define the basic actions, economy and structure 
of the game. 

The game is real time round based. Each round 
takes a set amount of time where actions can be 
performed by players and teams that impacts the 
game system. When the round ends the game 
state is updated and a new round begins.

There is a basic method of actions to attain 
information and resources, spending them to 
bolster the strength of teams and players in 
conflict resolution, but more importantly the 
resources can be used in negotiations between 
players and / or teams.

These rules are leading but they allow for 
emergent actions from players. And how these 
actions are resolved and how actions impact the 
game can be made up on the fly by control.



Control

The game is run by a group of ‘players’ 
called control that function as the game’s 
engine. The main task of control is to 
guide players in playing the game, proces 
players actions, aggregate results and 
change and update the game state. Also 
they are there to translate player’s actions 
into a mechanic that resolves the action 
that fits within the overall rules and 
process its impact to the system at large. 

They also provide / improvise game 
prompts based on game state and / or 
player actions for players to react to.

Their goal is to provide an engaging and 
immersive and satisfying game 
experience driven by player creativity.



Players

Players are usually part of a team with 
a specific assigned / chosen role. Each 
role has their own set of game 
privileges and fictional role description 
and are related in a asymmetrical 
manner. 

Each team has their own specific 
goals they try to meet and their own 
set of limited resources. Usually teams 
are also related in an asymmetric and 
dynamic manner creating a complex 
system of dynamic agents.



Game ending

The game ends after the maximum 
time has passed and / or a specific 
end state is reached. This is called out 
by control.

When the game is over, a debrief is 
held to explain what really happened 
and reveal how the end state came to 
be.

Achieving the goals of the team is a 
small part of the experience. It’s more 
about discovering what each other’s 
roles are in the bigger system that 
provides satisfaction.



Mega game Checklist

● Teams. There are teams of players
● Hierarchy. The teams of players exist in some sort of hierarchy
● Conflict. There is some sort of conflict, rivalry or adversarial situation
● Open Possibilities. The game is open-ended and allows a wide range of possibilities through 

emerging gameplay and player-determined narrative. We often say that the game should 
accommodate anything that could be done in real life.

● Meaningfulness. There are relevant and meaningful interactions both within teams and between 
teams.

● Urgency. There is time pressure and a sense of urgency. Players cannot have unlimited time to 
make decisions and the game moves at a pace that is not determined by the players.

https://megagamemaker.com/2016/10/



Mega game design/development timeline

6 months to go: Venue booked. Major mechanics decided. Cast list planned. Turn structure planned. Initial marketing set up.

3 months to go: Major mechanics playtested and nailed down. Start taking payments.

2 months to go: Casting finalised and publicised. Sub mechanics playtested and nailed down. Game material designs finished. Map ordered.

1 month to go: Game handbook finished and sent to players.

2 weeks to go: All game materials designed and production well underway. Pre-game briefing with control team.

1 week to go: All game materials produced. Personal briefings sent to players. Final details fitting into place.

https://www.beckybeckyblogs.com/game-design/megagame-design-2
-logistics/



Megagame Design Costs

Venue: 600+ Euro

Material Cost: 400+ Euro

Production time: 40h

Designer time: 150h+

Adminstration (inc. fees): 150+ Euro

https://megagamemaker.com/2020/09/



Conclusions

1. Megagames are very compelling form of game where players are a part of a hyper reality.
2. It leans heavily on players finding and taking roles, player interactions and emergent situations.
3. The game rules have the complexity of a typical complex board game and roleplaying game
4. It has a huge logistical component.
5. Control needs to lean on improvisational skills to keep the game running.
6. Most games developed within the mega game space have been organically grown over time. 
7. Although overall systems are not complicated perse, but finding out what works at scale is a 

challenging time consuming process.
8. Building up the expertise to understand well what could work is gained through experience. (e.g. 

playtests at various scales and running games)



Project implications

- What can we actually do within our budget?
- We can and should definitely experience one / two games to find out how all these elements work in 

play.
- I’m unsure in what way we can provide meaningful recommendations / insights regarding designing 

these type of games within an educational context.
- It requires game (design) expertise / experience
- lots of hours, manpower and money to design / produce and run



Kilogames could 
be more in scope

- kilo games are smaller 
scoped games with the 
same megagame ‘feel’

- can be played from 20+ 
players

- only take a few hours 
instead of a 6+ hours

- smaller control team needed 
to run

- less complex to run / 
design? 

TO DO: investigate this further

https://www.beckybeckyblogs.com/game-design/kilogames-mi
ni-megagames/



Action points

- Look into Kilogames
- Analyse ruleset megagame 

rulebooks.
- everybody dies
- watch the skies

- Discuss scope / ambitions 
further


