	
	
	



Iain Compton Access Summary
Ian Compton, a lead systems designer at Jagex with 25 years of experience, discussed his role in creating game rules and features. He emphasized the importance of communication and collaboration in the games industry. Ian shared his unconventional path, starting with board games and transitioning to digital games. He highlighted the need for humility and clear communication. Ian also addressed the challenges of early game development stages and the excitement of working in a constantly evolving field. He advised aspiring game designers to start creating games and noted the industry's progress in inclusivity, particularly for women.
Outline
Ian Compton's Role as a Lead Systems Designer
· Lynda introduces Ian Compton, a lead systems designer at Jagex, and asks him to explain his role.
· Ian explains that his job involves creating the rules and features of the game, which are essentially the game's mechanics.
· He compares game design to rules in various games, from board games to team sports, emphasizing the importance of rules in all games.
· Ian describes his responsibilities, including writing documentation for programmers to turn into game code, covering aspects like game start, player states, and gameplay mechanics.
The Process of Pitching and Developing Games
· Lynda asks if Ian comes up with the game ideas or if it's a team effort.
· Ian explains that the initial pitch is a team effort, often involving the studio's ideas and direction.
· He mentions that smaller studios might involve the team in pitching ideas, while larger studios have a pre-planned roadmap.
· Ian shares that his role is more about turning ideas into workable designs rather than coming up with the ideas themselves.
Ian's Unconventional Path into the Games Industry
· Lynda inquires about Ian's educational background and how it helped him start his career.
· Ian reveals that he doesn't have a traditional path; he made games as a hobby since childhood and learned on the job.
· He describes his early experience with board games and tabletop role-playing games, which led him to a job at Games Workshop.
· Ian explains his transition to digital games, working for France Telecom in Paris, and how he learned the ropes without formal training.
Qualities Needed for Success in the Games Industry
· Lynda asks about the qualities needed to succeed in the games industry.
· Ian emphasizes the importance of communication and collaboration, as nearly everything in the industry is collaborative.
· He highlights the need for humility and the ability to take feedback and turn it into useful designs.
· Ian discusses the importance of clear and unambiguous communication to ensure everyone understands the design and its implementation.
Challenges and Excitement in Game Design
· Lynda asks about the most challenging and exciting aspects of Ian's role.
· Ian finds the most challenging part to be the early stages of game development, where there are many unknowns and high-concept conversations.
· He explains that programmers prefer concrete tasks rather than abstract discussions about game concepts.
· Ian finds the constantly evolving nature of technology and the opportunity to learn from diverse perspectives exciting.
Advice for Aspiring Game Designers
· Lynda asks for advice for aspiring game designers, especially women.
· Ian advises everyone to start making games, regardless of their background or lack of formal training.
· He emphasizes the importance of passion and practical experience over formal education.
· For women, Ian acknowledges the industry's past challenges but notes that it is improving and encourages them to pursue their interests.
The Impact of Games on Society
· Lynda asks about the societal impact of games.
· Ian believes games bring people together and provide an escape from daily stresses.
· He mentions that games offer a way to connect with others and offer a form of entertainment that can be immersive and fulfilling.
· Ian highlights the importance of a diverse industry to create a more inclusive range of games for different audiences.

	
	
	



