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Congratulations



THE BIG IDEA



We study games as a form of culture
and game design as creative practice

The Game Center MFA is a new kind of program devoted to an 
idea that is simple and obvious and, at the same time, radical and 
revolutionary.

That idea: games are important. They aren’t important because 
they are the most advanced form of human-computer interaction 
(although they are); they aren’t important because they make you 
smarter (although they do); they aren’t important because they 
can make you rich (although they can).
 
Games are important for their own sake, because playing games 
is a deeply vital and intrinsic part of being human. They are 
important because games are a powerful way of exploring 
complex ideas and grappling with ourselves, with each other, and 
with the world. They are important because games can be 
beautiful in ways that defy explanation and meaningful in ways 
that exceed understanding.

At the Game Center we study games the way they study painting 
at the Sorbonne, acting at the Royal Academy, and music at 
Juliard – passionately, proudly, and without apology. We want to 
understand them more deeply and make them more beautiful.

This is our big idea:

…and this is the purpose of the Game Center MFA.





WORK

“The only rule is work. If you work it 
will lead to something. It’s the people 
who do all the work all the time who 

eventually catch on to things.”

The Studio Approach
The NYU Game Center MFA is based on a studio approach of 
hands-on game creation within a context of advanced critical 
literacy and sophisticated theoretical analysis. 



HOW
TO

WORK



Work

“The only rule is work. If you work it 
will lead to something. It’s the people 
who do all the work all the time who 

eventually catch on to things.”

iterate

fail fast

playtest

*

*“Fail Fast & Follow the Fun” © Marc LeBlanc, ca. 2000

follow the fun



Collaboration
Making games, especially videogames, is an interdisciplinary 
process. In this program you will sometimes be working solo, but 
more often you will be on a team. Learning to collaborate well is 
one of the most valuable skills you can develop and is one of the 
central pillars of the Game Center MFA.



Some basic rules of thumb for collaboration:

Be eager, respectful, and prepared. When it’s time for a team 
meeting, show up early and ready to contribute. 

arrive early

Your goal should always be to get the best work out of the other 
people in your group. (Ironically, this is the secret to developing 
the most impressive personal reputation.)

make your partners look good

A complement to “Yes and…” is the idea that you should bring a 
spirit of rigorous critical evaluation to everyone’s ideas and work, 
including your own. For a professional designer, serious critique 
is a sign of deep respect. Learn to give it and receive it honestly 
and with patience and good humor.

respectful criticism

Not every team dynamic works. If, after honestly trying, your 
team just can’t function, it may be time to iterate on your team 
composition. Talk to your team and talk to your instructor to try 
and work things out, then move on to a new context and keep 
working.

it’s ok to fail

A fast prototype is always better than a long discussion.

bias towards action

Learn the classic improv rule of co-creating by accepting and 
building off of your partner’s ideas instead of shutting them 
down.

“Yes, and...”



Everyone in a collaborative
group is a game creator



In other words, on a team you have two responsibilities:

This sounds like a contradiction, but it’s not. In an environment 
of trust, people don’t get territorial with their roles. Instead, just 
the opposite happens – people become eager for critical feed-
back and outside ideas. Work towards establishing this level of 
trust and collaboration on every project.

Take responsibility for the individual role you have 
chosen on a particular project.

pull your own weight

Go beyond your role wherever you can.
help out everyone else

1.
2.







GAME
DESIGN











The Game Center Library
Our collection of digital and non-digital games contains more 
than 3,000 titles, making it one of the largest game libraries in 
the world. 

We call it the “Open Library” because it’s accessible to all NYU 
Students, but the main purpose of the Library is to be a resource 
for you, the dedicated Game Center students.

The Library exists so that you can build advanced game literacy 
through critical play. It’s also there to serve your design research 
needs. If there's a game you want to play that isn't part of the 
collection, let us know and we'll track it down.





Events





We have zero tolerance for any type
of offensive behavior or harassment

















follow the fun

A Work in Progress
The Game Center MFA is a framework for thought and action. 
Like a game, its true meaning emerges as people interact with it. 

The best games are the ones that surprise us, that unfold in ways 
we can never totally predict, take us places we didn’t expect, and 
create new and unforeseen kinds of pleasure and beauty.

In the Well-Played Game, Bernie DeKoven describes the idea of a 
play community:



Look around you.  You come from parts of the world that many of you have never 
visited.

As you come together, depend on each other, you will �nd yourself wearing the 
ill-�tting clothes of someone else’s world and dine on what is the strange food of 
someone else’s thought.

If you can resist the temptation to run back to the shelter of your own comfort 
zone – if you permit yourself the intellectual curiosity to explore your differences 
just as you would explore a new city, you might be pleasantly surprised.

Collaboration will jar you - provoke and confront you with different ways of looking 
at the world - allow this to happen, embrace it

Our signature is collaboration - not competition.

Resist your own comfort zone.

Founder of NYU’s Interactive Telecommunications Program

A Welcome Message from
Red Burns (1925 - 2013)

You are here, and I welcome you.

Understand the question before looking for the answers.

That there is a difference between the mundane and the inspired. The biggest 
danger is not ignorance, but the illusion of knowledge.

That the inherent preferences in organizations are ef�ciency, clarity, certainty, and 
perfection. Human beings are ambiguous, uncertain, and imperfect. How you 
balance and integrate these contradictory characteristics is dif�cult.

That imagination, not calculation, is the “difference” that makes the difference.

That creativity is not the game preserve of artists, but an intrinsic feature of all 
human activity.

That in any creative endeavor you will be discom�ted and that is part of learning.

Provoke the Unexpected – Expect it.

That there is a difference between long term success and short term �ash.

That organizations are really systems of cooperative activities and their coordina-
tion requires something intangible and personal that is largely a matter of relation-
ships.

What I want you to know:



That you combine that edgy mixture of 
self-con�dence and doubt. Enough 
self-con�dence to try new things. 
Enough self-doubt to question.

That you create opportunities to 
improvise.

That you make visible what, without 
you, might never have been seen.

That you communicate emotion.

That you play, observe, imagine and 
create.

That you look for the question, not the 
solution.

That you are not seduced by speed and 
power.

That you don’t see the world as a 
market, but rather a place that people 
live in - you are designing for people - 
not machines.

That you have a stake in magic and 
mystery and art. 

That poetry drives you, not hardware.

That you are willing to risk, make 
mistakes, and learn from failure.

That you develop a practice founded in 
critical re�ection.

That you build a bridge between theory 
and practice.

That you value serendipity.

That you reinvent and re-imagine.

That you listen.

That you ask questions.

That you speculate and experiment.

That you play.

That you are spontaneous.

That you remember to collaborate.

That each day is magic for you.

That you turn your thinking upside 
down.

That you make whole pieces out of 
disparate parts.

That you �nd what makes the 
difference.

That your curiosity knows no 
bounds.

That you understand what looks 
easy is hard.

That you imagine and re-imagine.

That you develop a moral compass.

That you welcome loners, cellists, 
and poets.

That you are �exible.

That you are open.

That you can laugh at yourself.

That you are kind.

That you engage and have a 
wonderful time.

This will be 2 years for you to 
expand - take advantage of it.

What I hope for you:



Images taken from Game Center posters designed by Rachel E. Morris www.rachelelm.net




