
 

 

 

 

 

 

Think Outside the Package 

 
Game Analysis: Strategy 

Written by: Johnathan Weiner 

GAM330: Professor Marquit 

 

 

 

 

 

 

 

 

 

 



 
http://techpinions.com/wp-content/uploads/2014/07/Strategy21-1024x761.jpg 

 

One could easily argue that they learn many things when playing a videogame (more 

than just the story and how to stab things). Even if there is no physical lesson, one learns 

reflexes, timing, and cognitive processing. Some of the best games are those that one could 

take lessons and ideals away from the medium to use in the future, even if that is just a 

memory of happiness. To learn, humans need to have a challenge thrown in front of them. 

More than that, humans learn when one fails at something because it tells one that they did 

something wrong and sets up the journey to correct their mistake. When one fails, they need to 

think, strategize new plans, and take a course of action to see if that plan works. This is the core 

of what one could consider a strategy game. 

What exactly is a strategy game, though? What counts as strategy? Many games provide 

challenges and problems for the player to get past or solve, so does that mean every game is a 

strategy? Not necessarily. A true strategy game engages the player in two kinds of decision 

making processes: autonomous (instinctive) and administrated (choice). Most games only deal 

with one or another, presenting puzzles that the player chooses to solve or actions that register 
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automatically for the player to take.  A game needs to engage the player in both styles of 

decision making in order to be considered within the genre of “strategy”. Keep in mind that this 

is not the same as “tactics”, as tactics involves only organization while strategy involves the 

entire scheme.  

For more detail, autonomous decision making are choices a person makes in habit, such 

as breathing, walking, and lifting a hand away from a hot surface. If something in the game 

hurts the player, an autonomous decision would be to avoid what hurts them. This may feel like 

a simplistic design, as, duh, a player wouldn’t want to be hurt and lose, but these small, 

simplistic actions can define gameplay on their own. Mario is a good example of a game that 

relies on autonomous decisions: defeat the enemy, jump over gaps, don’t get hit, strike the flag 

to win. This is what made the franchise able to teach the player in the first level of the first 

game: autonomous decision making. The game passively gives the player options and the player 

takes them to learn without having to stop and think.  

On the other side, administrated decision making are choices that cause a person to 

stand still and focus on it in thought to reach an outcome. These decisions cannot be solved 

autonomously as they require too much processing to simply solve. Do I walk to the grocery 

store 5 miles away or should I take spend money on a taxi? What are the implications and side 

effects of my decision? That is an administrated decision, as the problem is administrating me 

options that I have to think about in order to reach a decision. Open world RPG games relish on 

this kind of decision making, presenting the player with massive worlds with many directions 

that on has to openly think about and choose where to go next. Do I tackle the crypt of 

skeletons nearby despite being low in supplies or do I wander the open plains until I can find 

civilization, even if that is risky? The game administers decisions to the player which one has to 

act upon in order to progress the game in one way, or the other.  
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Strategy games make up most of what I play, as I love to stretch my mind to the limits 

and come up with creative methods of solving problems thrown at me. Balancing resources, 

upgrading equipment, managing forces, communication, plans: all of these things are often 

managed at the same time in order to achieve victory. This trains many kinds of physical and 

mental traits that I can use in real life, even simple things like money management and strategic 

time planning. More than that, the victory and achieving the goals of the game just feels more 

satisfying when I have worked every part of my brain to succeed and outwit the computer or 

other player.  

 A good strategy game all depends on what kind of elements the game is trying to 

focus on. Mainly, there are two kinds of strategy games: Turn based strategy (TBS) and Real-

Time Strategy (RTS). Turn-based strategy allows the player to pause and contemplate the next 

move to take, giving either an entire phase for the player to act or individual characters turns to 

act upon. Disgaea is a good example of phase-controlled TBH while Final Fantasy Tactics is a 

good example of individualist character turns. Turn based strategy games should give the player 
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enough options and ideals to understand the purpose of each option while making the goal 

apparent. While the goal should be apparent, the means should be obtained based upon how 

the player tackles the problem. A RTS has a lot more balancing factors to keep into 

consideration than a TBH, from time variants like “ticks”. A “tick” is a unit of measurement in a 

game when everything changes in one single parameter at the same time (in average). This is 

usually measures in frames, but some games specify ticks. An example is how fast one can build 

a building. If it takes 400 ticks to fully build it, and one worker provides 2 ticks per second, it will 

take 200 seconds to build it. This average tick count gives the player knowledge of the time 

variant and can plan accordingly. 

Something to keep in mind is that there exists a hybrid variant of TBH and RTS games 

called the LTS, or, live-turn strategy. These are games that appear to be real time strategy 

games, but in actuality have turns behind the scenes. These are mostly seen in games like 

Never-winter Nights, Baldur’s Gate, and Pillars of Eternity. The unique attribute of these games 

is that you can pause and plan out your actions, making it feel like a phase-based game 

whenever you pause it, but also have elements of an RTS when not paused.  
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One of my favorite strategy games that continues to pull me back even after game 

completion is Divinity: Original Sin. DOS is a turn based strategy with a massive, vast world full 

of possibilities, side quests, and hilarious gapes against RPGS. While I would love to talk about 

the genius story, hilarious dialogue, and beautiful world, we’re here to talk strategy.  

Like any typical character turn based game, each character in your party, as well as each 

enemy, as their own turn. When it is their turn they act based upon their action point count, 

but waiting can reserve them for the next turn. The real strategy is the fact that every spell, 

attack, and ability reacts like chemicals in a bottle to one another, producing new results. N 

example, if the water wizard casts a spell that causes it to rain and form puddles on the ground, 

the air mage can shoot lighting at the puddle, turning the entire puddle into an electric death-

trap. Every spell and ability can manipulate the enemy, allies, and environment in this way. This 

gives the player(s) many options regardless of their path (as classes don’t actually exist. Want to 

play a fighter that dual-wields wands? Go right ahead). What makes this game extremely, and I 

mean EXTREMELY challenging is the fact that the enemy has just as many options as you do, 

and you need to work around their attempts to control you and the environment. Not even the 

tutorial holds your hand. This game encourages you to save a lot and constantly retry battles to 

find a working strategy. 
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Now, Sproggiwood is not necessarily a bad strategy game, however it suffers from a few 

common themes seen in many TBS games that are never touched upon or fixed. In 

Sproggiwood, the player has control over a single character who works in accomplishing 

missions for money, which is used to build the town and upgrade yourself. The problem is that 

it separates all of your abilities into classes. You have access to every single class, but you can 

only choose to play one at a time. Likewise, the class you currently have selected is the only one 

that gets the money and experience, meaning you have to essentially replay the game 

repeatedly in order to have the other options. Despite your efforts, however, you can only use 

a single class when you leave your town to adventure, but the game expects you to have your 

other classes leveled fully in order to pas certain areas. This essentially turns the game into a 

massive grind-fest with no true strategy involved, as it provides many options, but iron-locks 

you into the single option it allows you to take. Even beyond that, when you select your class 

and enter a zone to adventure, the loot is still randomized despite all the hard work you put 

into unlocking that area for this particular class. You could spend your time grinding a class out 

to unlock an area, then play the area meant for a thief only to come out with no thief 

equipment what-so-ever.  
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