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Thoughts on Will Wright’s Design Process


Will Wright’s design process is interesting and a good example to follow. According to the article “Profiles Game Master” from The New Yorker, it talked about how Wright found inspirations from the real life and his own experiences. It is true that the surroundings always bring lots of new ideas and influences because every day is different and the diversity of people around gives us lots of possibilities to do something out of the ordinary. The experiences are also important for artist or designers, it is the way to feel and understand how certain things happen in the life. In Wright’s game the Sims, he took what is surrounded and made the most common into something uncommon, the freshness makes the public wants to play and this new invention changed what people originally thought about video games. In the article states that the game had not been accepted at the beginning because it was like “a doll game for girls”; no one expected that it would become something everybody loves today. In Wright’s design process, beside the researches, lots of observations and experiences, he also asked opinions of young generation. Lots of ideas in the Sims were from his daughter; one of those was to ruin the house if they do not watch the fire while cooking, and others. The books also gives Wright new ideas, it is always good to read something new; knowing what is in fashion, and what people like today. Even thought Wright’s process seems long and takes time, but all those make his piece stronger and stands out of the market.

