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CHAPTER & PESIGN ETLUPE

PESIGN MUST EVER ALAPT TO ITS CONTEXT, FUNCTIONAL-
AESTHETIC GOALS, AND MEL/LUM. WE HAVE PRESENTED
SOME CONS/IPERATIONS FOR ARTFULLY CRAFTING PLAY
AND GAMES, AND ARGUED FOR THEIR POTENTIAL TO CREATE
NEW FORMS OF INTERACTIVE, ARTFLIL EXPERIENCES.
LET'S PUT SOME OF THAT INTO PRACTICE ...

* FART 1: ANALYZE & ARTICULATE

COMPILE A L/ST OF YOUR FAVORITE GAMES, AS PIVERSE A LIST AS POSSIBLE. THEY
CAN BE VIPEO GAMES OR ANYTHING ELSE! ANALYZE EACH OF THEM AND BREAK THEM INTO
MECHANICS, PYNAMICS, AND AESTHETICS., IN OTHER WORDS, ARTICULATE THE
UNPERLYING RLULES PESIGNED INTO THE SYSTEM, THE BEHAVIORS THEY ENCOURAGE,
AND THE AESTHETIC TAKEAWAY -- WHICH TYPES OF AESTHETICS WERE EXPERIENCEDZ

IN MY MUSIC, COMPUTING, PESIGN
* MINECRAFT ¢ PAPERS, PLEASE STUPIO COURSE, STUPENTS OFTEN ASK
* BRAIP e WORLP OF WARCRAFT "WHAT SHOULD I PESIGNZ" OR "WHERE
e MONUMENT VALLEY o JOLRNEY SHOULP I GO FROM HEREZ" I OFTEN FIND
o FIREWATCH » OVERWATCH MYSELF SUGGESTING "APD CONSTRAINTS,
. EVERYTHING « GETTING OVER IT INVENT MECHANICS" AND PISCOVER HOW
. LEGEND OF ZzELpa WITH BENNETT FOPDY THEY CHANGE THE PYNAMICS. SO...

* PART Z: IMAGINE & SKETCH

DESIGN A GAME FOR FUN. THINK ABOUT THE AESTHETIC
AIMS -- WHAT PO YOU WANT YOUR PLAYERS TO FEELZ WORK
BACKWAREL AND INVENT THE MECHANICS -- TEST/
IMAGINE/PEPUCE WHAT PYNAMICS MIGHT BE FOSTERED
AND USE IT TO FURTHER REFINE THE MECHANICS!

* PART 3: GAMIFY

TAKE SOMETHING IN YOUR PAILY LIFE OR WORK -- SOMETHING THAT IS OSTENSIBLY NOT A
GAME. PESIGN RULES AROUND THAT TO CHANGE BEHAVIOR FOR YOU OR SOMEONE ELSE!

EXAMPLES / BYRON: "I PUT A PULL-LP BAR
OUTSIDE MY BATHROOM AND DO
+ ACHIEVEMENTS FOR HOUSEHOLD TASKS 10 PULL-LPS BEFORE LSING
* INCENTIVES FOR EXERCISING (E.G., POING PULL-UPS) Lo cor ol o h ot
- SEE "IF I CAN DO IT" OR "DO IT MORE EFFICIENTLY"
+ GAMIFYING OFFICE BEHAVIOR
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