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What Makes. it a Game?
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Choice







Players must
Choose to
Play

* Provide Up Front Context, Potential Benefits, Expectations*



Choose adventure inside the game




Choose adventure inside the game
. -~ *AGENCY*




ultimate
target mission/goal

=

A\ Clear?
\ 5 ) Achievable?
| Rewarding?

(

=

Short Term vs Long Term

Is It Still Fun Without A Goal?

N\



Interesting /( )(\'Y’

Appeal to
Instincts

Open S)(De
Ended
Relatable /



Rules
Fundamental Culture
VS
Operational Play

Visible Progress?




ACTIONS HAVE

CONSEQUENCES |



Sometimes Unexpected



and Surprising

Sometimes Unexpected






Chance / Randomness

What is the impact on the players?



] Skills

@ @ What’s required ?
0 a Is it fair ?

- Support the experience? | Q—m—



Strategy

Cooperative
Competitive
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et age ExXTeen A ®
L oNSCRUENES 5 REsuLTS




When

WHAT -
Hows

JUNE 21
Agile Kendall
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