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EPIC EPISTEMIC CANVAS

When the roles in a game belong to a recognisable group, the epistemic framework theory shows insight in what connects this group.’Groups’ can be
occupational groups like filmen, doctors etc., but it can also be stay-at-home-dads, curling players , hamsters or aliens.
This theory shows necessary knowledge, skills, relevant identifiers and value systems. From this we can abduct what an Epic Win could be for this role.

KNOWLEDGE SMALL EPIC WIN VALUES

What is the minimum | should know to How does this ‘professional’ experience the
successfully play this ‘professional’? values in his work"?

E] MEDIUM EPIC WIN

SKILLS ’ IDENTITY

What defines the indentity of this
‘professional’ (how do you recognise her, what
tools or clothes are typical?)

What Is interesting to do when playing this
‘professional’?

E] LARGE EPIC WIN
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1 | 2 [ 3 | 4 | 5 | 6 | & [ 7 | & | 9

Definition:
To experience an urge to
prize and estimate someone

for their worth or
achievement.

It arises when somebodies
praiseworthy behaviour
surpasses internal or external
standard.

POSITIVE AESTHETICS

Definition:

To be carried away by an

overwhelming experience of

intense joy.

it arises when something
extraordinary happens that
enables one to surpass one's
boundaries.

POSITIVE AESTHETICS

Definition:
To enjoy a calm state of

being free from mental or
physical tension or concern.

It arises when it (s certain that
an undesirable event will not
occur in any way.

POSITIVE AESTHETICS

Definition:
To enjoy a playful state of
humor or entertainment

It arises when one is awakened

to the realisation of a relational

meaning of something absurd in
a witty way.

POSITIVE AESTHETICS

Definition:
To experience an urge to

explore, investigate, or to
understand something.

it arises when something
unexpected and mysterious
happens offering a clue to
understanding.

POSITIVE AESTHETICS

Definition:
To experience a tendency to

regard someone as worthy,
good or valuable.

It arises when a praiseworthy
character of someone conforms
to internal or external standard.

POSITIVE AESTHETICS

Definition:
To eagerly await an

anticipated desirable event
that is expected to happen.

It arises when one notices that
there (s a high chance that a
desired event will actually take
place.

POSITIVE AESTHETICS

Definition:

To experience the belief that
something good or wished

for can possible happen.

It arises when one finds a

prospect of accomplishing his/

her wishes.

POSITIVE AESTHETICS

Definition:
To enjoy the recent fulfilment
of a need or desire.

It arises when an expected
desirable event has been

realised conforming to or
surpassing expectations.

POSITIVE AESTHETICS

Definition:
To experience great mental
or moral strength to

withstand or cope with the
situation.

it arises when it is certain that
one Is capable of overcoming
challenge in the process of
realising his/her goal.

POSITIVE AESTHETICS

Definition:

To experience a sudden and

overwhelming feeling of
creative impulse.

It arises when one is awakened
to the realisation of a relational
meaning of something and is

enabled to do something
creative.

POSITIVE AESTHETICS

Definition:
To be pleased by something
that happened suddenly,
and was unexpected or
unusual.

it arises when something
unexpectedly happens beyond
ones expectation.

POSITIVE AESTHETICS

Definition:
To experience mental or
moral strength to persevere

and withstand danger or
difficulties.

It arises when someone
demonstrates the ability to do
something that frightens one.

POSITIVE AESTHETICS

Definition:
To be pleased about (or
taking pleasure in)

something or some desirable

event.

It arises when something that

factlitates goal
accomplishment happens or
provides sensory pleasure.

POSITIVE AESTHETICS

Definition:
To experience an urge to
identify with someones
feeling of misfortune or
distress.

It arises when one recognises
that someone is suffering a
distress and is motivated to be
helpful.

POSITIVE AESTHETICS

Definition:
To experience the

satisfaction of creating
something new

it arises when the result
surpasses the expectations of
the player. Outcome surpasses
effort.

POSITIVE AESTHETICS

Definition:

To experience a tendency to
protect or contribute to the

well-being of someone.

It arises when one finds

relatedness with someone and

a quality is experienced of
being friendly, generous, and
considerate.

POSITIVE AESTHETICS

Definition:
To experience a strong

attraction to enjoy or own
something

it arises when something
potentially beneficial for
personal concerns is expected
to be reachable.

POSITIVE AESTHETICS

Definition:

To experience an urge to be

affectionate and care for
someone.

It arises when an appealing

character of someone provides
a likelihood of mutual affection

or something facilitates

associations with a loved one.

POSITIVE AESTHETICS

Definition:
To enjoy a calm state of

introspection and
thoughtfulness.

it arises when something
facilitates a stepping outside of
the current experience and
leads to associations with an
Imaginary experience.

POSITIVE AESTHETICS

Definition:
To experience a sexual
appeal or appetite.

[t arises when someones sexual

appeal corresponds to ones
appetite or facilitates
associations with an erotic
interaction.

POSITIVE AESTHETICS

Definition:

To be carried away by
something that is
experienced as
overwhelmingly pleasant.

It arises when an appealing
and/or mysterious character
facilitates physical or mental

isolation in a pleasant way.

POSITIVE AESTHETICS

Definition:

To experience an enjoyable

sense of self-worth or
achievement.

[t arises when ones
praiseworthy behaviour

surpasses internal or external

standards

POSITIVE AESTHETICS

Definition:
To enjoy a high-spirited state
of being energised or
vitalised.

it arises when something
pleasant facilitates the
enthusiasm and determination
to do something.

POSITIVE AESTHETICS

Definition:
To enjoy the recent removal
of stress or discomfort.

it arises when it is certain that
an undesirable situation has
gone away or changed into
better situation.

POSITIVE AESTHETICS
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EMOTION = ASTHETICS 1 (NEGATIVE) ©

Potential Cause:

Experience of injustice in

game; balancing problem;

unrecoverable loss.

Look into fairness or balancing

NEGATIVE AESTHETICS

DISTRUST

Potential Cause:

Triggered by dark play;
diplomacy and spy
mechanics; also unbalanced
game play; unfair rules;
perception of unfair
advantages of cther players;
dark play result.

Look into fairness or balancing

NEGATIVE AESTHETICS

LONELINESS

Potential Cause:

Loss of relatedness to other
players or the game as
whole ; feeling left behind;
lack of rubber banding

mechanic.

Positive as a special aesthetic
in survival games if intended
(Minecraft)

Look into rubber banding

NEGATIVE AESTHETICS

STARTLE

Potential Cause:

Triggered by sudden scary
game events (horror type
games); if not handled

carefully it might lead to

disengaging player.

Positive to jump scare or excite
players; raise temperature.

Look into unwanted surprise

NEGATIVE AESTHETICS

ANXIETY

Potential Cause:

Triggered by uncertainty,
lack of scaffolding, lack of

security. Not a bad

aesthetic, but it should not
last too long. Testing will tell

you what is the right amount.

Look into (un)recoverable loss

NEGATIVE AESTHETICS

Potential Cause:
Triggered by uncertainty or
dilemma. Unfair rules;
perception of unfair

advantages of cther players.

Positive if it makes players
reflect on actions or ethics

Look into feedback issues

NEGATIVE AESTHETICS

LONGING

Potential Cause:

Unfulfilled desire (turning
bad if it never materialises in
game).

Positive as powerful
propellant for motivation.

Propels player to aim for
reaching goal.

Lock into motivation

NEGATIVE AESTHETICS

Potential Cause:

Triggered by a carefully
constructed feeling of
ownership or investment in
play objects or other
characters. Not bad as long
as the worry is contained in
the game, and stays in the
magic circle. Otherwise it
becomes a safety issue in
game.
Look into (un)recoverable loss

NEGATIVE AESTHETICS

BOREDOM

Potential Cause:

Lack of game centrol; lack of

ones impact on progress;
repetition without aim; slow
pacing,; lack of obstacles;

lack of autonomy.

Look into skills vs. challenge

NEGATIVE AESTHETICS

13
EMBARASSMENT

Potential Cause:

Triggered by the player
being shamed by other
players; careless loss of
important items; letting

down others.

Positive if handled with care to
mildly expcse players; do it
respectfully.

Look into unsafe magic circle

NEGATIVE AESTHETICS

23
NERVOUSNESS

Potential Cause:
Triggered by dark play;
diplomacy mechanics;
difficult tasks; public
performance, being
observed by others; high
difficulty; lack of explanation
or manual.

Look into unsafe magic circle

NEGATIVE AESTHETICS

CONFUSION

Potential Cause:
Triggered by a lack of
feedback, too much

feedback, too much game
elements; too much game
events in short amount of
time; lack of instructions;
lack of scaffolding.

Look into lack of scaffolding

NEGATIVE AESTHETICS

Potential Cause:

Triggered by a disbalance
between players; feeling of
unfairness is triggered.
Reward system problem
(other players get too many

privileges or power ups).

Look into fairness or balancing

NEGATIVE AESTHETICS

Potential Cause:

Too harsh punishments;
unrecoverable loss; unfair
losing; unfair game events

hurting fellow players; bad
chance calculation;

unbalanced play.

Look into fairness or balancing

NEGATIVE AESTHETICS

CONTEMPT

Potential Cause:

Lack of respect for creators;
stupid actions of fellow
players; blocked in their play

by others (dark play).

Look into content

NEGATIVE AESTHETICS

Potential Cause:

Triggered by a dis-balance in
the safety within the magic
circle. Other players can
harm the player unduly
without protection in game

from rules or other players.

Look into unsafe magic circle

NEGATIVE AESTHETICS

REJECTION

Potential Cause:

Not successful in in-game
negotiations; (trade;
dipiomacy; allies; bonding);
not being picked in a team;
not being consulted for help;
not being questioned for a
solution. Lack of rubber
banding mechanics.

Look into rubber banding

NEGATIVE AESTHETICS

DESPERATION

Potential Cause:

Too high obstacles; even
after repeated recoverable
loss one can not win;
unsolvable puzzles; too high

difficulty.

Look into fairness or balancing

NEGATIVE AESTHETICS

16
FRUSTRATION

Potential Cause:
Tension between game goal
and mastery; lack of clear
rules or goals; steepness of
the learning curve; lack of

instructions.

Positive to trigger player ejfort;
pushing player to perform
harder

Look into fairness or balancing

NEGATIVE AESTHETICS

26
RELUCTANCE

Potential Cause:

Daunting tasks that are too
hard to master; steep
learning curve; difficulty level
too high; stuck in repetitive

recoverable loss.

Positive for high risk
assignments (fear of losing
assets); serious challenge; boss
level

Look into skills vs. challenge

NEGATIVE AESTHETICS

7
DISAPPOINTMENT

Potential Cause:

Mismatch with expectations

before play; mismatch

between effort and reward;

not enough levels; victory

conditions too easy; bad

overall design; bad tutorial.

Look into expectation

NEGATIVE AESTHETICS

Potential Cause:

Can be triggered by a
disbalance in the amount of
power/effect one has on
another player. Overpowered

player ability.

Positive if you need a real
dilemma in game to trigger
reflection (consciousness).

Look into fairness or balancing

NEGATIVE AESTHETICS

27
RESENTMENT

Potential Cause:

Undignified loss or sudden

unexpected loss; unethical

opposite play; unfair rules;
unfair rewards (too little, too

much).

Look into fairness or balancing

NEGATIVE AESTHETICS

DISGUST

Potential Cause:

Unethical acticns in game;

depictions of violence,
torture cr other gross
depictions in game; too
much gore in game; taboos

being broken in game.

Look into content

NEGATIVE AESTHETICS

18
HUMILIATION

Potential Cause:

Lack of recoverable loss; a
severe punishment played by
another player (or the game
rules) with disproportionate
impact; usually a balancing

issue (more nurt than
deserved).

Look into fairness or balancing

NEGATIVE AESTHETICS

SADNESS

Potential Cause:

Losing an object/character
in game with emotional
value; provocative

storytelling; relatable

experiences.

Positive for meaningful loss in
game; creation of emotional

attachment.

Look into skills vs. challenge

NEGATIVE AESTHETICS

DISSATISFACTION

Potential Cause:

Disappointed in
expectations; expectations

too high; hype to big; reward
problem; lack of challenges;

unfairness.

Look into fairness or balancing

NEGATIVE AESTHETICS

19
INDIGNATION

Potential Cause:

Provocative subject in game;
moral values being
questioned; social

boundaries being crossed.

Look into content

NEGATIVE AESTHETICS

Potential Cause:
Dis-balance in the safety
within the magic circle.
Other player scan harm the
player unduly without

protection.

Positive if you want to trigger
etnical awareness.

Look into rubber banding

NEGATIVE AESTHETICS
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DISTRESS

Potential Cause:

Triggered by a lack of
scaffolding in game; not
encugh instructions; lack of
tutorials; lack of

foreshadowing.

Positive as distress is a normal
part of play if properly
balanced and recoverable loss
is implemented

Look into lack of scaffolding

NEGATIVE AESTHETICS

JEALOUSY

Potential Cause:
Triggered by too strong a
disbalance between players;
feeling of serious unfairness
(s triggered. Reward system
prcblem (other players get
too many privileges or power
ups,).

Look into fairness or balancing

NEGATIVE AESTHETICS

Potential Cause:
Triggered by unethical in
game events of actions;
might disengage player;

threatens their participation.

Positive if you need to raise

awareness; breaking current

believes; sudden behaviour
change trigger.

Look into lack of scaffolding

NEGATIVE AESTHETICS
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ADVISING

Definition:
Helping other players to
perform a task.

DYNAMICS

COMPETING

Definition:
To try to be more successful

than someone or something
else.

DYNAMICS

FINDING

Definition:

To discover where to get or

how to achieve something,

looking for clues or support
material.

DYNAMICS

ANALYZING

Definition:
To study or examine

something in detail, in order
to discover more about it.

DYNAMICS

12

COMPLAINING

Definition:
To criticise or complain often

(n an annoying way about a
perceived unfairness.

DYNAMICS

FOCUSSING

Definition:
The main or central point of

something, especially of
attention or interest.

DYNAMICS

ARGUING

Definition:
To speak angrily to someone,

telling that person that you
disagree with them.

DYNAMICS

13

CONNECTING

Definition:
To join or be joined with
something or someone else.

DYNAMICS

GOSSIPING

Definition:
Conversation or reports
about other people's private
lives that might be unkind,
disapproving or not true.

DYNAMICS

ASSESSING

Definition:
To judge or decide the

amount, value, quality, or
importance of something.

DYNAMICS

14

CONTRIBUTING

Definition:

To give something or add

something to a bigger goal in

order to provide or achieve
something together.

DYNAMICS

GUIDING

Definition:
Leading someone by the

hand, teaching how to do a
task.

DYNAMICS

ASSISTING

Definition:
To take action to help

someone or support
something.

DYNAMICS

15

COOPERATION

Definition:

To act or work together for a

particular purpose, or to be
helpful by doing what
someone asks you to do.

DYNAMICS

HELPING

Definition:

To assist another person.

DYNAMICS

ATTACKING

Definition:

To try to disable or defeat an
opponent using a
superpower with a
destructive effect.

DYNAMICS

CREATING

Definition:
To make something new,

based on available tools,
materials or recipes.

DYNAMICS

HIDING

Definition:

To put something or
someone (or yourself) in a
place where that thing or
person cannot be seen or
found or held accountable.

DYNAMICS

BEHAVIOUR = DYNAMICS 1
I I T N SR R R R N

AVOIDING

Definition:

To stay away from someone
or something and avoid a
negative impact on status or
performance.

DYNAMICS

DEFENDING

Definition:
To protect someone or

something against attack or
criticism.

DYNAMICS

IGNORING

Definition:
To intentionally not listen or
glive attention to.

DYNAMICS

BETRAYING

Definition:

To not be loyal to your
fellows, often by doing
something harmful
(sabotage; helping
opponent).

DYNAMICS

18

DISCOVERING

Definition:

To find information, a place,

or an object, especially for
the first time.

DYNAMICS

INTERVIEW

Definition:

The activity of asking
someone questions to
articulate their thoughts or
experiences.

DYNAMICS

BONDING

Definition:
The process by which a

productive emotional
relationship is developed.

DYNAMICS

DOMINATING

Definition:
To exercise control over a
place or person.

DYNAMICS

LISTENING

Definition:
To give attention to someone

or something in order to hear
him, her, or it.

DYNAMICS

COLLECTING

Definition:
To find, get and keep things
of one type until completion
of a finite or infinite amount
of objects.

DYNAMICS

FIGHTING

Definition:
To attack someone to win a
conflict.

DYNAMICS

LOSING

Definition:

To fail to succeed in a game;
to have something or
someone taken away from
you.

DYNAMICS
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BEHAVIOUR = DYNAMICS 2

MATCHING

Definition:
To combine something that
fits well with something else.

DYNAMICS

SLACKEN

Definition:

To deliberately work less
hard or to be less productive
than is usual or necessary or

expected.

DYNAMICS

WASTING

Definition:

An unnecessary or wrong use

of money, substances, time,

enerqgy, abilities.

DYNAMICS

MEASURING

Definition:
To discover the exact size or
amount of something.

DYNAMICS

SOLVING

Definition:

To find a solution to a puzzle.

DYNAMICS

WINNING

Definition:

To receive something
positive, such as approval,
loyalty or love because you

have earned it. To be the
best of the rest.

DYNAMICS

S

3
MISINFORMING

Definition:

To accidentally or
intentionally provide
someone information that is
not correct.

DYNAMICS

SORTING

Definition:
To put things in a right or
useful order.

DYNAMICS

34

POSTPONING

Definition:

To keep delaying something
that must be done, often
because it is unpleasant or
boring or triggers an
underlying fear

DYNAMICS

SPYING

Definition:

To secretly collect and

report information about the

activities of another group
without being detected.

DYNAMICS

PRETENDING

Definition:

To behave as if something is
true when you know that it (s
not, especially in order to
deceive people.

DYNAMICS

STEALING

Definition:
To take something without

the permission or knowledge
of the owner and keep it.

DYNAMICS

56

RESPONDING

Definition:

To say or do something as a
reaction to something that
has been said or done or
asked.

DYNAMICS

46

SUPPORTING

Definition:

To agree with and give
encouragement to someone
or something because you
want him, her, or it to
succeed.

DYNAMICS

RUNNING

Definition:
To move about much faster
than walking.

DYNAMICS

TAUNTING

Definition:

To intentionally tease, annoy
and upset an opponent by
making unkind, derogative
remarks to them, laughing

wickedly.

DYNAMICS

38

SABOTAGING

Definition:

To damage or block abilities
of your competitor in order
to prevent or derail their
success.

DYNAMICS

TESTING

Definition:
A way of discovering, by
questions or practical
activities, what someone

knows, or what someone or
something can do or is like.

DYNAMICS

SEARCHING

Definition:
Intended to find out the
often hidden truth about

something, meaning or
location.

DYNAMICS

THROWING

Definition:
To send something through
the air with force.

DYNAMICS

SELECTING

Definition:
To choose from a set number
of things.

DYNAMICS

TRYING

Definition:
To attempt to do something

in order to learn or explore
an effect or consequence.

DYNAMICS
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ANONIMITY

Description:

You let players play
anonymously. This removes
any inhibitions and gives
players more guts to take
certain actions. Be careful:
anonymity can bring out the
worst in people.

MECHANICS

COLLECTING

Description:

You give players the
opportunity to collect and
trade items (from a finite

and/or known supply). This
helps to build relationships in
the game and the sense of
meaning and mattering.

MECHANICS

21

GAME MASTER

Description:

You let a player lead the
game without being a
referee; often to create
adventures for other players.

MECHANICS

ARBITRAGE

Description:

You let players buy or trade
goods at different prices.

The price depends on
location, time and context
and scarcity. Makes in-game
visiting specific locations
attractive!

MECHANICS

12

COMPETITON

Description:

You let players compete
against each other to decide
who is best. Competition can
be a strong motivator. It also

has disadvantages! The

strongest always win and
the weakest always lose; in a
learning situation you might

not want to reinforce this

existing social structure.

MECHANICS

GIFTING
SHARIN

Description:

You give the player options
to donate or share stuff so
that the other player can
achieve his goals.The
potential of reciprocity is a
major motivator.

MECHANICS

BADGES

Description:

You give the player badges
are a form of feedback.
Rewards for specific
achievements. Use them
wisely so that they retain
meaning and value. Badges
alone do not motivate!

MECHANICS

DARK PLAY

Description:

You offer players the option

to sabotage, hinder, spy or

cheat on other players. This
is called Dark Play.

If players get the opportunity
to bother other players, they
are less likely to try and
break the rules of your game!

7é

MECHANICS

GUILDS

Description:

You let players form close
groups or teams with a clear
identity. Small is better. Give

room for cooperation, but

also for competition. Make
sure that every guild member
(s vital for success, otherwise
players might dive.

MECHANICS

BETTING

Description:

You let players bet a value
on a choice without hard
prior knowledge and
outcome that depends on
chance; on the bluf!
Demands courage and
straight face.

MECHANICS

DECEPTION

Description:

You let players handle
secrets as commodities.
They have value, they are
important and decide on

other players progress. Part
of dark play.

MECHANICS

HANDICAPS

Description:

You give players an artificial
equalizing status to offer a
tighter race. Best players are
hampered, weak players are
helped. See also: Rubber
Banding.

MECHANICS

BOSS BATTLES

Description:

You give the player a final
test (end of level/game) to
see if they have acquired
sufficient skills or collected
the correct objects. The
player comes face to face
with an end boss at the end

of a level or the entire game.

This moment often forms a
climax in the game.

MECHANICS

15

DEPENDENCY

Description:
You create dissimilarity
between players so they
have different knowledge,
skills or objects. Create
assignments where all are
needed in order to move
forward in the game.

MECHANICS

HELPING

Description:

You reward players positively

for helping each other to
move forward in the game.

MECHANICS

9
CHOICE IN ROUTE

Description:

You give players options to
choose your their destiny
and destination in the game.
This can for example be in
the choice of paths or an
interactive storyline. Make
sure that the choices
reinforce the content and
are therefore meaningful.

MECHANICS

DOT EATING

Description:

You give players the option
to collect items from a
defined and finite amount.
When another player has
caught something earlier
than you, you are out of luck.

MECHANICS

26

HOT POTATOES

Description:

You create an object or item
nobody wants to own. The
plague card. Each player
tries hard to avoid it. The

player who owns it is seen as
the opponent or the victim.
Rotation of roles within a
game. (The robber in Catan
is a hot potato.)

MECHANICS

CARE-TAKING

Description:

You let players take care of
other players or NPCs. Can
be strong motivator. Think of
roles such as a supervisors,
team leaders, organizers,
medics, etc.

MECHANICS

17

EASTER EGGS

Description:

You put hidden jokes in a
game that players can look
for. Easter eggs have no
influence on the game. They
give Explorers (Bartle player
type) additional triggers to
go exploring.

MECHANICS

IDENTITY

Description:

You allow players to adjust
the game to their personal
preference. The environment,
their avatar,; you let players
express themselves by
personalising their game
presence.

MECHANICS

CERTIFICATES

Description:

You give players certificates.

They are a symbol of
mastery and achievement.
They give status and
meaning to what the player
has achieved. Make them a
bit over the top.

MECHANICS

ECONOMY

Description:

You create an economy and
give players the opportunity
to earn money and spend on
goods. Creates a balance
between decisions and
strategic game behavior.

MECHANICS

28

LAST MAN
STANDING

Description:

You let the game finish by
letting it come down to the
last player. The game is over
when only one player is left
over.

MECHANICS

CHANCE

Description:

You use chance to influence
the options for the player;
dice, shuffling and drawing
cards or spinning wheels.

The chance of an event
occurring can make a game
exiting. Too much chance
can make players feel
powerless though.

MECHANICS

19

FIXED REWARD

Description:

You eward players with pre-
determined actions or
events. This can be in the
form of time, points, status,
etc.

This provides structure in the
initial phase of the game
and is useful to celebrate

milestones.

MECHANICS

29

LEADERBOARD

Description:

Make a list of all player
results by who has the best
results. Personalised
leaderboard - what is
personally important to you?
Social Leaderboard: which of
your friends is better than
you? Scheduled leaderboard:
This weeks winner!

MECHANICS

CO-OP PLAY

Description:

You let players work together
as a group to avoid
competition and stimulate
mutual support. It is more fun
to play together than alone,
and often better than
playing against each other.

MECHANICS

2

0
FLOWER PICKING

Description:

You give the player an
infinite collection of objects
or resources to find and
collect and use, without
competition.

MECHANICS

LEVELS

Description:

You create different levels to
map the progress of the
player and ease a steep
learning curve. It breaks
progress down in smaller

steps and offers the player
new challenges which can
still be achieved (or break
down large assignments).

MECHANICS
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31
LIMITED EDITION

Description:

You make certain goods in a
game scarce. This can result
(n status and an extra sense
of value once the player has
acquired them.

MECHANICS

PRIZES

Description:

You give physical prizes as
motivator. If used properly,
can create greater
involvement. Be careful
about putting quantity
above quality. This form of
reward does suffer from
erosion (more and more
needed with less effect).

MECHANICS

" SHOW ME THE
I\

Description:

You give the player subtle

cues what path to take or

what decions are possible.
Also provide information to

player 'how big the universe
is'. You have 12 out of 52...

MECHANICS

LOTERY

Description:

You let chance decide
outcomes. Lotteries or
games of chance give
players the opportunity to
get rewarded with little

effort. Players must have the
courage to bet to win. Might

feel random or unfair.

MECHANICS

QUESTS

Description:

You give a player a specific
mission: a subgoal to
achieve. Often the quests
are linked to each other to
strengthen the sense of
success. Side gquests give the
player more to do than just
the main task.

MECHANICS

STATUS

Description:

You continously give the
player their current status
update. Achieved levels,
money, points or attributes
show the position of a
player. A certain status can
give privileges. Unlocking
new missions, badges, etc.
Critrically important as
feedback for progression.

MECHANICS

MEANING

Description:

You give players a meaning
of their actions. Players need
a desirable in-game goa,
feel part of something that is
bigger than themselves. Give
them a Purpose (Pink, Deci &
Ryan)!

MECHANICS

Description:

You let players fight for
dominance on a track. A
starting line and a finish.

Players must cross the finish
line as quickly as possible.
There is euphoria if you win.
If you lose the opposite. The

will to win is strong.

MECHANICS

MENTORING

Description:

You let more experienced
players take new players
(noobs) under their wing and
help them learn and advance
faster. Top players take
responsibility for the overall
quality of the gameplay
experience. Happens a lot in
MMORPG's.

MECHANICS

bi
RANDOM REWARD

Description:

You surprise a player with a

random reward. It keeps the

player engaged and happy.
Don't overdo it.

MECHANICS

35

MYSTERY BOX

Description:

You create secrets that can
be unravlled or unlocked.
Curiosity is a big motivator.
Not everything in the game
needs to be clear. Mysteries
can push players in new
directions.

MECHANICS

RARE ITEMS

Description:

You add rare or hard to
accumulate items in the
game. A player who likes to
walk off the beaten track will
find his challenge here.

MECHANICS

NEW SKILLS

Description:

You let players acquire new
skills and grow in their
repertoire and knowledge to
enable them to overcome
new or higher obstacles. This
feeds their sense of mastery.

MECHANICS

ROLEPLAY

Description:

You give each player a role,
identity, skill set or
knowledge base to make
them unique and critical for
game progression. Powerful
way to let players
experience other
perspectives.

MECHANICS

OBSTACLES

Description:

You give players
unnecessary obstacles so
they have something to
overcome; it challenges
players. They test the
knowledge and skills of the
player. If a game is too easy
or boring: add obstacles!

MECHANICS

&7
RUBBER BANDING

Description:

You introduce tricks to keep
the best and worst player
rather close together in
competition. Give the
weakest players strong
power ups and super players
mild ones. Needs careful
balancing otherwise players
feel cheated out of their
victory. Mario Kart!

MECHANICS

3

8
PEER PRESSURE

Description:

You let peer pressure
encourage players to act
just like other players. Good
for a group assignment.
When expectations are
unrealistic, peer pressure
can be counterproductive.
Peer pressure requires
publicly visible performance.

MECHANICS

SANDBOX

Description:

You give the players an open
space to play in. (Allmost)
anything is possible for the

player. There is no story
guideline and the game does
not end in Victory or Winning.
Think Minecraft.

MECHANICS

POINTS

Description:

You give a player points as a
reward for actual
performance or desired
behavior. They are a key
feedback mechanism. Points
show the progress of a
player and enable them to
immprove themselves. Points
in themselves do no motivate
players.

MECHANICS

SCARCITY

Description:

You make resources or items
scarce. Scarcity stimulates
tactics and making choices.
Scarcity forces players to
consult or to think tactically
about the actions of their
fellow players.

MECHANICS

40

PRISONERS
DILEMMA

Description:

You let team members
independently work together
with secret information, for
them to succeed together or
loose both.

MECHANICS

SHARING
KNOWLEDGE

Description:

You let players share
knowledge is a reward in
itself. Build in the opportunity
for these players to teach
and answer questions from
others.

MECHANICS
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