
v

MECHANICS What is the intended situation

v

v

4

v

v

v

UNDESIRED AESTHETICS (EMOTION)

PLAYTEST 

OBSERVED  DYNAMICS (BEHAVIOUR)

DESIRED AESTHETICS (EMOTION)DESIRED DYNAMICS (BEHAVIOUR)

OBSERVED  AESTEHTICS (EMOTION)

MDA+ CANVAS

1011

10

12
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EPIC EPISTEMIC CANVAS

SMALL EPIC WIN

MEDIUM EPIC WIN

LARGE EPIC WIN

v

KNOWLEDGE

v
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v

What defines the indentity of this 
‘professional’ (how do you recognise her, what 

tools or clothes are typical?)

IDENTITY

v

v

How does this ‘professional’ experience the 
values in his work?

VALUES

v

v

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

SKILLS

v

6

What is the minimum I should know to 
successfully play this ‘professional’?

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.
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20 21 22 23 24

10EMOTION = ASTHETICS 1 (POSITIVE)

© HKU / ludodidactiek
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31 32

10EMOTION = ASTHETICS 1 (NEGATIVE)
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BEHAVIOUR = DYNAMICS 1
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41 42 43 44 45 46 47 48 49 50

51 52

10

© HKU / ludodidactiek

BEHAVIOUR = DYNAMICS 2
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DESIGN = MECHANICS 1
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DESIGN = MECHANICS 2




