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USING GAMES AS A LENS
FOR UX DESIGN
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A GAMIFIED COLLECTIBLE OF RHETORICAL WHIMSY,
brought to you by:

ROYAL MELBOURNE INSTITUTE OF TECHNOLOGY'S
GAMES & EXPERIMENTAL ENTERTAINMENT LAB
&

LANCASTER UNIVERSITY'S
MOBILE EXPERIENCE DESIGN RESEARCH GROUP

Concept & Design:
Steffen P Walz (@playbe) & Paul Coulton (@MysticMobile)
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Gamers will sort out all the world’s
problems while happily playing.
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Pointsification is THE marketing tool

to milk the Online generation.
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THE RHETORIC
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CRITICAL THEORY
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We're doomed to lose the digital life-game.
Bring booze & let’s debate ad infinitum.
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WHAIS IS A
GAME
MECHANIC?

REdliEe tecnanics are rule
based systems / simulations
that facilitate and encourage d
user to expl nd learn the
operties cﬁir bossibility
space through the use of

feedback mechanisms”




WHAIS IS A
GAME
MECHANIC!

“Game mechanics are the

REIESFDIOCESSES, and ddta at the ks

Game Mechanics

Hdvanced Game Design

heart of a game, [hey define
_how play progresses, what
=“happens , and what
conditions determine victory of

defeat”

Ernest Adams
Joris Dormans




. Self » .
Achievements - Competition | Altruism
Expression

Points
Levels
Challenges
Virtual
Goods

| eader
Boards

Gifting
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ROLE OF

FEEDBACK
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CAN WE
RMPLY ADD
FUN/

“Game elements aren't the
monosodium glutamate of fun that
you can simply add to an activity to

make motivaging and engaging” -
- vﬁvrigm
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Bl GAMES
AREN"[ FUN

NTENSEDS,

"Asking me which EIf Bowling | o
2 is better is like me asking you if Z
you'd rather eat a spoonful of rat
,vturds or hagaséer turds” IGN

Z Revitll 2005




“Games are not fun

Bl GAMES because they're
AREN'T FUN A but when

they are well-

"Asking me which EIf Bowling | o : > . ,
2 s better is like me asking you i des:gned - Sebastian

you'd rather eat a spoonful of rat :
_turds or hagasger turds”™ IGN D eter d’ ng

S ReJii 2005
g i




UNIT OPERATIONS

AN APPROACH TO
VIDEOGAME CRITICISM

4 GAMES AS PROCET
RHETORIC




a procedural medium,
2aning Is communicated
lhrough participation. It Is
through the process of
Interacting with a computer
program that people
activate and percelive the
procedural rhetoric.

4 GAMES AS PROCEDURAL
RHETOR\C a
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ST REALLY
NEWW?

Good Service Contest

The Good Service Contest is held daily for all Cocktail Bunnies.

The daily winners receive merits for having achieved the
highest drink average through excellent service. The Monthly
Good Service Contest is won by the Bunny who has won the most
daily contests that month. Awards are as follows:

First place....
daily contest won that month;
choice of schedule* for one week.

Second place...15 merits plus 1 merit for each
daily contest won that month.

Third place....10 merits plus 1 merit for each
daily contest won that month.

Ties:

Tie for first place reaps duplicate awards and omits second
place while third place remains the same.

Ties for second place delete a third place winner.

Ties for third place pay each girl duplicate awards.




ST REALLY
NEWW?

Good Service Contest

The Good Service Contest is held daily for all Cocktail Bunnies.

The daily winners receive merits for having achieved the
highest drink average through excellent service. The Monthly
Good Service Contest is won by the Bunny who has won the most
daily contests that month. Awards are as follows:

First place....25 merits plus 1 merit for each
daily contest won that month;
choice of schedule* for one week.

becond place...15 merits plus 1 merit for each
daily contest won that month.

Sed place....10 merits plus 1 merit for each
daily contest won that month.

br first place reaps duplicate awards and omits second
while third place remains the same.

_ Ties for second place delete a third place winner.

A" “.'ﬁ' Ties for third place pay each girl duplicate awards.
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From Richard Bartle’s Classitication of MUD Players (1928)
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main goals points
. gathering and raising

_ _ levels
Killers V Acheivers %3

Players

ASociaIisers

Socialisersv Explorers V

4 p AYERTYPES .,

From Richard Bartle’s Classitication of MUD Players (1928)
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main goals points
gathering and raising

_ _ levels
Killers V Acheivers %3

ASociaIisers

Players

like to fully explore
game world and its
limits

Socialisersv Explorers V

Interacting

4 p| AYERTYPES .,

From Richard Bartle's Classification of IVIUD Players (|9%)




main goals points
. gathering and raising

_ _ levels
Killers V Acheivers %3

The game is \ ASociaIisers Explorers

essentially and ‘

backdrop to socilasing |
with other players

like to fully explore
game world and its
limits

Socialisersv Explorers V

Interacting

Y PLAYERTYPES ,
From Richard Bartle's Classification of IVIUD Players (198)
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Like to impose e N main goals points

themselves on others & gathering and raising
levels

The game is
essentially and
backdrop to socilasing |
with other players

like to fully explore
game world and its
limits

Socialisersv Explorers V

4 p AYERTYPES .,
From Richard Bartle's Classification of MUD Players (19§)
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Acting

cliff.

You are standing on the edge of a
cliff surrounded by forest to the
north and a river to the south. A
chill wind blows up the
unclimbable and unscaled heights.
At the base of the cliff you can

Like to impose jusE make out the shapes of jagged main goals points
rocks.

themselves on others W gathering and raising
As you approach the edge of the levels
cliff the rock starts to crumble.
Hurriedly, you retreat as you feel
the ground begin to give way under
Th : your feet!
e game is *Teap

essentially and You are splattered over a very like to fully explore

T large area, or at Teast most of game world and its
backdrop to socilasing you is. The rest of your remains

with other players are, even now, being eaten by the limits
seagulls (especia]]y your eyes).
If you had looked properly before
you leaped you might have decided
not to jump!

would you like to play again?

Interacting

% P AYERTYPES .

From Richard Bartle's Classification of MUD Players (|9‘2§)
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Mark LeBlanc

_Sensation

Nuturing |
Destruction €M

Jesse Schell
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m EASY FUN
= Curiosity

I HERE ARE
L | YPES

oals Detail

O I: FU N ! Emotion<Choice<Mechanic>Choice>Emotion

Uncertainty

eraction Stimulation ’

SERIOUS
FUN
Relaxation




Long Term Short Term

Intrinsic

Autonomy

Mastery
Group
Identity

Love _
Meaning

MOTIVATIONS =




John Ferrara Practioners devloped their respective fields
largely in isolation of one another.

Game design UX design The Past . Like - /3 1 person

John Ferrara Practioners discover learning opportunities
in one anothers fields, and have mixed sucess putting

them into practice.

Game design  UX design The Present . Like - /3 A few people

John Ferrara Practioners will come to see boths fields as
fundamentally related as best practices afford
sucessfull approaches to design.

Game design  UX design The Future . Like - {3 Lots of people

GAMES AND UX BESIGN.
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Target
Behaviour

High

Motivation FACILITATOR SIGNAL

Y SIGNAL
9
O
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Low
Motivation

Low High
Ability Ability

PERSUASION

Fogg's Behavioral
Model
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PERSUASION

e behaviour Fogg's Behavioral
' Model




Target
Behaviour

High
Motivation |  FACILITATOR SIGNAL

he Facilitator I1s a
rigger that also SIGNAL
makes the desired
behaviour easier to
perform.

Low
Motivation

Low High
Ability Ability

el PERSUASION

inge behaviour Fogg's Behavioral
Model




High
Motivation |  FACILITATOR

[he Facilitator Is a
trigger that also
makes the desired
behaviour easier to
perform.

Low
Motivation

Low
Ability

ides the initial

“hange behaviour.

Target
Behaviour

e 'he Signal I1s a

trigger that
identifies an
S L@appropriate time
to perform a
particular
behaviour for
those already
motivated to
perform that
behaviour.

High
Ability

PERSUASION

Fogg's Behavioral
Model
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OBJECTIVES
Short Term + Long Term Goals

ACTIVITY
Area of Focus

ACTIONS

Moves + Decisions

A\

SKILLS
Specialised Abilities

RESOURCES

Spaces + Supplies
1

RESISTANCE
Opposition + Uncertainty

FEEDBACK

System Response

PLAYER PROFILE
Drivers + Symptoms

aAlenlIsuo) + jeuonesado

ANION3 S31NY

s)nsay aAlebaN + 9A1lSOd

S3IN0I1NO

Using Games as a
Strategy for Success




ACTIVITY
Area of Focus

ACTIONS
Moves + Decisions
& T
8 SKILLS g 7}
> a . g =
g §_,§ 2 S The activity in is
S RESOURCES n &
HA R Rl the real-world
c O
S €  ? endeavour we
= RESISTANCE 2
c% oﬁiosition + Uncertainti & want the p|a>/el” to

do more, better or
differently.

FEEDBACK

PLAYER PROFILE

ACTIVITY ¢ ©




CTIVES
Long Term Goals

ACTIVITY

ACTIONS
Moves + Decisions
‘ SKILLS \
" ‘ RESOURCES \
‘ RESISTANCE \

SN + @AnIsod

o1Nno ’ \

VWhat are the
positive and
negative outcomes
that occur whilst
trying to meet the
objective of game

OUTCOMES TS




ACTIVITY
Area of Focus

ACTIONS
Moves + Decisions

E o

8 SKILLS g 7}

2 R 2 2
8 | Opeciled Aes ] S2||%e The expected
= 2 L m Z - : -
2 5 A RESOURCES o || €8 traits of player In
3 | iR | 4Pl the game. What

o [

. RESISTANCE ¢ wold drive them

2 Oﬁiosmon + Uncertalnti

4p]

to play and their
volition and faculty

S to play

FEEDBACK

PLAYER PROFILE

PLAYER PROFIEE
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ACTIVITY
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ACTIONS
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Spaces + Supplies
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ANIDN3 S31NYd
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System Response

A
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Drivers + Symptoms
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The expected
traits of player In
the game. What
wold drive them
to play and their

volition and faculty
to play

OBJECTIVEY ©




ACTIVITY

ACTIONS
Moves + Decisions

SKILLS

'/\ RESOURCES

‘ RESISTANCE \

rm + Long Term Goals

OBJECTIVES

FEEDBACK

AnebapN + anl
JNO0ID1NO

The rules engine
controls the
operation of the
game and
implements the
operational and
constitutive rules




OBJECTIVES
Short Term + Long Term Goals

ACTIVITY
Area of Focus

ACTIONS
Moves + Decisions

SKILLS
Specialised Abilities
e

RESOURCES
Sﬁaces + SuEﬁlies

RESISTANCE
Opposition + Uncertainty

FEEDBACK /L__w

PLAYER PROFILE
Drivers + Symptoms

AlJEN}HISUOY + [euonesad

ANION3 S31NY

s)nsay aAlebaN + 9A1lSOd
S3N0IJ1NO

AN

This is the systems
response to the
player actions. The
feedback Is the

fundamental
element In
learning.




ACTIVITY
Area of Focus

ACTIONS \

Moves + Decisions /' - 7

SKILLS

Sﬁecialised Abilities
A RESOURCES

O

The actions are
the moves
RESISTANCE avallable to the
Opposition + Uncertainty

R player vvh||e

}isuo) + [euonesad

ANION3 S31NY

OBJECTIVES
Short Term + Long Term Goals

s)nsay aAlebaN + 9AIlSO
S3N0IJ1NO

FEEDBACK

playing the game

PLAYER PROFILE
Drivers + Symptoms

ACTIONS © ©




ACTIVITY
Area of Focus

ACTIONS
Moves + Decisions

SKILLS |

FN| s | they player wil

develop through
RESISTANCE .
| Oppositon + Uncerainy_| the game 1€
physical, mental, or
soclal

VWhat are the skills

OBJECTIVES
hort Term + Long Term Goals

2y anneboapN + o
S3N0IJ1NO

FEEDBACK

PLAYER PROFILE

SKILL e




ACTIVITY
Area of Focus

Moves + Decisions

ACTIONS >i

OBJECTIVES
Short Term + Long Term Goals

A\

SKILLS
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RESISTANCE
Opposition + Uncertaint

FEEDBACK

PLAYER PROFILE

VWhat are the
spaces and
supplies the

players use or

have potential to
acquire.What are
these and what
can be done with
them!?




ACTIVITY
Area of Focus

SKILLS

A RESOURCES

RESISTANCE
Opposition + Uncertainty

OBJECTIVES
Short Term + Long Term Goals

ACTIONS
Moves + Decisions
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FEEDBACK

PLAYER PROFILE

annebapN + aAlsod
S3N0IJ1NO

Having some form
of opposition to
the player being
able to complete

the task Is an
essential
component of a
game.




NISSAN

oy Nissan have found
ECO Pedal system can

de fuel savings of 5-10%,

ling on driving conditions.
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Player Design
Learns Grokked ALAKAZAM

T PROM RESSIVE GROKKING

“Playing video games Is fun because It prov[éjes EXPEricNEEsIEHR
competence, self-efficacy, mastery” - Ralph Koster
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CONCLUSIONS

» Games design and user experience design have emerged from
different worlds but are converging to create new approaches
to design.

bly adding points or badges does not in itself makes things

* SIm
LAY

* Feedback is for providing not taking control.

* The meaning of an activity Is communicated through
participation and people will participate for all sorts of
reasons.

* Whilst Gamification is often touted as not creating games It
should prevent you using same design techniques when
designing such systems.




CONCLUSIONS

» Games design and user experience design have emerged from
different worlds but are converging to create new approaches
to design. |

bly adding points or t
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LAY

* Feedback is for providing
|

* The meaning of an activier s, / |

participation and people will varticipate for all sorts of
reasons.

* Whilst Gamification Is often touted as not creating games it
should prevent you using game design technigues when
designing such systems.
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