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MECHANIC?
“Game mechanics are rule 
based systems / simulations 

that facilitate and encourage a 
user to explore and learn the 
properties of their possibility 

space through the use of 
feedback mechanisms”
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MECHANIC?
“Game mechanics are the 

rules, processes, and data at the 
heart of a game, They define 
how play progresses, what 
happens when, and what 

conditions determine victory of 
defeat”
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ROLE OF 
FEEDBACK

Feedback in games is for 
providing players control 

NOT for controlling them. 



CAN WE 
SIMPLY ADD 

FUN?
“Game elements aren't the 

monosodium glutamate of fun that 
you can simply add to an activity to 
make motivating and engaging” - 

Will Wright
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AREN’T FUN

“Asking me which Elf Bowling 1 or 
2 is better is like me asking you if 
you'd rather eat a spoonful of rat 

turds or hamster turds” IGN 
Review 2005
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AREN’T FUN

“Asking me which Elf Bowling 1 or 
2 is better is like me asking you if 
you'd rather eat a spoonful of rat 

turds or hamster turds” IGN 
Review 2005

“Games are not fun 
because they‘re 
games, but when 

they are well-
designed”- Sebastian 

Deterding
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GAMES AS PROCEDURAL 
RHETORIC

In a procedural medium, 
meaning is communicated 
through participation. It is 
through the process of 

interacting with a computer 
program that people 

activate and perceive the 
procedural rhetoric.



IS IT REALLY 
NEW?



IS IT REALLY 
NEW?



IS IT REALLY 
NEW?

5 XP



PLAYER TYPES

Players World

Interacting

Acting

Killers

Killers

Acheivers

Acheivers

Socialisers

Socialisers

Explorers

Explorers

From Richard Bartle’s Classification of MUD Players (1996)

Text



PLAYER TYPES

Players World

Interacting

Acting

Killers

Killers

Acheivers

Acheivers

Socialisers

Socialisers

Explorers

Explorers

From Richard Bartle’s Classification of MUD Players (1996)

main goals points 
gathering and raising 

levels

Text



PLAYER TYPES

Players World

Interacting

Acting

Killers

Killers

Acheivers

Acheivers

Socialisers

Socialisers

Explorers

Explorers

From Richard Bartle’s Classification of MUD Players (1996)

like to fully explore 
game world and its 

limits

main goals points 
gathering and raising 

levels

Text



PLAYER TYPES

Players World

Interacting

Acting

Killers

Killers

Acheivers

Acheivers

Socialisers

Socialisers

Explorers

Explorers

From Richard Bartle’s Classification of MUD Players (1996)

The game is 
essentially and 

backdrop to socilasing 
with other players

like to fully explore 
game world and its 

limits

main goals points 
gathering and raising 

levels

Text



PLAYER TYPES

Players World

Interacting

Acting

Killers

Killers

Acheivers

Acheivers

Socialisers

Socialisers

Explorers

Explorers

From Richard Bartle’s Classification of MUD Players (1996)

Like to impose 
themselves on others

The game is 
essentially and 

backdrop to socilasing 
with other players

like to fully explore 
game world and its 

limits

main goals points 
gathering and raising 

levels

Text



PLAYER TYPES

Players World

Interacting

Acting

Killers

Killers

Acheivers

Acheivers

Socialisers

Socialisers

Explorers

Explorers

From Richard Bartle’s Classification of MUD Players (1996)

Like to impose 
themselves on others

The game is 
essentially and 

backdrop to socilasing 
with other players

like to fully explore 
game world and its 

limits

main goals points 
gathering and raising 

levels

Text

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 
just make out the shapes of jagged 
rocks.
*w
As you approach the edge of the 
cliff the rock starts to crumble. 
Hurriedly, you retreat as you feel 
the ground begin to give way under 
your feet!
*leap
You are splattered over a very 
large area, or at least most of 
you is. The rest of your remains 
are, even now, being eaten by the 
seagulls (especially your eyes).  
If you had looked properly before 
you leaped you might have decided 
not to jump!
Would you like to play again?
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HARD FUN
Fiero

EASY FUN
Curiosity

PEOPLE FUN
Amusement
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THERE ARE 
ALL TYPES 
OF FUN!

Nicole Lazzaro



>
Intrinsic

Mastery

Autonomy

Love

Fun

Meaning

Power

Group 
Identity

Extrinsic

Badges

Points

Leader 
Boards

Rewards

Punishments

Levels

MOTIVATIONS

Long Term Short Term



GAMES AND UX DESIGN

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

The Past · Like ·      1 personGame design UX design

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

The Present · Like ·      A few peopleGame design UX design

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

The Future · Like ·      Lots of peopleGame design UX design
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Fogg’s Behavioral

Model

The Facilitator is a 
trigger that also 

makes the desired 
behaviour easier to 

perform.

The Signal is a 
trigger that 
identifies an 

appropriate time 
to perform a 

particular 
behaviour for 
those already 
motivated to 
perform that 
behaviour.

The Spark is a 
trigger that 

provides the initial 
inspiration to 

change behaviour.
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The activity in is 
the real-world 
endeavour we 

want the player to 
do more, better or 

differently.
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The rules engine 
controls the 

operation of the 
game and 

implements the 
operational and 
constitutive rules
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This is the systems 
response to the 

player actions. The 
feedback is the 
fundamental 
element in 
learning.
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Having some form 
of opposition to 
the player being 
able to complete 

the task is an 
essential 

component of a 
game.



When the system is on, "each 
time the driver steps on the 

accelerator, a counter push-back 
control mechanism is activated if 

the system detects excess 
pressure, helping to inform the 
driver that they could be using 

more fuel than required."
Studies by Nissan have found 

that the ECO Pedal system can 
provide fuel savings of 5-10%, 

depending on driving conditions.

NISSAN
ECO

PEDAL



Nissan



PROGRESSIVE GROKKING
“Playing video games is fun because it provides experiences of 

competence, self-efficacy, mastery” - Ralph Koster

New
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Csikszentmihalyi



CONCLUSIONS
• Games design and user experience design have emerged from 

different worlds but are converging to create new approaches 
to design.

• Simply adding points or badges does not in itself makes things 
fun.

• 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 game design techniques when 
designing such systems.
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GAME OVER
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