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Human Motivation

Social Needs

Convenience

Engage the audience

Impatience

Goal driven

Enjoy proper challenge

Encouragement
(incentives)

Encouragement (spirit)

Continuing E

Design Principles

Humans are social animals needs social communication and will be happier in social interaction , so interface can
connect to social network or provide a place for different people tocommunicate.

Portal suggested to provide all resources in one place.

Declare the project as interesting and groundbreaking.

Game sessions should be short to encourage people to playe.g. during quick breaks.

The game should designed "Easy to learn".

Actions can be pre-recorded in multi-player games in case the number of online players are not enough at certain time
periods.

Describe the goal clearly and set several different levels of goals

The task in game should have time limits.

Although designed "Easy to learn”, The game should "difficult to master".

The outcome of game should be uncertain with randomness.

The game should contain different levels of difficulty allowing the player to choose the degree of challenge

Declare extrinsic incentives(such as opportunity to win IPOD kif).

Assign points for players' operation.
The task in game should have time limits.

Small, incremental rewards should be given when player making any progre
d provide new challenge and new fun continu
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“LIFE is a classic computer game. It was invented by John
H. Conway in 1970, and has entertained many hackers
and wasted many years of computer time ever since. If
you’'re smart and creative, it can be very intellectually
stimulating. It's a simulation game which can generate
strange and beautiful patterns, sometimes in complex
and interesting ways.”

Opening paragraph of Alan Hensel’s ReadMe on the
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Emergence

 The whole is greater thar -

the sum of its parts
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