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01. INTRODUCTION
In order to choose a problem space, we ﬁrst mapped out multiple realms where
someone might interact. Our three top-level categories were interacting with self
(personal), interacting with others (social), and interacting with infrastructure (environment). Using this framework, we identiﬁed subcategories with increasing speciﬁcity, such as the interactions to satisfy health, wealth, and entertainment within
the top-level category of personal interaction. Some of our subcategories spanned
multiple supercategories. For example, the subcategory of cultural/political/ecological
awareness spanned both social interaction and environmental interaction.
As our concept map reached the edges of the whiteboard, we decided to halt exploring in all directions in favor of focusing on a narrower ﬁeld of possibilities. As a group,
we were most interested in environmental interaction, and started anew with a concept map with that as the sole top-level category.
Once we reached the edges of the whiteboard again, we identiﬁed top areas of interest, eventually choosing the area that had the highest stakes, emulating the personal
preference of Axel Roesler, our professor in Interaction Design.
Originally, the area we chose was labeled “Natural Disasters”. After discussing the
needs of people in post-natural disaster situations, we realized that their needs were
quite similar to those with economic disadvantages, especially the homeless. Thus,
we altered the label to “resource adversity” to include not just people with sudden
resource constraints, but people with perpetual resource constraints as well.
We deﬁne resource adversity as situations in which a person or group’s lack of
resources threatens them in some way. All resources have a supply, demand, and
methods of transferal. Resources might be tangible (petroleum, parking, hula hoops)
or not tangible (excitement, knowledge, status). Lack of resources may be threatening
in superﬁcial ways (not having the latest consumer gadget) or critical ways (not having
vaccines to stop an epidemic).
How can an app change how people act under resource-constrained conditions?

0 2 . B E H AV I O R
Behavior change is the study between our thoughts and our
behavior. In this section, our team will explore how behavior
change has been studied by various researchers and what ﬁndings have been discovered in this area. We wanted to better
understand behavioral psychology as we wish to build a solid
product. We decided to explore two slightly diﬀerent sections of
behavior change.
In the ﬁrst area, we explore social inﬂuence, a change in behavior, emotions, and opinions that are inﬂuenced by other people.
We studied this area to understand how people perceive external
factors such as other people and groups and had a discussion
about how this can aﬀect gaming.
In the second area, we examine optimal learning strategies.
Understanding the way people learn will ultimately help users to
grasp material quickly and improve gaming skills.

“

Understanding the
way people learn will
help users to grasp
material quickly and
improve gaming skills.

“
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SOCIAL INFLUENCE

We must understand what motivates people socially.

S e l f - G e n e ra t e d
Pe rs u a s i o n

Manded
A l t e rc a s t i n g

Social
Consensus

That’s Not All
Ta c t i c

Dependency
A l t e rc a s t i n g

During WWII, there was massive
famine in the world. The US was
shipping food to other countries
and as a result did not have a lot
of food to eat. The US wanted to
encourage increased consumption
in sweet breads (intestinal meats)
and created a study to understand
how they could promote this. 2
groups of housewives were created:
Group 1 was given a lecture about
why sweet breads are beneﬁcial
and the housewives were given recipes to try out. Group 2 was asked
why sweet breads are beneﬁcial
and were probed to generate the
answers themselves. As a result,
Group 2 (33%) ate 11 times more
sweet breads than Group 1 (3%).
From this study we can deduce that
one of the best ways to persuade
somebody is to get them to
persuade themselves.

Manded altercasting refers to how
we tell pople who they are and
what kind of qualities and roles
they should abide by. In a study,
two groups of ﬁfth graders were
observed for levels of
cleanliness. Group 1 was given a
lecture about how important it is
to keep the classroom clean. Group
2 received positive comments
from their teachers, principal, and
janitor. Comments were along the
lines of, “You kids are so neat!” and
“Wow, look how clean the desks
have been kept”. As a result, Group
2 had less trash in their classroom
and were overall more tidy and
neat.

If you were given a matching problem and were completely conﬁdent
you knew the answer but everyone
else in the room was giving another
answer would you conform? In an
experiment, 7 participants were
placed in a room and were asked
to identify the matching length of
a line with 3 options. The catch? 6
of the 7 participants were in on the
experiment. The real participant
sat at the end of the table. When
asked which line matched with the
one given, the confederates would
occasionally all give a salient but
consistent incorrect answer. As a result, 75% of participants conformed
with the clearly wrong answer at
least once.

In a study done by Jerry Burger at
Santa Clara University, a bake sale
tent was set up at a soccer game
event. On the table, cupcakes were
placed without a price. Students
who attended the event came up
to the table and asked how much
the cupcakes costed. Burger would
either tell the students that the
cupcakes were 75 cents each or he
would tell the students that the
cupcakes are 75 cents each and
that’s not all - a complimentary
cookie would also be given. Not
surprisingly, the group of students
who were oﬀered a cookie along
with the cupcake were more likely
to make a purchase. Adding something “free” to the deal causes
people to make purchases.

A child can be very persuasive if the
child puts the recipient of communication into the social role of helping that child. Once they are in the
social role, they comply on what the
child is asking. In one study, people were called by 1 of the 2 roles:
Sarah Whitmore, the cute second
grader and Dr. Whitmore, the male
doctor. People either got a message
saying there is a 10th planet or our
world can blow up due to nuclear
war so support nuclear disarmament.Results showed when the
message was about the 10th planet,
Dr. Whitmore, the credible source
was very eﬀective and Sarah Whitmore was a disaster. When it came
to the nuclear disarmament issue,
everyone listened to Sarah but not
Dr. Whitmore.

Lewin, K. (1943).

Miller, R. L., Brickman, P., & Bolen, D. (1975).

Asch, S. E. (1956).

Burger, J. M. (1986).

Pratkanis, A. R., & Gliner, M. D. (2004).
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OPTIMAL LEARNING

We must understand strategies that help people learning.

Te s t i n g

Spacing Effect

Savings

C o n t e x t M a t t e rs

Encoding
Specificity

As it turns out, testing does actually
help with learning! In 1939, a study
was done on 6th grade students in
Iowa. Kids were asked to read an
article on Bamboo. After reading
the article, kids were separated in
groups. Some groups were tested
immediately or after a day. The
group that was tested immediately,
and then tested again later on, remembered most of the information
because they solidiﬁed the information and prevented forgetting.

Learning is more eﬀective when we
study several times over a spaced
out time span. In one study, British
postal workers were learning how
to type on a new keyboard. There
were 4 conditions in which workers
trained:
1 hr training once a day
2 hr training once a day
1 hr training twice a day
2 hr training twice a day

In one study, participants read
paragraphs and then listened to
either the same lecture given verbatim or a paraphrased version.
Results showed that students who
read the verbatim repetitions of
paragraphs recalled less of the content than students who read verbatim repetitions spaced across time.
In addition, students who read
paraphrased versions of the paragraphs in massed repetitions recalled as much as did students who
read the paragraphs in the spaced
conditions. This study proves that
cramming leads to rapid forgetting,
spacing leads to slower forgetting
And additionally, forgetting isn’t
permanent. You still get savings,
you never go back to square 1. You
will get better at learning something even if you pick it up after a
long time period.

Godden & Baddeley (1975)
Where you learn something might
impact how you recall information.
In one study, researchers separated
participants into 2 groups. In Group
1, people geared up in scuba gear
and had them learn words while
they were in water. In Group 2, participants were asked to learn words
on land. After learning, the groups
were each tested on both land and
water. Results showed that Group 1
had a higher recall rate in the water
and Group 2 had a better recall rate
on land. This study shows the context eﬀect. Context has an impact
on how we learn and recall.

Encoding Speciﬁcity is a term that
basically means if you learn something given a certain cue, you will
remember it when you are given
that cue again. In a study, researchers asked participants to learn sentences like, “The man lifted the piano”. In Group 1, participants were
later asked to recall something with
a nice sound and in Group 2, participants were later asked to recall
something that is heavy. Results
showed that Group 1 had a higher
recall than Group 2 but the results
were reversed when the sentence
was, “the man tuned the piano”. If
you remember something in one
cue you will remember it when you
are given that cue again.
This is known as transfer appropriate processing.

Spitzer, H. F. (1939).

Baddeley, A. D., & Longman, D. J. A. (1978).

Glover, J. A., & Corkill, A. J. (1987).

Godden, D. R., & Baddeley, A. D. (1975).

Barclay, J. R., Bransford, J. D., Franks, J. J., McCarrell,
N. S., & Nitsch, K. (1974).

In the ﬁrst condition, keyboard
training loss of speed was 35%
whereas the other conditions, loss
of speed was respectively 43%,
43%, and 50%. This study proves
that spacing out material when
learning will allow for better retention rates.
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1. What is a game?
Our working deﬁnition: A series of meaningful
choices undertaken toward a desired goal in a limited context.

03. GAME DESIGN
It is believed that games have been used by humans as a form
of structured play for thousands of years. We have all participated and enjoyed our involvement in a game at some point, yet it
was not until the last few decades that people in academic circles began to think deeply about games.
Therefore, we will begin our exploration with some foundational questions that have been answered through our secondary research. Next, we’ll take a brief look at Game Theory,
a quantized approach for understanding games and assessing
strategic choices. To end the section, we’ll examine the motivations and expectations of players to help build empathy and
guide our design process.

2. Why do people play games?
To learn, to be engaged, to be entertained, and to
socialize.

3. What do games offer people
that other activities do not?
Games oﬀer players the ability to learn and explore
in novel environments and situations, to build empathy from within another individual’s perspective,
and to engage others socially in a safe environment that is beyond real world constraints.

4. Why do people choose to play
computer games over alternative
entertainment media?
Most media is viewed passively. Games actively
engage players in a meaningful experience.

GAME THEORY
Game theory is the mathematical study of interaction among
independent rational self-interested agents. To this end, self-interest denotes that the agent has his own preferred states for the
world and acts in accordance with his intent to realize them. The
agent’s interests are quantiﬁed across a set of available alternatives that describe how these preferences will change when an
agent faces uncertainty about which alternative he will receive.
The outcome is a numeric representation of an agents happiness
at a given state. This numeric representation, known as a utility
function, can then be used to compare the states of two competing agents to posit the strategic outcomes of their conﬂict or
cooperation in a logical and systematic way.
The Prisoners Dilemma, a famous example of game theory,
demonstrates how rational self-interest motivates two prisoners
into a state of adverse competition, when cooperation would
have yielded a strategically superior outcome for each. The value
of this as it applies to behavior change is that it clearly illustrates
the limits of rational decision-making, which can be detrimental
or even self-destructive when not tempered by emotion and a
state of self-awareness.

“

Reason is, and ought
only to be, the slave
of the passions, and
can never pretend to
any other oﬀice than
to serve and obey
them.
D AV I D H U M E
Philosopher, Economist, Historian

“
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P L AY E R S WA N T . . .

We must understand what motivates people to play.

A CHALLENGE.

TO SOCIALIZE.

AN EXPERIENCE.

E X P L O R AT I O N .

INTERACTION.

• Games engage players in an
enjoyable form of creative problem-solving

• Games have long served as a
communal activity that uniﬁes
group identity

• Overcoming diﬀicult challenges is
a learning exercise that can often
be tacitly applied to beneﬁt the
player in real life situations

• Games provide a compelling
mode of social engagement and
bonding that often extends into
real world relationships

• The immersive environment of
games elicits a stronger emotional response than passive forms of
entertainment because the player
actively attaches and invests

• Games provide opportunities
to explore new environments,
personalities, strategies, game
mechanics, and modes of being

• the interactive nature of gaming
allows players to be engaged,
mentally and/or physically thus
activating sensory responses

• Games allow players to engage in
socially unacceptable behavior
and explore subversion in a safe
environment without real consequence

• Games can provide a dynamic,
interactive experience that alleviates feelings of isolation without
adding social pressure

• Oﬀers an avenue to gain social
status especially for those experiencing a disadvantage in real life

• Role playing provides players with
an opportunity to build empathy
from another’s point-of-view.
• Games a allow players to experience an existence beyond mundane reality where their lives are
driven by clearer sense of meaning or purpose

• Games allow players to alter their
personality and physical form.
• Games allow players to explore
and alter historical events

• Games allow people to interact
without the deﬁciencies they
experiences in real life
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P L AY E R S E X P E C T . . .

We must understand what players expect from a gaming experience.

CLARITY.

CONSISTENCY.

IMMERSION.

FA I R N E S S .

ACHIEVEMENT.

• Games need a clearly deﬁned
scope that deﬁnes what is possible and what is not

• Internal consistency within the
environment, character behavior,
narrative, game logic, rule-set,
user interaction, and UI mapping

• Maintain the player’s suspension
of disbelief – game crashes, glitches, bugs, and inconsistencies
shatter this illusion and create an
additional barrier to reentry

• It should be theoretically possible
to complete the game without
experiencing failure

• Players want to understand their
goal and have some suggestion of
how to achieve it

• The player should always have
the opportunity to win, even if it’s
extremely unlikely

• Players prefer to prioritize their
own tasks, but don’t like be overwhelmed with options

• The player should be given the
opportunity to restart when
the game has been practically,
though not theoretically lost

• Players want to improve their
skills and methods throughout
the game so balancing the level of
diﬀiculty is important

• Players want setbacks to be related to their own shortcomings

• Grounding a game in a commonly
understood reality allows gamers
to create their own goals if none
are provided

• New mechanisms must be clearly
introduced and practiced during
gameplay at a point that’s early
enough to be incorporated in
the player’s mental model of the
game
• Not providing an immediately
achievable goal may encourage
exploration, but can also cause
aimless boredom if maintained
for too long

• Consistency with the user’s
known mental models
• Intentional inconsistencies must
be made perceivable for the user
to understand
• Internal consistency of features
and mechanics across platforms
(despite diﬀerent UI mapping)
• Solutions should remain internally consistent with the mental
models that the gameplay is referencing

• Gameplay breaks like cut scenes
should be less than a minute or
they will break the suspension of
disbelief by making the player a
passive spectator
• Game challenges and environment should be varied
• Repeating narrative or character
development breaks the suspension of disbelief
• Automatic saving should be
implemented in conjunction with
player requested saving, not as a
replacement
• Game mechanics can supersede
repetition if the mechanics are fun
feature (ex. Madden, Tetris)

• Players want to know why their
method wasn’t successful
• Players want to be provided with
alternative methods when their
method fails
• Allowing players to experience
success early helps to achieve
investment as the game increases
in diﬀiculty

• Breaking long-term goals into a
series of incremental sub-goals
provides feedback that the player
is on the right track
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04. CASE STUDIES

Existing apps that attempt to change behavior

W O R K R AV E

TOGGLE

F.LUX

FITOCRACY

ZOMBIES, RUN!

Rob Caelers and Raymond Penners
2002

Toggle OÜ
2006

f.lux Software, LLC
2008

Fitocracy
2011

Six to Start
2012

Desktop software that helps user take
breaks from looking at their screen.
The app interrupts the user at regular
intervals and suggests exercises.

Online app that tracks time spent
doing tasks. Users start and stop stopwatches associated with user-deﬁned
tasks.

Desktop and mobile app that adjusts
user’s sleep and waking hours. User’s
blue light intake is adjusted by changing screen output color channels to
match natural outdoor light cycles.

Online game and social network that
helps users create and follow personalized ﬁtness plans. Users earn online
badges are earned for following the
plan, and get access to daily content.
Human online coaches can be hired
through the system as well.

Mobile game that motivates users
during their run with imaginary zombies and supplies in real-world GPS
locations.

Image source: http://www.workrave.org/media/base/
img/screenshots/rest-break.png

Image source: https://blog.toggl.com/wp-content/
uploads/2016/09/New-Toggl-timer-button-and-TElist-02.jpg

Image source: https://justgetﬂux.com/ﬂux-shot.png

Image source: https://ﬁtocracy.tenderapp.com/
help/assets/3590dd357475b4be8f3736c8f79b12f4397492ae/Feed_Points_normal.png

Image source: https://zombiesrungame.com/presskit/
assets/zr4ios-runlog.png
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CASE STUDIES CONT.
SUPERBETTER

GET RICH OR DIE SMOKING

PLANT NANNY

S T O P , B R E AT H E , & T H I N K

S N A P C H AT 2 . 0

SuperBetter, LLC
2012

Tobias Gruber
2012

Fourdesire
2013

Stop, Breathe & Think
2015

Snap, Inc.
2016

Mobile app that increases “resilience”
(“the ability to stay strong, motivated and optimistic even in the face
of diﬀicult obstacles”). Users deﬁne
a long-term goal, and the app provides several micro-goals to complete
daily. Users also invite Allies to support them through viewing progress,
oﬀering assistance, and rewarding
successes.

Mobile app that encourages users to
smoke less. Users add products to
their collection which are associated
with a period of time without smoking
based on their monetary value.

Mobile app that reminds you to drink
water regularly. By recording their water intake, users cultivate cute virtual
potted plants.

Online app that guides user through
meditation based on physical, mental,
and emotional states.

Mobile app for multimedia messaging.
Includes mechanic called Snapstreak
that counts continuous mutual snaps
between a user and friend within 24
hours of one another.

Image source: http://a5.mzstatic.com/us/r30/Purple7/
v4/62/c0/a3/62c0a3f0-ee41-0270-0bf0-f2cdb67040f3/
screen696x696.jpeg

Image source: https://lh6.ggpht.com/sSc5M79Tx0N7IOvI25H6tcNBU1sPFs39A_IYwpKvOKMcaZT00bpSGVa4C7E20EqubA=h900

Image source: http://a1.mzstatic.com/us/r30/Purple3/
v4/01/22/8f/01228fa1-6903-628a-4f6d-665627eﬀa81/
screen568x568.jpeg

Image source: http://a3.mzstatic.com/us/r30/
Purple49/v4/37/c1/8e/37c18e6c-4026-dab9-2c961290a2cc3d2d/screen696x696.jpeg

Image source: http://i1.wp.com/www.snapstreaks.
com/wp-content/uploads/2016/08/snapstreak-record-setting.jpg
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C o g n i t i o n , g a m e t h e o r y, a n d e c o n o m i c s
o f re s o u rc e m a n a g e m e n t

CONCLUSION
People can be inﬂuenced to behave a certain way by being put into a schema.
People can also be inﬂuenced to behave diﬀerently by a group, an environment, or
even their own self. The way people learn and retain information can be enhanced by
testing, spacing information over time, and where and when they learned something
(cues). Once you learn something, you will have a savings bank in which means you
won’t start from scratch when improving a skill.
The unique quality of gaming that sets it a part from other forms of media is that
it’s interactive. Games allow players to make meaningful choices that often rapidly
inﬂuence their experience. This explicit representation of goal setting and achievement provides the player with a sense of short-term satisfaction and long-term accomplishment. This kind of balanced reward schedule is made possible by the contextual
limitations of games, that is the rule set and parameters, can create an immersive
experience that allows players to learn and explore real world contexts in an abstract
and simpliﬁed way. Thus, maintaining the player’s suspension of disbelief is the key
factor for creating an engaging and enjoyable experience for the player. To achieve
this, the rules and context of the game must be clearly presented to the user in an
internally consistent manner that creates a challenging, yet fair experience and elicits
player engagement.
Many apps already exist that attempt to change people’s behavior. A great number
are focused on self-care or self-improvement. Some existing apps attempt to change
behavior through a forced or guided framework, while others attempt to change
behavior by attaching additional artiﬁcial consequences to existing real-world consequences. Apps with long-term goals always indicate progress, and often will involve a
social aspect to assist in the journey.

How does someone understand that they will not or do not
h a v e a r e s o u r ce ?
W h a t i s t h e n a t u ra l r e s p o n s e t o l a c k o f r e s o u r ce s ?
W h a t i s s o m e o n e ’s co n ce p t u a l m o d e l o f h o w o t h e r s w h o
a l s o l a c k r e s o u r ce s m i g h t b e h a v e ?
What behaviors are detrimental/beneficial to maintaining
a r e s o u r ce f o r a s i n g l e p e r s o n ?
What behaviors are detrimental/beneficial to maintaining
a r e s o u r ce f o r e v e r y o n e ?

D e f i n i n g a s p e c i f i c p ro b l e m s p a c e

W h a t a r e r e s o u r ce s t h a t a r e s c a r ce ?
F o r w h o m i s t h i s r e s o u r ce s c a r ce f o r ?
W h a t i s t h e i n f ra s t r u c t u r e a n d co n t e x t o f t h e s c a r ce r e s o u r ce ?

Ava i l a b l e d a t a

W h a t d a t a d o w e h a v e a b o u t r e s o u r ce s t h a t a r e s c a r ce ?
W h a t d a t a d o w e h a v e a b o u t t h e p e o p l e w h o i n t e ra c t w i t h
s c a r ce r e s o u r ce s ?
W h a t o p t i m a l b e h a v i o r s c a n w e d e d u ce f r o m a f o r e m e n tioned data?
How can we package and share the aforementioned data.

A n a l ys i s o f e x i s t i n g s o l u t i o n s

What existing solutions are there to changing behavior reg a r d i n g s c a r ce r e s o u r ce s ?
What is the decision-making flow of these solutions?
Why do people use or not use these solutions?
W h a t i s t h e p e r ce i v e d b e n e f i t o f u s i n g t h e s e s o l u t i o n s ?
W h a t i s t h e a c t u a l o u t co m e o f t h e s e s o l u t i o n s ?
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Giving people the credit they deserve.
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Game Design For
Behavioral Change
PHASE 2
Research exploring theories, models, and
methods for utilizing game design to foster
social cooperation in situations of resource
scarcity or environmental disaster.

P R O D U C E D B Y : Branden Keller

Shravya Neeruganti
Bert Zhang
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1. What is a game?
Our working definition: A series of meaningful
choices undertaken toward a desired goal in a limited context.

INTRODUCTION
During Phase 1, our team mapped out multiple areas we
wished to learn more about. We explored social influence tactics
and optimal learning strategies to better understand how people
can be prompted to change behavior. We also examined game
theory and game design to learn strategic interaction between
players and game forms from a quantitative perspective. Our
team also looked at several case studies and discovered different
ways existing applications change behavior.
During phase 2, we narrowed our focus to the disaster problem
space and we picked 3 major themes within the space to investigate: resource adversity, disaster preparedness/response, and
social cooperation. We decided to move forward and explore social cooperation in the context of resource adversity and disaster
preparedness/response. We created a mind map for each theme
and later compressed intersecting areas into a single mind map
to understand different areas of interest. A popular media scan
was also conducted to better understand the emerging context
of our problem space. We then further investigated game theory,
game design, and behavior in respect to our 3 themes. Our findings have been showcased in this document.

2. Why do people play games?
To learn, to be engaged, to be entertained, and to
socialize.

3. What do games offer people
that other activities do not?
Games offer players the ability to learn and explore
in novel environments and situations, to build empathy from within another individual’s perspective,
and to engage others socially in a safe environment that is beyond real world constraints.

4. Why do people choose to play
computer games over alternative
entertainment media?
Most media is viewed passively. Games actively
engage players in a meaningful experience.
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P L AY E R S WA N T . . .

We must understand what motivates people to play.

A CHALLENGE.

TO SOCIALIZE.

AN EXPERIENCE.

E X P L O R AT I O N .

INTERACTION.

• Games engage players in an
enjoyable form of creative problem-solving

• Games have long served as a
communal activity that unifies
group identity

• Overcoming difficult challenges is
a learning exercise that can often
be tacitly applied to benefit the
player in real life situations

• Games provide a compelling
mode of social engagement and
bonding that often extends into
real world relationships

• The immersive environment of
games elicits a stronger emotional response than passive forms of
entertainment because the player
actively attaches and invests.

• Games provide opportunities
to explore new environments,
personalities, strategies, game
mechanics, and modes of being.

• The interactive nature of gaming
allows players to be engaged,
mentally and/or physically thus
activating sensory responses.

• Games allow players to engage in
socially unacceptable behavior
and explore subversion in a safe
environment without real consequence.

• Games can provide a dynamic,
interactive experience that alleviate feelings of isolation without
adding social pressure.

• Offers an avenue to gain social
status especially for those experiencing a disadvantage in real life

• Role playing provides players with
an opportunity to build empathy
from another’s point-of-view.
• Games allow players to experience an existence beyond mundane reality where their lives are
driven by clearer sense of meaning or purpose.

• Games allow players to alter their
personality and physical form.
• Games allow players to explore
and alter historical events.

• Games allow people to interact
without the deficiencies they
experiences in real life.
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THE CONTEXT OF A GAME

Schema by Katie Salen and Eric Zimmerman`

Salen and Zimmerman assert that the boundaries of a game aren’t merely its rules, or even the set of interactions between players. Games extend beyond their active existence by becoming a part of the player, who leaves
the game to interact with society. They define three schemas in which to view games.

CULTURE

There is no such thing as a “normal” player. All players come from
a different lived experience, which
shapes their identity, knowledge,
and opinions. These experiences
are shaped by the culture in which
the player comes from. Like players,
there is no such thing as a “normal”
culture. Since players and cultures
have values and priorities, games
inherently are not neutral, and
exist in relation to its context. The
playing of a game is shaped by its
context, and the game has potential
to comment on or even change its
context.

PLAY

The rules and materials of a game
alone cannot provide an experience. Only when players interact
with a game’s rules and materials
is when play actually happens. The
dance between a player, other players, and environment, contribute to
a narrative which becomes part of
the player’s lived experience. The
rules and materials alone cannot
provide pleasure, pain, meaning,
story, or understanding; only when
players engage in the game is when
such experiences arise. From these
experiences, the relationships between the player, other players, and
even non-players is changed.

C U LT U R E

RULES

The foundation of any game consists of logical systems. These
systems may produce a consistent
result with every play, or perhaps
lead to a different conclusion every
time. In many instances, the system
that runs a game enforces limitations on what information the player has. Some parts of the system
may allow for player agency, while
others are meant to provide stimuli
for the player to react to. Naturally, games have conflict that must
be resolved. This conflict is often
between players, but players might
also be pitted against an external
agent within the system itself.

From our previous research, we identified that players might have certain motivations to play a game, and expectations of how the game will operate. These motivations and expectations demonstrate how the experience of a
game is affected both by the context which provided those motivations and expectations, as well as the formal
systems that satisfy or disatisfy those motivations and expectations.

P L AY
RULES

TEAM 3

MIND MAP
Exploring cooperation in the context
of resource scarcity and disaster.

TEAM 3
NON-COOPERATIVE ZERO-SUM
THERE IS NO COMMON GOAL AND SELF-INTEREST IS HIGH.

WE EACH HAVE A PREFERENCE, BUT PREFER CONSENSUS.

WIN

WIN
+0

DRAW

+10

+0

I WIN,
YOU LOSE.

-10

LOSE

LIMITATION FROM
GAME CONTEXT
OR PARTICIPATION

WIN
+3

YOU WIN,
I LOSE.

YOU WIN,
I WIN.

-10

+0

LOSE

LOSE

MY LOSS IS YOUR GAIN.

COOPERATIVE
GROUP LOSS

+5

YOU LOSE,
I LOSE.

+0

+0

COOPERATIVE
GROUP LOSS

LOSE

COOPERATIVE

WE CAN CHOOSE A COMMON GOAL, BUT HAVE INDIVIDUAL INTERESTS.

WE CAN CHOOSE A COMMON GOAL, BUT HAVE DIFFERENT OPTIONS.
WE COOPERATE FAIRLY, WE BOTH WIN.

WIN

COOPERATIVE
GROUP LOSS

-1

+0

-1

I WIN,
YOU LOSE.

YOU WIN,
I LOSE.

-6

-6

COMPETITIVE
GROUP LOSS

-10

LOSE

WE COMPETE, WE BOTH LOSE A LOT.

EXAMPLE: CHICKEN, THE PRISONER’S DILEMMA

WIN
+5

COOPERATIVE
GROUP WIN

+3

+3

I WIN,
YOU LOSE.

+1

LOSE

WIN
+3

YOU WIN,
I LOSE.

00
COOPERATIVE
GROUP LOSS

WE DON’T COOPERATE FAIRLY, WE BOTH LOSE.

EXAMPLE: THE ULTIMATUM GAME

Game theory is the mathematical study of strategic interaction
among independent rational self-interested agents. To this end,
self-interest denotes that the agent has his own preferred states for
the world and acts with the intent to realize them. The agent’s interests are quantified across a set of available alternatives to describe
his strength of preference for the given option. This quantified representation can then be used to posit the strategic outcomes of agents
in scenarios of conflict and cooperation in a logical and systematic
way.
Strategic games take two basic forms: non-cooperative or cooperative. In a non-cooperative game there is either no opportunity
for cooperation because one agent’s gain comes at the expense of
the other agent, such as in tic-tac-toe or chess, or the possibilities of
alliance are limited to those that are self-enforcing (through credible
threats, etc). In contrast, cooperative games allow agents to develop
externally enforced alliances (such as legal contracts) and achieve
the greatest outcome by fostering cooperation and consensus
within the group. In such alliances cooperation is fostered through
mutuality, altruism, coordination, voluntary-contributions, arbitration, or trust.

DEFINING GAME FORMS

ASYMMETRIC ZERO-SUM

WE COOPERATE, WE BOTH LOSE A LITTLE.

LOSE

+0

EXAMPLE: BATTLE OF THE SEXES

SYMMETRIC ZERO-SUM

-10

+3

+5

COMPETITIVE

+0

WIN

WE GET NEITHER PREFERENCE NOR CONSENSUS.

EXAMPLE: TIC-TAC-TOE

WIN

COOPERATION AND COMPETITION

WE SHARE A COMMON GOAL AND A GROUP INVESTMENT.

YOUR LOSS IS MY GAIN.

+10

GAME THEORY

COOPERATIVE COMMON PAY-OFF

+3

LOSE

Non-cooperative: A game is non-cooperative if players cannot
form alliances or if all agreements need to be self-enforcing.
Cooperative: A game is cooperative if the players are able to form
binding commitments externally enforced.
Symmetric: A symmetric game is a game where the payoffs for
playing a particular strategy depend only on the other strategies
employed, not on who is playing them.
Asymmetric: A game is cooperative if the players are able to form
binding commitments externally enforced.
Common-payoff: Situations in which the agents have no conflicting interests so their sole challenge is to coordinate on an action
that is maximally beneficial to all.
Zero-sum: Situations of pure competition where one player’s gain
must come at the expense of the other player.
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THE PRISONERS DILEMMA

WE CAN CHOOSE A COMMON GOAL, BUT SELF-INTEREST IS HIGH.

+0

COOPERATIVE
GROUP LOSS

-1

-1

I SNITCH,
YOU LOSE.

-5

WE BOTH SWERVE, WE BOTH LIVE.

WIN
+0

WIN
+1

COOPERATIVE
GROUP LOSS

+0

WIN
+1

+0

YOU SNITCH, YOU SWERVE,
I LOSE.
YOU LOSE.

-3

-3

COMPETITIVE
GROUP LOSS

LOSE

FORECASTING INCENTIVE & RISK

THERE IS NO COMMON GOAL, BUT RISK AVERSION IS HIGH.

WE DON’T SNITCH, WE BOTH SERVE 1 YEAR.

WIN

C O O P E R AT I O N

THE CHICKEN GAME

-5

LOSE

WE BOTH SNITCH, WE BOTH SERVE 3 YEARS.
The rate of cooperation in the Prisoner’s dilemma increases when the cost-benefit ratio decreases
(Capraro 2013).

COMPETITIVE
INDIVIDUALISM

-1

LOSE

I SWERVE,
I LOSE.

-10-

10

COMPETITIVE
GROUP LOSS

-1

LOSE

WE DON’T SWERVE, WE BOTH DIE.
The rate of cooperation in the Chicken game is larger than the rate of cooperation in the Prisoner’s
dilemma with similar payoffs (Capraro 2013).

COOPERATIVE
COLLECTIVISM

SELF-INTEREST IS MORE IMPORTANT THAN THE COMMON GOAL.

THE COMMON GOAL IS MORE IMPORTANT THAN SELF-INTEREST.

I’M DOING WELL FOR MYSELF.

WE’RE DOING WELL TOGETHER.

Social dilemmas are situations in which collective interests are
at odds with private interests (Kerr 819-828), creating a tension
between selfishness and cooperation. The Prisoners Dilemma and
The Chicken Game are two famous examples of social dilemmas examined in game theory that demonstrate how rational self-interest
can motivate agents into a strategically inferior competition state
despite the potential rewards of cooperation. The value of this as it
applies to behavior change is that it clearly illustrates the limits of
rational decision-making, which can be detrimental or even self-destructive when not tempered by emotion and a state of self-awareness.
Economic models of Game Theory suggest that a person in a
social dilemma may behave more or less cooperatively depending
on the payoffs (Capraro 1). Both cooperation and competition are
believed to be products of influence from observations of others’
behaviors. It is assumed that cooperation might evoke cooperation whereas competition will definitely evoke more competition.
Humans cooperate by nature, but do so by forecasting scenarios of
incentive participation against those in which they risk deviation
from the collective interest and then operate based on their most
optimistic forecast.
However, “if the group as a whole will do better in its external
relations if it enjoys internal cooperation, then the process of biological or social selection may generate instincts or social norms that
support cooperation and punish cheating (Dixit).” Perhaps, suggesting a state of collective self-awareness in which behavior change is
achieved through self-generated persuasion and enforced through
social pressure and normalization. This could mean that in a highstakes crisis scenario, individuals would be more likely to form
coalitions and cooperate due to the incentive of social support, the
high risk associated with deviation, and the level of social pressure
applied toward collective interests.

FAIRNESS: MAN VS MACHINE

I’M BETTER OFF THAN OTHERS.
Being independent and believing the needs of every single person are more important than the
needs of one whole group (Rand, 1997).

WE’RE BETTER AS A GROUP.
The belief that the group has more importance than each individual in a group. This school of
thought requires “self-sacrifice” (Rand, 1997).

Sanfey, et al. conducted an experiment where 19 individuals were
scanned using MRI while playing an Ultimatum Game in the role of
the responder. They received offers from other human partners and
from a computer partner. Responders refused unfair offers from
human partners at a significantly higher rate than those from a computer partner suggesting that fairness is an inate social trait.
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TEAMWORK & COPING

ACTIVE COPING
SEEK SOLUTIONS

NORMING

STORMING

N E G AT I V E C O P I N G

HELPLESSNESS/HOPELESSNESS

FEELINGS

SHOCK/ANXIETY/GRIEF

PERFORMING

FORMING

TOBIN’S COPING 3-LEVEL STRATEGY
At the primary level, there are eight coping strategies: problem solving, cognitive restructuring, social support, expressing emotions, problem avoidance, wishful thinking, social withdrawal, and self-criticism. The secondary level
deals with two types of problem-focused and emotional-focused coping called problem engagement and problem
disengagement/emotional engagement and emotional disengagement. At the tertiary level two basic approaches
to deal with stressful situations: engagement and disengagement. (Tobin, 1989)

TUCKMAN’S MODEL
all necessary for the team to grow, to tackle problems, find solutions, to plan work, and to deliver results.

NEGATIVE COPING

ACTIVE COPING

FORMING

STORMING

NORMING

PERFORMING

If you assess that nothing can be done to change
harmful, threatening, or challenging environmental
conditions, emotional coping is likely. Here you might
engage in reframing, meditation, acceptance, on the
positive side and wishful thinking, minimization, or
avoidance on the negative. (McMahon, 2011)

On the other hand, if you think you can change the
situation, problem-solving strategies would include
learning new skills, finding alternative channels of
gratification, or developing new standards of behavior.
(McMahon, 2011)

The team acts as individuals and there is a lack of
clarity about the team’s
purpose and individual
roles.

Conflict arises as people
begin to establish their
place in the team.

There is a level of consensus and agreement within
the team. There is clarity
about individual roles.
The role of the leader is
important in managing
this.

The group has a clear
strategy and shared
vision. It can operate autonomously and resolve
issues positively.

TEAM 3

F O S T E R I N G C O O P E R AT I O N

Considerations from game designer Jesse Schell

C O M M U N I C AT I O N

R E L AT I O N S H I P S

SYNERGY

S P E C I A L I Z AT I O N

B I G O B S TA C L E S

Communication is required for
cooperation. Players must have sufficient technology, infrastructure, and
opportunities to communicate and
coordinate their efforts. Depending on
the situation, players may or may not
want to reveal everything they know
to other players.

Players come into the game with
a history between them, or perhaps
no history at all. Players might have
social connections that penetrate into
the magic circle, such as friendship,
rivalry, family, romance, prejudice,
and so on.

When players work together, they
will have either a larger impact than
the sum of their parts, a smaller impact, or perhaps no change in impact
at all. Players must also have the
opportunity to discover or know the
possibilities of their coming together.

Players might all have the same
abilities within the game, or perhaps
will have vastly different options.
These capabilities may change over
the course of the game. The players
themselves are different people, so
they naturally enter the game with
different possibilities.

When there are tasks that an individual cannot do on their own, players
are forced to work together to complete that task. They might combine
their unique strengths, or cover each
others’ weaknesses. This involves an
agreement on which big obstacles to
tackle.
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FLIRTIN’ WITH DISASTER
According to researchers, people’s emotional reactions to disasters have predictable patterns. Beginning from
left to right, this graph illustrates the general progression of disaster effects and reactions of communities.

PRE-DISASTER & IMPACT

During the Pre-Phase, the community receives warnings and perceived threats. The impact of the natural disaster correlates with the
amount of destruction and personal losses that affect the community and that results in greater psychology effects.

HEROIC & HONEYMOON

In this phase, the emergency responders are put in an altruistic
altercasting position and they start their search/rescue missions,
and give aid and other resources to people. Victims of the disaster
struggle to stay alive in this phase and the goal is to prevent any
losses. During the honeymoon phase, the natural disaster victims
will feel optimistic briefly. People will be appreciative of help.

DISILLUSIONMENT & RECONSTRUCTION
During the disillusionment phase, optimism begins to fade away
and survivors go through frustration and disappointment as they
begin to grasp the reality of the situation. Some events can trigger
survivors to re-live the experience and cause negative feelings
and emotions. In the reconstruction phase, people slowly come
to terms with the reality and begin to accept the outcomes and
slowly rebuild life.

DEFINING SOCIAL INFLUENCES

Manded Altercasting: A new or existing role created by people to
prominently direct other people into defining what kind of qualities
and roles they should abide by.
Dependency Altercasting: A survivor or person in need can be very
persuasive if the he/she puts the emergency responder or recipient
of communication into the social role of helping.
Self-Generated Persuasion: The receiver takes an active role in persuading himself or herself to change his or her attitude or behavior.
In this case, a victim can try and be optimistic to persuade he/she to
feel better.
Social Consensus: The tendency for the behavior of individuals to
conform to the majority opinion of a group. When it is time to accept
reality, the community will begin to re-build and move on.
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HOW THE MEDIA REPORTS ON RESOURCES

LACK OF

PROVISION OF

C O N F L I C T O V E R A L L O C AT I O N O F

Money
Food/water
Assistance
Facilities
People
Medicine
Equipment
Training

People
Money
Medicine

Natural resources

Money
People
Natural resources

O R G A N I Z AT I O N S

Assistance
People
Natural resources

METHODOLOGY
We searched for the term “resource” on 11 global news websites: Al Jazeera, BBC, CCTV, CNN, DW-TV, Euronews,
France 24, NHK World, Press TV, RT, and TeleSUR. We took the top 10 results (i.e. the most recent relevant articles)
and determined the resource that the article discussed, as well as what aspect of the resource the article focused
on. The resources and aspects of resources are listed from most frequent to least frequent (top to bottom and left
to right, respectively).
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GAMES OF CONSEQUENCE:
SIMULATION

SERIOUS

01
04

19

03

06
12
16
05

10

05. Beat the Quake
06. Stop Disasters

YOUTH TRAINING

06
05

11
18

19

17

13

07 10 08

15

EDUCATION

13

CIVILIAN TRAINING

12
ENTERTAINMENT

SELF-INTEREST

11

01. America’s Army: True Soldiers
02. DisasterSim
03. Real Heroes: Firefighter
04. Zero Hour: America’s Medic

03

02

15

PROFESSIONAL TRAINING

04 01
02

COOPERATION

17

ANALYZING THE GAME
SPACE OF DISASTER

07. Disaster Hero
08. Disaster Master
09. Earth Girl
10. The Day the Earth Shook

SERIOUS PLAY

11. Disaster: Day of Crisis
12. Fate of the World

CASUAL PLAY

08

18

07

09

09

16

14
20

20

14

CONCEPTUAL

CASUAL

This matrix compares the value of the primary motivator utilized in the game against the level of realness it
depicts. This matrix is intended to help determine which games contain mechanics that may be useful for inducing behavior change toward cooperation. Self-interest games are typically competitive and often position
the player as the only individual with agency. Cooperation games are frequently multi-player and encourage
teamwork. Simulation games pose situations based strongly on reality, while conceptual games pose situations that are based strongly on abstraction.

This matrix compares the value of two game intentions (serious vs casual play & entertainment vs education) to gain an understanding of how each game is situated in the marketplace relative to the others. Casual
games typically have a low barrier to entry and can be quickly learned and mastered. Serious games typically have a steep barrier to entry and require significant dedication to master. Entertainment games are for
amusement, while education games are for learning purposes.

13. Disaster Report
14. Don’t Starve Together
15. Firewatch
16. Lost in Blue
17. Miasmata
18. NEO Scavenger
19. The Last of Us
20. Vax
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PHASE 3
An exploration of three ideas of behavior
change and apply ideation methods to generate concepts as a team.
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CONCLUSION
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TEAM 3

INTRODUCTION
& PROCESS
During phase one, our team researched game and behavior
models to help contextualize our problem space. In phase two,
we began to define our problem space through directed exploration of three main themes: resource adversity, disaster preparedness/response, and social cooperation. We then conducted a
mind map and popular media scan to further understand these
themes.
During phase three we have explored three thematic areas of
behavior change related to social cooperation: improving communication to improve relationships, utilizing group obstacles
and rewards to induce teamwork, and leveraging individual
expertise to benefit group interests. These themes were then
applied to ideation methods to generate concepts. We used the
Visual Brain Dump and Action Verbs to explore our concepts
broadly and then a Concept Generation Matrix to narrow our
scope of potential disasters and develop concepts.

Visual Brain Dump
Each member of our team created three visual brain
dumps independently so we could explore multiple directions of the problem space, disasters and resource adversity. We then came together to share our ideas and identified
several overlapping themes: teamwork, mobility, technology, and economic stratification.

Action Verbs
Our team went out to create our Action Verb activities
using different frameworks to follow. We each utilized a
different method for generating our verbs: One of us used
words assigned in class, another used words taken from
our themes, and the last used a random list to draw inspiration from. We then worked independently to generate ideas
and reconvened to discuss new facets of our themes like
utilizing novel communication methods and improvised
collaboration.
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VISUAL BRAIN DUMP

TEAM 3

ACTION VERBS

TEAM 3

CONCEPT
G E N E R AT I O N
M AT R I X
PROCESS

After completing the Visual Brain Dump and Action Verbs exercises, we used 101 Design Methods by Vijay Kumar to explore methods
concept generation and decided to use a Concept Generation Matrix
for this purpose. We chose a set of factors we discovered during our
research (communication, mobility, and economic stratification) and
compared them to six different resource/disaster-related contexts to
begin narrowing to a specific disaster problem space. This allowed
us to generate questions about our space that led directly to our
concepts. We worked initially as a group then broke apart to further
explore and emerged with thirty-three concepts. We then began
eliminating, combining, and refining concepts as a team until finally
reaching eighteen concepts.

TEAM 3

18 CONCEPT THUMBNAILS

TEAM 3

CONCEPT #1

TRAINING CHILDREN FOR DISASTER

Earthquakes, unlike many other disasters, occur without any
warning. Because of this, it is important to be prepared at all times
and ready to react when placed in this kind of situation. Children are
especially vulnerable to disaster so preparation is important.
On the left, the child is in her elementary school classroom holding
a phone. She is using the disaster preparedness app to learn how to
locate the correct resources to aid herself and other people around
her. As she walks around the classroom, she points her camera towards the window and the phone immediately detects a dangerous
space to be near. As she moves away the phone begins to vibrate to simulate a tremor. The girl quickly moves to take shelter under a desk.
In the last 2 panels, the girl experiences an earthquake one year
later. She forced to act quickly, but was prepared by her training and
takes shelter swiftly. A fireman eventually shows up to the rescue
and she is safe because of her training from the app!
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CONCEPT #2
PACKING A DISASTER KIT

An important part of preparing for an earthquake is understanding what items to pack in a disaster kit and knowing when, why,
and how to use those items effectively. This concept is intended to
teach civilians and children these skills by placing them in a simulated environment in which they have to pack a kit quickly and then
run through a scenario to test their preparedness. The scenario can
happen at any time and is intended to draw their attention to gaps
in their knowledge or expectation so they’re ready to react and make
decisions more confidently in the event of a real earthquake.
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CONCEPT #3

OVERCOMING LANGUAGE BARRIERS

Jesse Schell identifies relationships and communication to be key
levers in fostering cooperation. This app facilitates a multi-lingual
game of charades between people who do not speak the same language. By participating in the game, players create a shared experience to strengthen a relationship, and build a body language vocabulary that takes into account the players’ own backgrounds rather
than a formalized standard. The boost in relationship and communication whittles down both social and logistical obstacles that may
prevent interaction and cooperation in the future.
The game is ideally played during downtime in shelters, while
waiting for news or rations, perhaps. By playing a game, the downtime is less morale-draining, and can even become productive. The
game is primarily facilitated through the multi-lingual voice recognition software on the user’s phone. The words in the game are
strategically chosen to build practical vocabulary that will be useful
for tasks that players might be tasked to do in the near future, such
as distributing care packages, building structures, or watching after
children.
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CONCLUSION
This week, we generated many concepts based on our research
and ideation methods. We began by creating 33 initial concepts
and then quickly narrowed to 18. After discussion, we selected
our top 3 concepts based on the opportunities we identified for
gaming applications to impact our problem space: preparing
children for an earthquake, teaching civilians what to pack in a
disaster kit, and coordinating during an earthquake.
After our instructor meeting we further discussed our problem
space and group voted to focus on earthquake preparedness on
the west coast of the USA. Though we are still making final decisions about our space, we are tentatively focusing our efforts on
children as a user because they would greatly benefit form additional preparation and would also find games to be a desirable
format for that training. From the technology side, we are currently excited by the possibilities of AR for this type of training.
Next week, we hope to explore our top 3 concepts further and
refine and polish these ideas as we select our final concept.
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C I TAT I O N S

Giving people the credit they deserve.
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PHASE 4
Use storyboards, moodboards, and concept
sketches to definine and explore a single
concept for further refinement.
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I D E AT I O N

05.

MOODBOARD

01. INTRODUCTION
In week 4 we are focused on clarifying and finalizing our problem space into an
actionable goal and beginning to explore design concepts for implementation. We
began the week with a discussion to choose our final concept. We knew that we
wanted to utilize the gaming format as a way to encourage disaster preparedness
for the general public with the goals of promoting cooperation, resource sharing,
and leveraging unique skills in the user group. While many people view disaster
events as unlikely or assume government organizations already have well-defined plans and thus view training as unpalatable, unimportant, or unnecessary,
our research shows that these systems often lack crucial components that leave
ordinary citizens vulnerable. Thus preparation of the general populace is a crucial
element for disaster response. However, the weakness in many training platforms
is that they are not engaging enough to sustain a behavior for a long enough period to create meaningful change. Our goal then is to habituate beneficial, disaster
preparation behaviors in a fun and engaging way for a period of months to years.
We want a socially inclusive game that will educate the user through play and
allow users to build social status through community participation.
While we had these general goals defined, we quickly came to realize that we
hadn’t articulated our behavioral goals to the degree of being actionable. We decided at this point to break apart for a rapid one-hour individual research session
to further clarify our behavioral component and explore optimal response strategies and common mistakes within specific disaster contexts. We reconvened in
discussion and came consensus on the topic of preparing urban populations for
famine. Famine refers to widespread food scarcity, which can occur anywhere and
often does so quickly with little warning. It is a common secondary danger of natural disaster events that cause significant disruptions to food supplies like landslides, floods, droughts, early frosts, or even heavy rainfalls. Urban populations
are especially vulnerable because they have no primary food gathering or production skills and are thus dependent on others to meet these essential needs.
Therefore, our game will focus on teaching urban populations these important
food production skills in a cooperative social context through augmented reality.

“

Our game will focus
on teaching urban
populations these
important food
production skills in
a cooperative social
context through
augmented reality.

“
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0 2 . E X P L O R AT O R Y U I D E S I G N S

Lv 9
Name

Zoomed out world view showing
boundary and connection of group.
Players must balance social expansion
with resource availabilty.

Lv 9
Name

World view showing player movement
on abstracted map. Darker colors show
greater resource capacity.

Lv 9
Name

View showing player fishing using
touch and accelerometer. Tap location
to aim. Hold, pull back, and flick wrist
to cast. Vibration signals line tension.

Lv 9
Name

Click plot to highlight, scroll through
seed menu, click and drag to plant.
Highlighted plant in center shows size
of plant to encourage proper spacing.
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03. STORYBOARD

Player is on a routine walk,
noticing their surroundings
are fit for catching fish.

Player goes to the shore
and catches fish in the
game.

Player receives notification that a
disaster has depleted one type of
their resources, putting them in the
danger zone.

Player brings the fish home
to their kitchen and scales it
in the game.

But it’s all ok because someone
else in the group has a different
skill to compensate.

Player discusses with friends
about what skills and
resources they’ve contributed
to the group recently.

Player is on a routine walk,
this time noticing their
surroundings are fit for
gathering mushrooms.
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04. CONCEPT SKETCHES

We wanted to explore our concept further and define features using Concept
Sketches as our additional ideation method.

TEAM 3

05.MOODBOARD

TEAM 3

C I TAT I O N S

Giving people the credit they deserve.
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Game Design For
Behavioral Change
PHASE 5
Use interaction flows, wireframes, and
high-fidelity mockups to further expand on
the context and experience of the game

P R O D U C E D B Y : Branden Keller

Shravya Neeruganti
Bert Zhang
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OVERVIEW

MOOD FLOW

INTERACTION
FLOW

USER FLOW

TIPPING POINT

OVERVIEW
Last week, we fleshed out the general mechanics of the game. Urban populations that rely on others for food security can develop real survival skills by
gathering resources in a augmented local reality. They collaborate with others
through trading and sharing of resources and diversifying their skillsets to survive
disasters in their region. This week, we dive deeper into how these mechanics are
delivered through a screen interface.
After creating our mood board and storyboard last week, we realized that the
mood board failed to capture the emotional journey that our storyboard had. In
response, we have created a “mood flow” as a representation of the emotional
narrative we wish to provide players. The document serves as a guideline to evaluate our user interface. For example, we’d like the user to feel a sense of concern
when looking at gaps in their inventory. There are many ways to communicate
lack of resources, but only certain vocabulary and imagery will really resonate a
sense of concern in a player.
We determined that one of the goals of our game is to make players aware of
their local environment in a new way. This is reflected in our development of the
interaction flow, placing the map screen as the main hub from which all other
activities launch from. Besides collecting resources from the augmented local
reality, trading and managing resources are also core gameplay tasks. These core
tasks persist in the bottom overlay, reminding the player of these tasks’ importance and giving access to do these tasks at all times.
Since community engagement was a goal for our game, we made sure to design our data visualizations in the community resources screen to clearly show
how everyone’s contributions make an impact. We double down on this principle
in our branding of the game: Tipping Point. A game where everyone’s small contributions add up to make a huge difference. We hope Tipping Point will move the
world past crucial tipping points and create real, positive change.

“

Tipping Point is
a game where
everyone’s small
contributions add
up to make a real,
positive change.

“
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MOOD FLOW

We mapped out the emotional journey we wanted players
to experience, grouped by tasks and events within the
game. This will give us a means to evaluate how our UI
supports the emotional experience.
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INTERACTION FLOW

Log Out

We mapped out individual screens (blue, pink) and
actions (violet) that players would encounter in the
game. We focused on where we redirect the player when
they fail, so that they would eventually find success.
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USER FLOW
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TIPPING POINT

When a series of small actions make a big difference.
Learn to craft, hunt, and farm as you work with friends to
build your community and manage resources. Balance
social expansion with resource availabilty as you share
and trade resources to survive disasters.

Every change has a Tipping Point.
Come Together. Be The Change.

