
( )game mechanics: 101
develop, engage & retain community using game design
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)( gameification:  building engagement 
(loyalty) through game mechanics
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loyalty costs status & social power

costs and status value of loyalty
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( )
theme & fun are not correlated



( )fun must be job #1

geography history



( )achiever socializer

explorer killer

Bartle’s Player Motivations / Types



( )
socializers
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