Nicole Lazzaro
GDC Al Summit, San Francisco
RANT: Self-Driving Cars and Games
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The 4Keys 2Fun:

Player Experience (PX) is how player interaction creates
emotion. Best selling games use emotion from four
types of interactions to capture attention and motivate
play. Use the 4Keys 2Fun to paint attention onto any Ul
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Hard Fun
Provides the opportunity for
challenge, mastery, and feelings

of accomplishment. Hard Fun focuses
attention with a goal, constraints,

and strategy.

Easy Fun

Inspires exploration and role play.
Fun failure states, fantasies, or simply
enjoying the controls enchants and
captures the imagination. Easy Fun

is the bubble wrap of game design.
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Serious Fun

Purposeful play changes how
players think, feel, behave, or make
a difference in the real world. The

People Fun
Provides the excuse to hang out
with friends. People are addictive,
and these mechanics over time
build social bonds and team work. excitement of games enlivens
Everyone wants to spend more otherwise boring tasks. Serious Fun

time with their friends. SERI ou s Fu N is play as therapy.

EXCITEMENT
The 4Keys 2Fun is based on XEODesign’s independent
contextual interviews of 60 players playing their favorite =
games in SF and STL 2003-2004. Free white papers: SES‘SL%?;f’if‘;‘i?;ﬁﬂf,&fﬁ?éég&ﬂgf'.:ﬂ figuts reseived
www.xeodesign.com/whyweplaygames.html. www.xeodesign.com o XEODesign’

4 Keys to Fun
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Self Driving Cars Misses the Point



!Droblem to Solve
IS Not This Either
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It’s This




Actions Thoughts Feelings




PTS
Problem to Solve
Is Not This Either

Threat of life just one emotion



It’s This
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Narrative Al Players

Sentiment
Analysis

é Sentiment Analysis
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Friendship

Amusement

Curiosity

Meaning

Emotion from
Interaction

Have the widest
range of player
emotions by
planning the
emotions outside
and alongside the
core loop



The 4Keys 2Fun:
Player Experience (PX) is how player interaction creates

emotion, Best selling games use emotion from four
types of interactions to capture attention and motivate
f play. Use the 4Keys 2Fun to paint attention onto any Ul
like Velcro and color it with emotions to match a brand
m — I \ Ve ) / \' HAHD FUN or the task at hand.
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Hard Fun -\v 9 4 Easy Fun
Provides the opportunity for \ Inspires exploration and role play.
challenge, mastery, and feelings Fun failure states, fantasies, or simply
of accomplishment. Hard Fun focuses enjoying the controls enchants and
attention with a goal, constraints, captures the imagination. Easy Fun
and strategy. is the bubble wrap of game design.
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Serious Fun

Purposeful play changes how
players think, feel, behave, or make
a difference in the real world. The
excitement of games enlivens
otherwise boring tasks. Serious Fun

SERIOUS FUN

EXCITEMENT
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games in SF and STL 2003-2004. Free white papers:
www.xeodesign.com/whyweplaygames.html.

time with their friends.
The 4Keys 2Fun is based on XEODesign's independent
contextual interviews of 60 players playing their favorite @
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B People Fun
Provides the excuse to hang out
e with friends. People are addictive,
and these mechanics over time
build social bonds and team work.
Everyone wants to spend more
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DOSE

Dopamine
Oxytocin

Serotonin
Endorphin



Empathy @ All Layers of Gameplay



Tomb Raider How She Makes You Feel After the Game With Your Friends
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PlayWhiteRabbit.com

Follow the
White Rabbit

Free Download
4K2F.com

Are You Game?

Nicole@xeodesign.co
@NicolelLazza
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