
 

ERINHOFFMANHWINDNOTSAND MAPPINGDYNAMIC EMOTIONACROSS A PRODUCT LANDSCAPE

Game as infinitely patient

Gamecultureresistsaccessibility mainstream

TripHawkins FounderofEA

Games art gamedevs artists evokeemotion

Productapp usually don'tfocus on core emotion unlikegames

FUN

RaphKoster Atheoryoffun Fun learninggames teachers

Depth hierarchy of nerddoin on fun

howplayconnects tolearning whyfunis important

canhave fun but not necessarily learning howtomakefun learning

whenstudentsare reallyengaged in learning not fun adifferentstate

Emotion

PaulEckman psychologistphotographedemotions askedppltolabel 7emotions

1 Disgust

4 happiness

tea 7 surprise

2 Contemp

3 sadness

6Anger

which ofthese is fun something in all ofthem

learning fun aprocess btw these emotions



sophia fun processbywhich we convert fear intohappinessthansurprise

impttransition btwemotions an arc progression

noway tomeasure
emotion can only survey

Dynamic emotion

is emo ten as a landscape not afixedpointoftime

hysteresis momentum

how to design for aspecificprogression

beginwith painpoints sit inthepain tomaketransiton outmeaningful

Emotional clustering

pokemon incredibly complex but youngpeoplewill learn create

concrete canplaydmaster


