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Game Design as an ART
art isaboutprovokingemotions

simple or complex

GameDesign as an education
educatingthroughemotions
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Fun learning isnt one emotion but a processbetweenmany
Fun is the cognitivemechanical process by which we

convert fear intohappinessthroughsurprise
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Designing with emotions
Design in emotional arcs
considertheuser'semotionaljourney Wherebegin whereend

Emotions are dynamic a landscape not afixedpointinthine

1 startingpoint is user'spainpoints

bringaboutemotionaltransition
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