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7.UNTANGLING LOOPS 8 ARCS IN EXISTING GAME FORMS

3 FREQUENCY OF LOOPS
Loops can happan at a vadiely of speeds
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TERMINOLOGY :
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: LOOP: Repeated inferaction for learning
: ARC: Non - repeated content Haot delivers
E s'brg , infocmalion, emotion

[

]

]

]

\ | ® REMOVE CONTENT PAYLOADS
| " Narrative sequences that don't teach

: skill

) * Character, art, music , etc.

: " Textures, wolors, lighting, ete.
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@ IDENTIFY STRUCTURE + LOOP

" Puzales, mission, or quests
* Lovels

| " Element that glayers can 'beal', render

“Hwe game , of monig luss uhea reglosged

= * Menus + buttons that take 4u&iuHJ-=... |

® CREATING SOMETHING NEW
* Build a nev game using He core
" loops and arcs
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