
GRAPHIC DESIGN SENIOR PROJECT PROCESS
MAKING MARK

ZAK EIDSVOOG - 2014



Zak Eidvsoog - Oregon State University Graphic Design Senior Project



January 6th - June 4th, 2014

THESIS

EXPERIMENTS

FINAL PROJECT



Zak Eidvsoog - Oregon State University Graphic Design Senior Project

THESIS



January 6th - June 4th, 2014

ABSTRACT 

Games have been around for a long time. In fact, games, and play in general, are an integral 

part of human development. To a certain extent, however, play is discouraged in a lot of areas 

of society. Schools are built on linear instructor to student teaching models; advertisements 

are designed to be read at a glance; even websites and mobile apps, which have a huge 

potential to engage and encourage play in users, can be dry and boring in a lot of cases. More 

than this, a lot of people look down on play and games as something that serious people don’t 

have time for.

Experience design (a term that encompasses several design disciplines) is the practice of 

considering how a user will experience a given product, website, event, etc. It goes beyond 

the question of “what message do we want to tell our users?” and asks, “how will we create 

meaningful, pleasant and engaging experiences for our users?” It stands to reason, therefore, 

that designers of all disciplines (web, interactive, print, etc.) would have a lot to learn from 

the theories used to design successful games, which, by their nature, are made to create 

engaging experiences with users. 

What makes games fun? What would it mean to see more user experiences that functioned 

as games: that encouraged users to play? The same considerations that make games fun for 

players have the potential to make non-game experiences just as fun and engaging for users. 

Through examples, case studies and firsthand research, this paper will uncover how game–

like qualities can improve any user experience, game related or otherwise.

IT’S ALL A GAME, DEAL WITH IT
IMPROVING DESIGN WITH GAME-LIKE SOLUTIONS
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TRENDY WEBSITES AND 
HISTORY CLASSROOMS
You just created a new account on a trendy, social 

media using, website. Let’s say it’s Pinterest, a website 

that helps people find, organize and share links to 

images on the internet that they might find inspiring or 

interesting. Let’s also say that you don’t know the first 

thing about Pinterest, aside from the fact that it is a tool 

a lot of people have started using. The designers behind 

Pinterest know that there are a lot of people like you 

who don’t know how to use their website. This presents 

them with a design question: how do they teach you to 

use their site? There are several ways they could go 

about answering this question. You could be shown a 

tutorial video, or perhaps be given a link to a paragraph 

of text that lays out the company’s mission statement. 

Pinterest’s designers could have even decided to give 

you no information, hoping that the interface on their 

site would be intuitive enough to be self explanatory. 

In reality, Pinterest uses a game-like solution to 

introduce new users to its interface. New users are 

given a series of simple goals that lead them through 

some of Pinterest’s primary functions, while allowing 

them to make decisions for themselves. Users might 

be asked to “pin 5 items” (on Pinterest, users save links 

by “pinning” them for later use). This may seem like a 

straightforward interaction. However, depending on the 

links they choose, users will be led to entirely different 

links, creating an experience that is interactive, goal 

driven and non-linear. These ideas will be important 

later, but for now, all we need to note is that they solve 

Pinterest’s design problem in a way that achieves their 

goals and is engaging for users.

 

Let’s change perspectives. Now you are a middle 

school student. You’re starting a new history class 

and have low hopes for the curriculum. You’ve come 

to expect a standard experience when it comes to your 

classes: your teacher will lecture to you about a topic, 

give you some reading to do and assign you and all of 

your classmates a paper that proves you absorbed the 

required information. Instead, this teacher tells you that 

you will focus on designing games based on material 

learned in class. Your games can take whatever shape 

you want them to, provided they are fun to play and 

present accurate information about class material. 

Here, the educator that designed your curriculum also 

chose to use a game-like experience as the solution to 

their design question, namely: how do we get students 

more engaged with learning? By asking them to design 

games that function and are fun to play, teachers create 

interactive, goal driven and non-linear experiences 

for their students. These kinds of experiences offer 

far greater opportunities for students than traditional 

teaching models.

What are game-like experiences? Shortly put, game-

like experiences are situations that use the qualities 

important to game design in order to increase 

engagement, learning and fun. Game-like experiences 

are important because the same considerations that 

make games fun for players have the potential to make 

non-game experiences just as fun and engaging for 

users. In this paper, I will elaborate on this idea by 

defining the practices of experience design as well 

some principles of game design. I will also look at 

examples and case studies showing how game-like 

qualities and game design thinking are used to turn 

ordinary user experiences into game-like experiences. 

Finally, I will present suggestions for future applications 

of game-like solutions and discuss the limitations of 

such a mindset towards experience design.
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WHAT ARE USER 
EXPERIENCES?
In this exploration, I will use a broad definition of user 

experience, combining several practices focused on the 

user’s role in design. The term user experience design, 

also called UX design, typically describes the practice of 

designing human-computer interactions with a focus on 

how a user feels when interfacing with digital systems.1 

This includes designing for websites, computer 

programs, apps, etc. UX design is based on the principle 

of user centered design, which is a similar practice. In 

user centered design, user input has a major influence 

on the design, more so than the designer’s aesthetic 

preferences.2 This practice is often used in product 

design, but applies equally to other areas of design 

as well. Finally, interactive design is the practice of 

designing multimedia experiences that bring audiences 

together, promoting engagement and connectivity.3  This 

design discipline uses elements of UX design and User 

Centered design but with an even greater emphasis 

on creating exciting, fun and memorable experiences 

for users. Interactive design is used to improve social 

events, promote brands and tie into larger marketing 

campaigns. For the remainder of this paper, I will 

use the term user experience to refer to the kinds of 

experiences considered by all three of these disciplines. 

Likewise, I will use the term experience design to 

refer the challenges that any designer faces when 

considering how to best engage users.

What kinds of challenges do experience designers face? 

Typically, experience designers are concerned with 

engagement. While it is true that communication is a 

key element of design, meaningful communication is 

impossible without some level of user engagement.  

To be sure, certain messages can be communicated 

with a more passive sort of engagement. For example, 

product placement in a television show communicates 

with users because they are passively engaged 

with the show they are watching. It takes active 

engagement, however, to create the most rewarding 

user experiences. What sets experience designers 

apart from other designers is that they strive to 

encourage engagement in users. Part of designing 

engaging experiences for users is making sure that 

they can interact easily with products/environments. 

This includes making it apparent what decisions are 

1Gube, Jacob. “Smashing Magazine.” What Is User Experience Design? 

Overview, Tools And Resources. Smashing Magazine, 05 Oct. 2010. Web. 

06 Mar. 2014.

2Abras, Chadia, Diane Maloney-Kirchmar, and Jenny Preece. “User-

Centered Design.” In Bainbridge, W. Encyclopedia of Human-Computer 

Interaction. Thousand Oaks: Sage Publications (2004): n. pag. Print.

3Second Story Interactive. Second Story Interactive Studios. SapientNitro, 

01 Jan. 2014. Web. 06 Mar. 2014.

Pinterest, an app that uses a game-like tutorial
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available to users. The effects that arise as a result of 

users’ decisions should also be clear.4 As a user, it is 

frustrating not to know what effect your actions are 

having on your surroundings. This can lead to confusion 

and abandonment of the experience in question.

The user’s ability to identify and evaluate possible 

decisions within an experience is an important goal for 

experience designers. This is a major consideration for 

game designers as well. This similarity will be the basis 

for our model of experience design based on games. 

However, in order to understand the goals of game 

designers and compare them to those of experience 

designers, we will need to define games in terms we 

can discuss.

WHAT IS PLAY & WHAT 
ARE GAMES?
In his 1958 book, Le Jeux et Hommes (Man, Play and 

Games), French sociologist Roger Caillois gives a more 

detailed and reasoned discussion of play than any prior 

text on the subject. Caillois describes play as an activity 

that is characteristically non-mandatory, separate, 

uncertain, unproductive, governed by rules and make-

believe. In this context, non-mandatory means players 

must have a choice in whether or not they want to play. 

Play is separate in that it has predefined boundaries 

(ie. time, place) outside of everyday life. It is uncertain 

in the sense that it is non-linear with no predetermined 

outcome. It produces no wealth or resources; otherwise 

it would be considered work. And finally, play is 

governed by rules and make-believe. Rules and make-

believe are connected in that any adherence to the rules 

of play requires a degree of make-believe.5

Through these qualities, play allows people to substitute 

4Abras, Chadia, Diane Maloney-Kirchmar, and Jenny Preece. “User-

Centered Design.” In Bainbridge, W. Encyclopedia of Human-Computer 

Interaction. Thousand Oaks: Sage Publications (2004): n. pag. Print.

5Caillois, Roger. Man, Play and Games. Urbana, Ill: University of 

Illinois, 2001. Print.

the tumult of everyday life for perfectly regulated 

situations. This is appealing because it gives players 

clear goals with very measurable outcomes related to 

success. From an experience design perspective, this 

suggests that users will engage more readily with an 

experience that has clearly defined parameters. This 

doesn’t necessarily mean that user experiences should 

have large, restrictive rule sets, simply that it is the 

designer’s responsibility to design an experience that 

the user can identify and want to engage with.

Ideas regarding play have continued to evolve. In 2008, 

Dubberly Design Office, a design office specializing 

in designing infographics explaining complex human 

systems, published a concept map titled A Model 

of Play. This map gives an incredibly detailed visual 

representation of the physical and cognitive cycles that 

people go through when playing. Not only does it  

Cards from Dragonmaster, one of my favorite card games
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a model of play

cycle of continuous play

cycle of fun

cycle of learning

cycle of repeated play

play!

We play to have fun. We play to develop relationships, learn new
things, and know ourselves better. Play can be cooperative,
competitive, even selfish. It occurs in a variety of times and places,
beginning when we are children and continuing throughout our
lives. Play is an activity through which we exercise and develop our
creativity; it is a source of innovation and new ways to solve problems.

Yet when we try to define play, we face the challenge of articulating
something that has come naturally to us our whole lives. Simple
questions puzzle us: What is play? What does it comprise? How does it
begin and end? What makes good play? Can there ever be bad play?

This poster proposes a model of play, defined as a conversation
between individuals that creates a shared world in their imaginations 
and leads to fun. The model takes the form of a concept map: a web
of terms that relate to, and together explain, a single concept. Terms 
form the nodes of the map, and propositions link and define the
relationships between nodes.

In play the overarching goal is to have fun—and to keep having fun—
to continue playing. Play takes place between individuals, where an 
individual can be a single person, an entire team of people, a particular 
perspective within one person, or a virtual person.

The conversation begins with an act, and each act advances the
conversation. An act can be throwing a ball in a game of catch or
serving tea while playing house. An act by one individual is observed
and assessed by the other, in preparation for the next act.

As the conversation grows, it builds a shared world in the individuals’
imaginations. The shared world requires their engagement and creates
meaning for them as they inhabit and develop it. A young boy playing 
with a toy elephant (with a second perspective in his mind speaking
for the elephant) creates meaning by referring to different parts of the 
room as different parts of the world, as he and his elephant travel
together. The significance of the shared world increases as he feels
that he and his elephant are becoming better friends.

Eventually engagement wanes, and the conversation ends. The end
crystallizes play’s benefits and harms, the experience it delivers.
Experience guides individuals as they continue to learn and interact
with others. Experience affects how they will play in the future—and 
also their lives outside play.

Play provides space for experiment—opportunity to try new things or 
even try on new personas. The freedom and exhilaration we feel in play 
may help us create. Simply playing—fooling around, messing about, 
tinkering, hacking—invites juxtapositions,  provides experience, and 
reveals new points of view. Who can say where play will lead?

This model of play only begins to address how play affects our lives,
our work, and our growth, but perhaps it also begins to point out
the importance of—and even the need for—more play in our lives.
But enough talk. It’s time to play.
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Play enriches an individual’s experience. Experience influences
decisions to participate in future play conversations, as well as
the level of fun that play conversations create. Experience also
informs the choice of future play topics.

The experience of play can have unexpected consequences,
sometimes much later in life. Rear Admiral Grace Murray Hopper,
a well-known computer scientist, told of facing a difficult
programming problem and solving it after noticing it shared
a structure similar to the pattern of passing in a play from her
high-school basketball career.

Before play can begin, individuals must fulfill certain prerequisites. 
These prerequisites are contextual (e.g., time, place, and freedom), 
physical (e.g., rest, nutrition, health, and safety), and psychological
(e.g., emotional well-being).

The conversation and the shared world it creates eventually come
to an end. External conditions, often out of control of the individuals,
can end conversations, for example, running out of time, distractions,
inclement weather, obligations to take part in other activities
(e.g., class, dinner), and injuries. Voluntary exits, such as when an
individual is not having enough fun, can end conversations as well.

Conversations can also be paused, allowing individuals a chance
to rest or regroup. Some pauses allow conversations about
the conversation—”meta-conversations” about the shared world.
The clock stops during a football game when referees discuss a foul.

Individuals can easily re-enter play. Ending one conversation creates 
an opportunity to begin another.

Play occurs in a context—the physical world in which individuals 
live and also the social world to which they belong. The physical 
world may provide resources needed for play. The social world may 
create opportunities for play. Play is only possible when individuals 
have a stable relationship with their environment.

The context of play may be informal—neighborhood kids in
an empty lot—or formal—Olympic teams in a huge stadium.

When play ends, benefits or harms not readily apparent during play 
may become apparent. 

Play enriches the individual’s experience by enabling learning, 
bonding with others, and emotional healing. It can also harm the 
individual through physical injury, harbored grudge, or lowered 
self-esteem. Obsession and addiction may also be consequences 
of play, where individuals cannot stop playing or neglect other 
activities in favor of play. Such effects beg the question:
When is play too much?

Assessment involves comparing observations of what’s happening 
with what’s desired—comparing actual state with goal state.
Am I moving closer to my goal or farther away? Should this course
of action continue or change? Does a specific short-term goal still 
make sense in the context of broader long-term goals?
Am I having fun? Should we change the rules—or the topic?

Conversations are built through a series of acts—speaking or
making other sounds; gesturing or moving; hitting, kicking, pushing,
or throwing other things. The acts take place simultaneously or
in a sequence of turns alternating between individuals.

Before individuals act,
they may plan how to accomplish
a goal; they choose and organize means.
Planning the next act enables them to consider
its implications, how it fits with previous acts,
and how it helps achieve their goals.

These steps—observe, assess, plan, act—can take 
place in a split second. When they’re unconscious,
flow is achieved.

Fun is play’s raison d’être: Play needs no reason outside itself. 
Individuals play “for the fun of it.” Fun comes as an adrenaline rush, 
a feeling of euphoria mild to wild.

Fun increases or decreases in response to the sequence of acts
in a conversation and the building of a shared world.

The individuals’ imaginations house a shared world and supply 
referents to it, either by mapping real-world objects to shared-world 
objects, or by creating entirely new, unrelated objects that do not 
exist in the real world. For example, children might pretend a couch 
is a boat they are sailing.

Play has attracted lots of research, and scholars have identified 
many types of play.

Roger Caillois defined four categories of games: agôn (competition),
alea (chance), mimicry (simulation), and ilinx (vertigo).
In competitions such as sports and debate, individuals play to win. 
Chance refers to events where players are up against the odds,
as in gambling. In simulation, children pretend to be kings and 
knights, and adults perform religious rituals. Vertigo induces 
pleasure through physical dizziness, such as spinning or riding
roller coasters.

Caillois also placed ways of playing on a continuum, ranging
from paidia (active, tumultuous, exuberant) to ludus (calculation, 
contrivance, subordination to rules). A game of tag exemplifies 
paidia, while chess exemplifies ludus.

Play conversations have topics—the subject of play.
Topics may be the game played, the environment 
explored (real or imagined; ad hoc or highly formalized),
or even the method of interacting (the performance of 
certain sequences, the quality of sound or movement).
For example, a couple dancing a waltz engages in a 
conversation, probably with the main goal of fun, and
thus plays. A mathematician noodling on an equation
may also be playing. Most human activities offer the 
opportunity for play. Individuals may shift topics as
play continues.

Play conversations have rules, guidelines that regulate each
act and determine which acts are permissible. Play is as
unconstrained as individuals allow. Individuals affect rules by
their choice of topic or by agreeing to their own rules. Throughout
a play conversation, individuals may have “meta-conversations,” 
stepping outside the play conversation to negotiate a rule or 
question the legality of an act. 

Play conversations build shared worlds in the imaginations of 
individuals. Shared worlds contain imagined time, place, actors, 
actions, and relationships. Developing shared worlds creates
meaning for individuals as they together bring different referents
to life—and thus bring their shared world to life.

Referents may be objects incorporated into the play world as 
themselves or symbols standing for imagined objects. Use of 
symbols in play may establish their meaning; likewise,
a “meta-conversation” (stepping out of the play conversation)
can also establish the meaning of symbols. Symbols, such as
game pieces, become tools for remembering, thinking, and
acting. Susan Starr terms this sort of symbol a “boundary object.”
Nicholas Chrisman points out their value as “common points
of reference.”

A shared world provides an internal context for play acts. Each play 
act may extend the scope of the shared world, enabling and even 
encouraging more play acts, further extending the shared world. 

A conversation is an interaction
between two individuals,
beginning in shared language,
developing into understanding,
moving towards agreement,
and sometimes leading to transaction.

A game of cat-and-mouse is a conversation.
The cat tries to catch the mouse.
The mouse tries to get away.
When the cat chases, the mouse runs;
when the cat stops, the mouse draws near again.
Through the conversation, the cat teaches the mouse,
and the mouse teaches the cat.
Cat-and-mouse is play if an individual’s
main goal is fun, not dinner.

Individuals observe each other’s acts. What is the other individual 
doing? What might that mean? Is this new act consistent with 
previous acts? Is it consistent with other information? What was
the effect of my act? How has the other individual reacted to my 
acts? Am I being understood? Do we agree?

Play requires individuals to actively engage in conversation. 
Engagement reflects something of the quality of play. A highly 
engaged individual is in the “zone”—has achieved the mental 
immersion psychologist Mihaly Csikszentmihalyi terms “flow,” 
where challenge matches skill—and both boredom and anxiety
are avoided. Individuals reach “flow” when they achieve sufficient 
mastery to act with little or no thought about the technique or the 
steps involved.

As engagement wanes, conversation suffers and may fail.
Without engagement, conversation is not possible.

Engagement arises as play arises; it is both a prerequisite and
a result. Engagement tends to be self-sustaining. Engagement 
contributes to fun; fun encourages further play; further play
continues engagement. Yet play is also fragile; individuals may
lose interest and disengage if they are not having fun or if they
are distracted by forces outside the conversation.

Play is a conversation, and conversations require participants—
at least two individuals. An individual can be:

a single person
a group of people (a team)
one of many perspectives within a single person
a virtual person (a perspective within a computer game)

A typical conversation involves two people, but conversation can
take other forms as well. Two teams have a conversation as they 
play; the individual members come together to form a body—they 
are incorporated into a team. Likewise, a single person may play 
alone but carry on a conversation in her head—a conversation 
between herself and an imagined friend. Or a single person may 
carry on a conversation with a virtual person, as when playing
a video game or bouncing a ball against a wall.

-
-
-
-

In play, one of the primary goals is to have fun—to continue 
engaging in the conversation that creates fun. Individuals choose 
the means for achieving that goal; they choose the topic of 
conversation, for example, which game to play. Within a topic, 
they choose different strategies and pursue a series of sub-goals,
adjusting means according to their effectiveness. Goals and 
sub-goals and associated means form a tree (or web)
of possibilities for action.

When individuals’ goals are not met (e.g., they are
not having fun), they can try other strategies (other means)
or choose to end the play conversation.

The context of play also includes external goals.
External goals may impinge on the goals of play. A student
may love to skate and play hockey. Goals related to
winning—pleasing friends, coaches, parents; receiving
a scholarship; going to college; being successful in life—
these may overwhelm or supersede the goal of having fun.
They may transform play into something else.

Constructing and inhabiting a shared
world creates meaning for individuals.
This meaning—both the significance of
a shared world and the shared referents
of the conversation—produces part of
the fun of playing.
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A MODEL OF PLAY
Dubberly Design Office, 2008

To see the full poster, go to:

www.dubberly.com/
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explain the literal cycle of play: from acting, to 

observing, to assessing, to planning and back to acting 

again; it directly links engagement to fun and goal 

setting/achievement, all under the overarching umbrella 

of play.6 This further emphasizes the need to encourage 

users to identify possible actions and make decisions 

that have a measurable impact on their experiences. It 

also introduces the idea that goals are directly related 

to fun and engagement. By giving users clear goals and 

the ability to measure the success of their attempts 

to reach those goals, designers will be much more 

successful in encouraging play in their users.

How do games fit in to these ideas about play? Simply 

put, games are systems designed to be played. What 

then, is the difference between game-like experiences 

and experiences that simply encourage play?  In  

order to understand this distinction, we will need to 

explore how games are designed.

QUEST TO LEARN
To better understand how games are designed; let’s 

look at an example of a game-like experience where 

game design itself is used to engage users. Quest  

to Learn (Q2L) is a New York public school that uses 

game design as a means to create engagement with 

students. It opened in 2009 with only sixth grade 

students and has expanded its classes since then with 

plans to be a full middle and high school by 2015.  

The school was designed and implemented by the 

Institute of Play, a not-for-profit organization that seeks 

to create engagement in learning through game  

design. By asking students to actually design games 

based on subject material, Q2L encourages fun and 

engagement in the classroom. This translates into a 

radically new kind of education model, one with a strong 

emphasis on play.7

Education is a user experience that has a lot of 

historical and outdated ideas about how users (in this 

case, students) should engage with subject material. 

For centuries, education has been based on the model 

of a linear transfer of knowledge from instructors to 

students. This model tends to encourage a relatively 

passive level of engagement with users. Many students 

struggle to engage with subject material that seems 

unimportant to them.

6Dubberly Design Office, Satoko Kakihara, Jack Chung Chung, and Paul 

Pangaro. “A Model of Play.” Dubberly Design Office. Dubberly Design Office, 

08 Mar. 2008. Web. 06 Mar. 2014.

7”Quest to Learn.” Institute of Play, 01 Jan. 2014. Web. 06 Mar. 2014.

Quest to Learn, a school that makes use of game-like learning
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Quest to Learn’s mission is to create experiences 

for students that are fun, engaging and focused on 

real understanding of concepts. Their model is based 

on the notion that children enjoy games. Often, in 

an educational setting, this notion translates into 

educational games that students are encouraged to 

play. I for one, have fond memories of the old “Oregon 

Trail” game I played on bulky desktop computers in 

elementary school. There is a flaw in this kind of game 

based teaching however: it still suffers from some of the 

same problems as the linear teacher to student lecture 

model. Only students interested in a specific game 

will get the full amount of learning out of it. Also, it is 

often the case that being good at these kinds of games 

does not necessarily require full competency with the 

material presented. 

What makes Quest to Learn’s curriculum different is 

that it encourages students, not just to play games, 

but to design them. To design games about class 

material, students have to engage with the information 

in a much more active way. This allows them to gain a 

better understanding of material, while teaching other 

valuable skills that aren’t covered in a standard public 

school curriculum. In order to design games, students 

have to learn to think like experience designers. This 

means they learn to consider how others will experience 

their games, to observe results in playtesting and 

make changes to their games accordingly. The game 

design process is, in itself, a kind of play. It is a cycle 

where students act, observe, assess, plan and act 

again, staying fully engaged with their subject material 

throughout.

Katie Salen, one of Q2L’s founders and a prominent 

game designer, gives an example of a game students 

might be asked to design as part of this curriculum:

“[If you tell students], “your challenge is to design a 

game about a predator and prey.”  Those kids will spend 

hours and hours researching what’s an interesting 

predator and prey they want to work with?  What are 

the specific relationships that they know they need 

to develop?  They start drawing the elements of the 

game so the characters, so that maybe they choose 

a rabbit and a wolf.  They begin to really understand 

the landscape and they go deep, deep, deep into that 

content and really become experts at it. Because to 

design a game, you have to really know what you’re 

talking about in order to create a system that models 

that idea.”8  

In his 1994 article, “I Have No Words, I Must Design,” 

accomplished game designer Greg Costikyan puts forth 

an in depth description of what makes games unique 

from other diversions such as toys, puzzles, stories and 

traditional forms of entertainment geared at passive 

audiences. Costikyan’s goal is to incite a discourse 

around games, so that game designers might be able 

to reflect on and improve the experiences that they 

and other game designers have created. The concept 

of game design being an independent and legitimate 

design discipline is a relatively new one, only developing 

in the past few decades.9 Costikyan’s article provides 

a succinct yet enlightening perspective on the field of 

game design.

Through the use of various examples of existing games 

(some popular and some more obscure) Costikyan 

establishes that games, unlike other diversions 

designed to create playful experiences for users, are 

interactive, goal driven, non-linear and require active 

audience participation. Related to these qualities is 

the idea that games are rooted in meaningful player 

decisions. A game with no decisions, or one with 

8Salen, Katie. “Big Think Interview With Katie Salen.” Interview by David 

Hirschman. Big Think. Big Think, 07 May 2010. Web. 06 Feb. 2014. 

9Salen., and Eric Zimmerman. Rules of Play: Game Design Fundamentals. 

Cambridge, MA: MIT, 2003. Print.
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decisions that don’t affect game outcomes, is hardly a 

game at all, and is certainly not a fun one. The joy  

of games lies in the agency afforded to players, 

something that is often lacking in everyday life.10 How 

can experiences be designed to include these  

qualities? To answer this question, we will look at some 

of the tools game designers use and see how they might 

be applied to experiences outside of gaming.

HOW ARE GAMES 
DESIGNED?
There are a lot of ways that games can be designed.  

The fact that entire textbooks have been written  

on the subject should give an idea of the breadth of this 

topic. In this section, I will identify several key tools 

and strategies that game designers use to create great 

play experiences. This will not be a comprehensive list 

of methods; rather, it will be a primer that allow us to 

envision how game-like experiences might be designed.

Playtesting is one of the most important tools for a 

game designer. Other designers make use of user 

testing, but it is rarely valued as highly as in game 

design. It’s common for graphic designers to show a 

close to final design to some viewers who don’t  

know anything about the project and ask what they 

think, but this process is largely an afterthought, a sort 

of fine tuning that doesn’t impact the overall direction 

of the design. In “The Rules of Play,” one of the first, 

in-depth explorations of the game design discipline, 

Authors Katie Salen and Eric Zimmerman suggest that 

potential users test a design prototype 20 percent of the 

way into the project schedule. This would mean that a 

project with a several month timeline should have users 

testing within the first couple weeks.11

These early prototypes typically don’t look very  

pretty, but they allow the unpredictable nature of 

gaming experiences to push the design in a direction 

that makes sense for users. In designing game-like 

user experiences, it is key that designers don’t  

assume how experiences will play out. The best way to 

explore the possibilities of a given experience is to test 

with actual users and observe the results.

John Ferrara is an experience designer with over 10 

years experience designing websites, software and 

video games. In his 2012 article for Smashing Magazine, 

an online resource for professional web designers and 

developers, Ferrara presents an intriguing set of game 

design principles that are equally applicable to web 

design.

Among some of the considerations I’ve already 

discussed (ie. giving players meaningful decisions, 

making their goals clear and non-linear) Ferrara  

urges designers to take into account the players’ 

lifestyle. Game designers need to be realistic about the 

amount of time and energy players will have to invest 

in their games. A great game design doesn’t do anyone 

any good if it’s geared towards players with no time to 

play it.12 This is especially important when it comes to 

experience design. Every designed experience requires 

special consideration when it comes to user lifestyle. 

Are you asking someone to take a minute out of their 

day to engage with your design? 20 minutes? An hour 

and a half? Will they need to be fully invested for the 

whole duration of the experience or could they be doing 

something else throughout the process? Answering 

10Costikyan, Greg. “I Have No Words & I Must Design: Toward a Critical 

Vocabulary for Games.” Interactive Fantasy: The Journal of Role-Playing 

and Story-Making Systems 1.2 (1994): 22-39. Web.

11Salen., and Eric Zimmerman. Rules of Play: Game Design Fundamentals. 

Cambridge, MA: MIT, 2003. Print.

12Ferrara, John. “Playful UX Design: Building A Better Game.” Game 

Elements In Web Design — Playful UX Design: Building A Better Game. 

Smashing Magazine, 25 July 2012. Web. 06 Feb. 2014.
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these questions will help designers craft experiences 

with which users are able to fully engage.

Ferrara also suggests that designers avoid presenting 

players with written manuals at the start of every 

new game. It is much more effective to find a way to 

introduce players to games in a way that already feels 

like playing. Remember the example of Pinterest’s 

tutorial format. By integrating tutorial into gameplay, 

designers remove a significant barrier to playing and 

engagement. While a manual may be necessary in 

certain circumstances, any method that gets players 

playing sooner is preferred.13 Here we have another 

principle that can be applied to experience design: take 

any opportunity to introduce users to the rules and 

goals of your experience in a way that feels integrated 

with the experience itself. Asking users to read a 

manual beforehand leads to boredom and a loss of 

potential engagement.

HYPOTHETICAL 
SOLUTIONS
Let’s use a hypothetical experience design challenge 

to bring together all the characteristics of play and 

game design discussed so far. Say, for example, you 

are tasked with designing an in-store experience for 

customers at a retail shoe store. Your goal is to design 

an experience that introduces the newest footwear 

line and engages customers with the store’s brand. 

You decide to solve this challenge with a game-like 

solution. That means you are looking for ideas that 

are interactive, goal oriented and non-linear. You also 

want customers (your users) to be able to act, observe, 

assess, plan and act again within the experience  

you deign. Maybe you design a scavenger hunt that uses 

a mobile app to track users’ progress as they search 

for different shoe models. Maybe you have a station 

where users can try out different outfit combinations to 

match the shoes they collect. Perhaps users are able to 

look through sets of compelling images not related to 

footwear and are given suggestions about which shoes 

to buy based on the images they find inspiring.

Whichever solution you decide to use, make sure that 

you prototype and test your ideas on actual people early 

on in the design process. You might find that  

something is more or less fun than you expected and 

have to adapt your design in response to your testing. 

Furthermore, think about how users will be interacting 

with your experience. Design your experience with their 

needs and interests in mind. Finally, ask yourself if 

there a way that you can get your users to start playing 

with your design sooner. If possible, try to avoid any 

lengthy tutorials and let users learn while playing.

LIMITATIONS
While I believe that the applications of game-like 

experiences are quite broad, their uses are limited. 

Always consider your users’ needs when it comes to 

experience design. How much time will the user spend 

interacting with your design? How engaged can they 

afford to be? For a short advertisement, it might be 

more important to give your audience a clear, simple 

message than to try to think of them as users looking to 

be deeply engaged. Likewise, if you are designing  

a product that isn’t meant to demand a lot of attention 

(toilet paper, for example) you might consider if it’s 

worth people’s time for them to play with the product. 

Although, I would argue that toilet paper could be 

marketed as a much more engaging product than it is 

currently. I will leave that topic for a future exploration.

12Ferrara, John. “Playful UX Design: Building A Better Game.” Game 

Elements In Web Design — Playful UX Design: Building A Better Game. 

Smashing Magazine, 25 July 2012. Web. 06 Feb. 2014.
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THE FUTURE OF GAME-LIKE 
EXPERIENCES
Game-like experiences incorporate elements of play as well as principles 

used in more formal game design. Like Caillois’ examples of play, game-

like experiences are non-mandatory, separate, uncertain, governed 

by rules and involve a sense of make-believe. They follow the cycle of 

play, encouraging users to act, observe, assess, plan and act again. 

Game-like experiences are interactive, goal oriented and non-linear. The 

decisions users make have a real, measureable impact on how game-like 

experiences will play out. Because of these traits, game-like experiences 

are an intriguing alternative to traditional approaches to experience 

design. With this in mind, the principles discussed in this paper can serve 

as a beginner’s reference for improving experiences with game-like 

elements. As more people turn to games for engagement and as game 

design becomes a more understood discipline, application of game-like 

experiences will become even more important for designers who want to 

engage their users.

Ah the future, so exciting
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Through the research I conducted for my thesis paper, I found several game-like qualities 

able to improve user experiences. I defined game-like experiences as being goal oriented, 

non linear and interactive. With these qualities in mind, I knew  that I wanted to create my 

own kind of experience through the lense of game-like design. What I didn’t know was what I 

would create and how much game design I wanted to incorporate.

Because game design is such a broad topic, there were a lot of sources I turned up during 

my thesis research that I didn’t have time to explore fully. In the weeks following the 

completion of my thesis, I took the opportunity to read more books and articles online about 

contemporary issues in game design. One voice in game design that I found really inspiring 

was Jane McGonigal. McGonigal is a prominent game designer who has devoted a lot of her 

effort to promoting games that solve large, real-world problems. McGonigal’s idea is that 

people spend a lot of time and energy gaming and that if that energy were to be properly 

focused, it could do a lot of good for humanity. After checking out and reading some of 

McGonigal’s book, Reality Is Broken: Why Games Make Us Better and How They Can Change 

the World, I started looking for my own problem that I could solve with a game.

Being a graphic designer, I started thinking about how designers measure their success and 

how they strive to keep improving as they take on new projects and move from job to job. I set 

out to discover how designers hope to improve and how I could help them achieve their goals.

MY BIG PROBLEM
AND HOW TO SOLVE IT WITH GAMES
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Would you use an app designed to help 

you become a better designer?

YES MORE LIKELY68% 58%

32% 32%

0% 10%

MAYBE INDIFFERENT

NO LESS LIKELY

Would you be more likely to use the 

app if it were in the form of a game?

EXPERIMENT 1
BEING A BETTER 
DESIGNER
How do practicing graphic designers and students hope to 

improve as designers?

For my first experiment, I conducted a survey of current 

design students as well as some practicing designers. My 

goal was to find out what aspects of the design process 

are most challenging for designers. I also wanted to gauge 

how receptive designers would be to a tool or game made 

to help them become better designers. .

What steps do you take to actively 

improve as a designer?

What is the most challenging part of 

being a designer?

Challenge myself / try 
something new
Look for inspiration in the work 
of others
Ask questions
Read (books, articles, blogs)
Practice (work, classes, 
workshops)

Time Management
Self Doubt
Clients
Originality

RESULTS
QUALITATIVE

QUANTITATIVE
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FINDINGS

This experiment helped me identify some of the major 

challenges designers face and how they seek to 

overcome them. The main challenges that designers 

cited had to do with time management, self doubt, 

clients and originality.

I found that most of the designers I surveyed would be 

at least possibly interested in an app designed to help 

designers improve themselves. This was surprising, 

considering the amount of stigma that exists around 

games. I expected more people would be turned off by 

the idea of something being presented to them as a 

game.

While there were a lot of features that interested those 

surveyed, the features designers wanted most were 

project management, goal-setting, links to articles and 

help documenting process.

What features would you find appealing 

in an app for designers?

Time / file management

Long-term goal setting

Links to tutorials / articles

Help documenting process

Help with pre-press

Brainstorming / research

Tracking design skills

Help with client meetings

Help with formal elements

Comparison to other designers

Evaluation of project success

Is there any aspect of your process 

you wish you spent more time on?

Documenting process

Writing Briefs

Design Research

craft

Concept Development

Getting Feedback

Iterating Drafts

Assessing Success

Deadlines
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EXPERIMENT 2
MARKET RESEARCH
For my second experiment, I wanted to find out what 

kinds of tools for designers exist on the market today. 

I cast a really wide net with my research and turned up 

a lot of apps recommended for designers. This chart 

explains a little bit about the most interesting apps I 

found in my research.

The Font Game Type Rider Fontly Ted

Features 

Typeface Identification

Why it’s cool 

An efficient method for 

learning to identify a large 

variety of typefaces.

Features 

Typeface Identification

Why it’s cool 

A fun, though slightly 

less efficient, method 

of learning more about 

various typefaces.

Features 

Typography Inspiration

Why it’s cool 

Incorporates real-world 

locations into a global, 

digital community of 

people who admire type.

Features 

Contemporary Issues

Why it’s cool 

TED talks have changed 

the way people learn 

about new issues in many 

fields, including design.

M.dot dotdotdot EvernoteMyPrice

Features 

Self Promotion

Why it’s cool 

M.Dot lets users create 

simple, business card 

style websites in-app to 

send to new contacts.

Features 

Research Documentation

Why it’s cool 

Dotdotdot allows users 

to manage and share all 

of their digital reading 

material online.

Features 

Inspiration / Note taking

Why it’s cool 

A highly versatile app for 

taking and sorting notes in 

a digital format.

Features 

Project Management

Why it’s cool 

An app that helps 

freelancers calculate how 

much they should charge 

for projects.
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FINDINGS
There are a lot of apps designed to help designers  

with particular parts of their processes, but few apps 

that address long term improvement as a designer.

The most interesting apps I saw found ways to 

incorporate design related features into an app that  

is fun to use. Type Rider, Run an Empire and The  

Font Game are all examples of this. Run an Empire 

doesn’t really have anything to do with design, but 

it does such a good job of incorporating game-like 

elements that I wanted to include it here.

Seeing all of these different possibilities for what apps 

could do for designers was inspiring but also a little 

overwhelming. At this point, I started brainstorming 

ways that my design could try to tackle the problem of 

helping designers manage projects without becoming to 

similar to other project management apps.

Behance Run an empireSketchbook ProSum05

Features 

Portfolio Sharing/ Process 

Documentation

Why it’s cool 

Work-in-progress camera 

function lets you take and 

share process photos.

Features 

Running Motivation

Why it’s cool 

This app isn’t design 

related, but it represents 

something really cool: a 

“lifestyle” game.

Features 

Sketching/ Brainstorming

Why it’s cool 

Versatile app with lots of 

tools for sketching while  

on the go.

Features 

Formal Exploration

Why it’s cool 

A fun, game-like app that 

lets users create unique 

compositions made up of 

lines and shapes.
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EXPERIMENT 3
PROTOTYPING 
SOLUTIONS
My initial plan for experiment 3 was to start prototyping 

an actual game design. My only problem was that I 

still didn’t know what I wanted my app to look like. 

Because of this, I used my third experiment as a way 

to learn investigate ways that I could start prototyping 

my design. This proved not to be very helpful, since the 

direction my project was headed in at that point wasn’t 

where I ended up.

FINDINGS
I found several tools that I thought would help me to 

start prototyping my own app. In reality, my desire 

to flush out an actual design might have stunted my 

creativity when it came to concept generation. Still, 

it was nice to learn a little more about what kinds of 

options exist for designers looking to prototype websites 

or mobile apps.

invision Fluid ui quirktools Prototyping on paper

Features 

Prototyping & 

Collaboration Workflow

Will it work for me? 

NO. Features are geared 

more toward larger 

design/client teams and 

more fully developed apps.

Features 

Mobile App Prototyping

Will it work for me? 

NO. Like Invision, features 

are geared toward more 

fully developed apps.

Features 

Sitemapping & 

Wireframing

Will it work for me? 

MAYBE. I already know 

how to build most of these 

things in Illustrator, which 

is easier to customize.

Features 

Mobile App Prototyping

Will it work for me? 

YES. This will be great for 

testing navigation. I might 

need to come up with an 

analog solution for more 

interactive elements.
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FINAL PROJECT
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MARK
A GAME-LIKE TOOL FOR DESIGNERS

This project was one of the longest I’ve ever worked on. After 3 months of research into game 

design and another month and a half performing experiments related to my topic, I still only 

had a vague idea of what my final project would look like. This was a little discouraging, but 

I think it worked to my advantage in the end. While I might have been able to create more 

deliverables for a simpler concept, this process really challenged me to create something 

really out of the box.

At the same time, I wish I’d had more time to simply read all of the copious material I found 

concerning my topic. It seemed that every time my research led me to an idea, I found three 

differnet books or articles describing ways that those ideas had already been realized. In the 

end, I’m happy with the direction that my project went and I feel that it really says something 

about my ideas on design and game-like experiences.
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M A R K
READY. AIM. DESIGN

MARKS
RECENT

ACTIVE

ON HOLD

Draw something

Do that thing

Do that other thing

Email Johan

Brainstorm dog names

Clean office

Office shennanigans

Blah

Blah blah

MARKS

PROJECTS

CONTACTS

JOBS

PROFILE

HIGH SCORES

SKILLS

BENCHMARKS

ACHIEVEMENTS

ABOUT

HELP

M A R K

AN APP FOR 
DESIGNERS?

After a lot of brainstorming and meditating on what I 

wanted my app to do, I decided to start working  

through my design and see what would happen.  I began 

with simple site maps of the project management 

features I wanted to include, then moved into  

designing wireframes. In addition to looking at the basic 

structure of my app, I also started to think about what 

kind of theme I wanted to use for the design.

This was the point in my process that I decided on 

the name Mark. I was brainstorming different ways of 

referring to the individual tasks managed by my app 

and the word mark came up. Right away, I liked the 

variety of meanings the word mark can have, especially 

in relationship to productivity and goal setting. As an 

added bonus, Mark sounds like the name of a reliable 

guy ready to help you manage your time.

MARKS
RECENT

ACTIVE

ON HOLD

Draw something

Do that thing

Do that other thing

Email Johan

Brainstorm dog names

Clean office

Office shennanigans

Blah

Blah blah

SORT BY:

DUE DATE

DATE ADDED

IMPORTANCE

POINT VALUE

MANUAL
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MARK
COMPLETE

Do that thing

PUT ON HOLD

Do that thing

Big branding
project

MARKS

Joey J .

Bobby B.

Shelley C.

CONTACTS

JOB

560

Do that thing

Brainstorm dog names

Clean office

PROGRESS 100%0%

Big branding project

Do that thing

PROJECT

MAY 4th

DEADLINE

Joey J .

Bobby B.

Shelley C.

CONTACTS

Freelance

JOB

560

As soon as I finished this first round of wireframes, 

it became apparent that I wasn’t really getting where 

I wanted with my design. My biggest problem was 

that worrying about making a fully flushed out project 

management app was pushing me towards a design 

solution that is already present in apps on the market.

In order to re think my approach and to give myself a 

better perspective on what I wanted to accomplish with 

this tool, I decided to make a conceptual video that 

focused more on the idea of designing with a game-

like reward system and less on the mechanics of a 

functioning app.
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A PROOF OF CONCEPT 
VIDEO

Things started to fall into place the minute I decided 

to create a video. I like to think in terms of time 

and animation, so working on this kind of delivery 

system really helped me articulate what I wanted to 

communicate with my final project.

At the same time, creating a video was a great 

opportunity for me to teach myself several programs 

and techniques I’ve been interested in but haven’t 

had a chance to work with. I used Adobe After Effects 

and Premiere Pro for animation and video editing 

respectively. Both of these programs were relatively 

new to me, especially After Effects, but it was well worth 

the effort to create a video I was really proud of.
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This video tells the story of a designer aided by the kind 

of technology my senior project is based on. By 

challenging myself to tell this story, I was able to see 

my project from a different perspective without getting 

caught up in the logistics of making a realistic program. 

This video also helped me realize that what I wanted 

to design would work better as a desktop program as 

opposed to a mobile app. Refreshed by the progress 

on my video, I was able to go back and improve on the 

design of my project itself.
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MARK

PROJECTS GOALS SOCIAL TOOLS

PROJECTS GOALS SOCIAL TOOLSMARK
The Cat ’s  Pajamas 560

New brochure 020

Port fol io  redesign 075

NEW PROJECT

What kind of project is it?

New Project 000

BRANDING

LOGO DESIGN Weiden and Kennedy

EVENT SPACE Second Story

EVENT PROMOTION

Your project  types

Pre-bui l t  projects

PROJECTS GOALS SOCIAL TOOLSMARK

The Cat ’s  Pajamas 560

New brochure 020

Port fol io  redesign 075

NEW PROJECT

PROJECTS GOALS SOCIAL TOOLSMARK
The Cat ’s  Pajamas 560

New brochure 020

Port fol io  redesign 075

NEW PROJECT

What do you want to call this project?

New Project 000

TECHNOLOGY FROM  
THE FUTURE!

Thanks to my concept video, I was able to reapproach 

the design of my senior project with a fresh perspective. 

I also went back and re-read my thesis paper in order 

to remind myself of the game-like qualities that 

inspired my project in the first place. Once I knew I was 

looking for ways to make my program more interactive, 

goal-oriented and non-linear, I found it a lot easier to 

refine my design and come up with something unique, 

engaging and fun.

These wireframes reflect my new ideas for how mark 

would work and translated pretty directly into my  final 

designs. The main change is that Mark’s management 

of individual projects is now more closely connected to 

its long term goal setting and reward system. Also, I 

rethought the way that projects are tracked in order to 

make the user’s decision making progress less linear 

and more meaningful when it comes to how they go 

about completing projects.

The next few pages detail the final designs for my 

program and explain the resoning behind my game 

design choices.
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PROJECTS GOALS SOCIAL TOOLSMARK

Big branding project
560

New brochure 020

Port fol io  redesign 075

MEET CLIENT

ADD TO CALENDAR

ALYSA PHAN

TIPS FOR CLIENT MEETINGS

ADD NEW CONTACT

App funct ions that  can help

People that  can help

Other sources that  can help
NEW PROJECT

Big branding project 015

The Cat ’s  Pajamas

+5
020

PROJECTS GOALS

BRAINSTORM

??????

?????? ??????

SKETCHESSKETCHES

CRITIQUECRITIQUE

2ND MEETING2ND MEETINGFOLLOW UPFOLLOW UP

MEET CLIENT 

SOCIAL TOOLSMARK
The Cat ’s  Pajamas

Big branding project

560

005
New brochure 020

Port fol io  redesign 075

Big branding project 005

NEW PROJECT

BRAINSTORMBRAINSTORM

ADD MARK...ADD MARK...

MEETINGMEETING

DRAFTDRAFT

PROCESSPROCESS

RESEARCHRESEARCH
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ON YOUR MARK, 
GET SET...

Mark is a smart project management toolkit designed 

specifically for designers. 

How smart is it? Mark learns how you want to improve 

as a designer and rewards you for working towards your 

short term and long term goals. It also detects your 

progress on current projects and offers suggestions of 

tools or people that can help you in your design process.

Mark uses a clear, simple design aesthetic that makes 

it easy for users to manage projects and enjoy meeting 

their goals. Mark’s unlockable themes allow users to 

customize their experience with alternate icon packs 

and colors.

Mark was inspired by the sport of archery; it gives its 

users the tools to articulate their goals 

Mark minimizes the bookkeeping present in traditional 

project management software, allowing designers 

to more enjoy their decision making process. Mark 

can recognize when users work on specific projects, 

save new drafts and send emails to clients or other 

designers.

Mark also learns and remembers what options and 

types of projects users prefer. This means that a user’s 

relationship with Mark evolves and becomes stronger 

and more helpful the more they use it. and measure 

how close they are to hitting their “mark.” Individual 

tasks in the program are called “Marks” because they 

are the individual targets that users set for themselves.

Mark uses elements found in games in order to create a 

more engaging experience for designers looking to 

manage their projects and long term goals. Mark is 

interactive, goal oriented and non-linear.

Mark’s project mapping layout, for example, highlights 

the different choices that designers can make at any 

stage of a project. As you can see, different choices lead 

to different possible future stages, as well as different 

unlockable rewards. This makes user choices more 

meaningful and interesting.

Mark’s content is divided into four main sections:

Projects: Manage projects and see what options are 

available for moving forward with project workflows. 

Mark is designed around giving users options that 

help them move forward with their projects. This gives 

designers a better sense of control over their design 

processes.

Goals: Mark encourages users to set and track progress 

on long term goals. In addition to rewards users get for 

completing them, they also earn more points for any 

projects that help them reach your long-term goals.

Because Mark tracks users’ progress from job to job, it 

is the perfect tool for tracking your goals throughout the 

course of your design career.

Social: Mark allows users to create a unique profile that 

represents all of the progress you make as a designer. 

Users can use the social section to share this profile, 

along with their most successful projects and other 

achievements.

Mark’s social section is also a tool for networking. 

Companies and other professionals can view your 

Mark scores as an indicator of your ability to complete 

successful projects.
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Mark puts an emphasis on projects’ running point 

totals. This gives users a clear sense of how each of 

their current projects is doing. 

Also, when Mark fails to automatically detect a new 

project, it is easy for users to create new projects 

manually.

The new project creation page uses simple questions 

to generate an interactive map of the tasks involved in 

completing a complex project. Users can customize 

their project icons with items unlocked with points from 

other successful projects.

The project type field allows users to pick from a list 

of pre-built recipes for project task lists. In addition to 

a broad list of standard and customized project types, 

designers can also choose project types developed by 

prominent companies or designers in the industry.

Finally, users can choose to take a particular approach 

to a new project. Depending on which approach they 

choose, different project stages will be given different 

point values. For example, in a portfolio piece, extra 

points are awarded for process photos uploaded to 

Mark’s servers. This gives users even more control over 

how they want to grow as designers.

Finally, users can choose to take a particular approach 

to a new project. Depending on which approach they 

choose, different project stages will be given different 

point values. For example, in a portfolio piece, extra 

points are awarded for process photos uploaded to 

Mark’s servers. This gives users even more control over 

how they want to grow as designers.

Editing projects is easy and Mark will remember which 

workflows you like using the most.

Because Mark is action and choice oriented, individual 

task entries emphasize ways that users can move 

forward with completing tasks. This includes program 

tools, people and even outside sources that might be 

able to help.

Completing tasks gives users a visual indication of 

their achievement as well as a virtual reward through 

Mark’s point system. Meeting certain requirements 

(ie. completing a project in a certain amount of time or 

reaching a certain score) will also earn users rewards.

Mark uses unlockable features to incentivise users 

to shoot for high scores and, in doing so, complete 

more successful projects. Rewards include options 

for customizing Mark’s interface as well as new app 

features that can help with future projects. 

Mark also has the ability to share scores and 

achievements through its social functions. All of these 

incentives give users plenty of reasons to keep hitting 

their marks and improving as designers.

FEATURES

Tools to brainstorm, research, document process and more

Points system based on short term projects and long  

term goals

Smart project management

INCENTIVES

Show off your work to friends and potential clients!

Be the best, get the high scores!

Find the secrets, unlock all the stuff!

BENEFITS

Makes boring stuff more fun 

Encourages continued improvement as a designer
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PROJECT COMPLETE!



January 6th - June 4th, 2014




