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For Britt, 
who challenges me in all the right ways




“We think big things drive big behaviors: if people don’t go to school, we think they don’t like school. Instead, most behaviors are driven by the moment.”


—Sendhil Mullainathan


“You see, in every job that must be done, there is an element of fun. You find the fun, and snap! The job’s a game.”


—Mary Poppins








BACKSTORY


The rules of the game were simple: sit quietly and calmly for one hour, receive a gift. Behave for another hour, get another gift. Through this series of rewards (or bribes, depending on your point of view) my parents got me through our annual cross-country drive to Ohio for the holidays.


Hourly bounty may not have been in the parental handbook, but I wasn’t exactly your average kid. When I was just a few years old, my mother was filling a large moving box with craft supplies and found me sitting in it, staring into space. “Aaron, you cannot sit in there,” she said sternly, and turned briefly away. When she turned back, there I was, standing in the box, with a defiant look on my face that said, you’d better be more specific.


They say necessity is the mother of invention. The drive from St. Louis, Missouri, to Mansfield, Ohio was eight hours long, and not particularly scenic. I was hyperactive, and had a reputation for being downright obnoxious if not properly occupied. So, my mother did what any good student of human behavior would do. She gamed me.


Before each trip, she would purchase and wrap a handful of new toys and prizes. Every hour of the drive was assigned a specific gift, and if I behaved myself during that hour, I got to open it. This give and take lasted the entire drive.


These prizes weren’t expensive things—an action figure, a pack of baseball cards, or a puzzle were standard fare. Yet, they all had a few things in common: they were mysterious, fun, and connected to a system of rules that put me at odds with myself. I distinctly remember sitting in the backseat and squirming under the pressure of my own desire to misbehave, while at the same time feeling an intense curiosity about the next surprise to come.


In addition to keeping me relatively reserved, this little arrangement played some very interesting tricks on my sense of time. Rather than simply make the trip seem longer or shorter on the whole, something more complicated transpired. As I received each new prize, time flew by for fifteen minutes or so as I played with my winnings. Then, as the half hour mark neared, my thoughts started to turn to the next prize. Would it be better? Would it be different? Would it complement my current plaything? Time seemed to slow down. By ten minutes till the hour, I was a wreck—excited, jittery, veering out of control. And this dance continued, up to eight times over.


Did this make the trip seem shorter? Truthfully, it almost made the trip irrelevant. I was stuck in a feedback loop, and my thoughts were on the cycle of stuff, not the traffic signs passing by out the window.


Now, the economists reading along might say that my mother was simply baiting me with incentives—that this was an economic exercise. But the experience itself didn’t feel quite that straightforward. For starters, the rules were ambiguous enough that I could stretch them. Good behavior, after all, is a loosely defined thing. It was up to me to push the limits, to find out where the boundaries were. And I did. That was the game—to wait out the hour by pushing my luck, pleading my case, and cashing in on what restraint I had. To my young mind, this was a great game.


Fast forward twenty years or so to the fall of 2008. Staring out the window of my New York apartment, I think to myself: I used to have fun. I remember playing in the sewers near my house thinking that exploring that network of tunnels was an expedition of epic proportions. One day I looked up and suddenly everything had become a bit boring.


I’m not alone. Many people I know feel that their job, their schoolwork, and even their free time leave something to be desired. We live in a world filled with many unsatisfying experiences. At the same time, games like the ones I played as a kid seem to have the power to captivate us and make us feel alive. I decided that I had to know why, so that I could make my life (and the lives of people around me) more compelling.


I started digging. As I learned more about games and play, it seemed as though the rest of the world was also waking up to their power. In business, many of the start-up success stories from the last few years owe some (or all) of their good fortune to games or game dynamics. Today, people are discussing the possibilities, and the debate around how and when to use games is a hot topic. My hope is to share some of the knowledge and power of game designers and game scholars with individual readers, like you, who want to be motivated—or motivate others—to achieve their potential, and have fun doing it.


This book is my attempt to compartmentalize the relevant information about games and play in everyday life into one quick but actionable read. The truth is, we are born knowing how to play, and how to invent games where none exist. I’m convinced that there is a role for games and play in reshaping the world around us. Most of the game designers I know imagine a world full of highly engaged people actively becoming the best version of themselves. In bringing that vision to life, we lack only the road map to get there, and the willingness to begin the journey.


Which brings me to my one disclaimer: I am not a game designer by trade, nor an academic in the field of game studies. I am a digital strategist and entrepreneur, and spend my days and nights exploring how digital technology has transformed culture (and will continue to do so) both around us and through us. In researching this book, I’ve developed immense respect for the academics whose work illuminates the power of games, designers and creative talents who make their living through them, and the psychologists and neuroscientists who continue to augment our understanding of the human mind at play. I was both challenged and inspired by their work in developing this material.


As we consider the future that we want to create and the potential of games and play to help us get there, I think back to those long drives to Ohio. My mother, in her infinite wisdom, would surely remind us that if we work long enough and hard enough, and sit very still… there’s a prize in it for us.
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We’re bored. Not all of us, and certainly not all the time, but it does happen a lot. Look into the eyes of the person behind the checkout counter the next time you buy something. Note the expression on the face of an employee in accounts payable who has held that same job for ten years. Observe a classroom of students during a middle school world studies class. Boredom is everywhere, and it’s a by-product of poorly structured systems.


In so many communities and organizations, the lack of interesting and challenging opportunities is apparent. Teenagers with excess free time and hungry minds are forced to choose from a scant menu of options, often resorting to mindless forms of entertainment to pass the time. Adults in the workplace aren’t much better off, but the demands of work and family life keep us busy enough to be complacent with the status quo.


Whether the fault lies with the systems that surround us or the way we’re approaching them, boredom isn’t the only thing holding us back. It’s part of a larger trend of issues preventing us from realizing our potential. Some of us suffer from a lack of motivation. Others have problems with follow-through—eagerly starting new projects with verve only to lose steam over time. Still others feel helpless even to try, discouraged by the apparent difficulty of what lies ahead.


These feelings are all common among people who have become disenchanted with “the system,” whether that system is their company, their school, or even their personal life. Examining these issues and how they relate to each other, I’ve grouped them into two distinct symptoms: lack of volition and lack of faculty. By understanding how they inhibit us, we can attack them head on. Let’s take a closer look.


Lack of Volition. Volition is the will to do something; the motivation and internal drive to see it through. Any kind of proactive or ambitious behavior is evidence of strong volition. People who lack volition feel lost, bored, or disconnected from the task at hand. They can’t see why an activity or behavior is worthwhile. A lack of volition is defined by disinterest, low involvement, and arrested development. An individual lacking volition says, “I’m not going to do that. Why would I? What’s in it for me?”


Lack of Faculty. Faculty is the belief that we have the skills and tools to handle the challenges we’re facing; that we know how to begin and have the confidence to pursue our goals. People who lack faculty in a particular situation may feel that it’s too hard, or that it’s unclear what they need to do to succeed. A lack of faculty is defined by anxiety, submission, and ultimately, despair. An individual lacking faculty says, “I can’t do this. I’m not prepared. I don’t know how.”


We can’t bribe our way out of these issues. But that’s exactly what we try to do. Faced with an unmotivated employee or student, our first instinct is to dangle a carrot (an incentive). If that doesn’t work, we threaten him. In either case, we’re missing the point. Tackling a lack of volition or faculty with blunt instruments like rewards and punishments simply ignores the fact that the activities and experiences causing these symptoms aren’t any fun.



The Proof Is in the Pudding


Fortunately for us, one medium is designed to address these issues systemically: games. They do this through a structured and challenging system that makes the process of learning rewarding, enables deep engagement, provides a sense of autonomy, and asks us to be heroes in our own stories.


Games, in contrast to shallow rewards systems, are made up of activities that we genuinely like. They manage to pull us in and hold our attention almost effortlessly. This is no accident. Games are created with our enjoyment in mind. Josh Knowles, a software developer and designer, drives this point home on his website: “Games are engagement engines. To design a game is to take some thing—some basic enjoyable and/or satisfying interaction—and carefully apply rules to help players maximize the enjoyment and/or satisfaction they have with that interaction.”


The point is that playing games is satisfying in and of itself. If we aim to overcome the lack of volition and faculty that we’re facing, it follows that our experiences—be they at work, school, or at home—need to be enjoyable and satisfying in their own right. Layering a rewards system over an existing experience doesn’t make us like it any better, it just encourages us to tolerate it.


And yet, game-like rewards systems have become quite popular. From loyalty cards to points systems to badges for achievement, organizations are beginning to see the value of game mechanics applied to everything from software to staff meetings. But while simply pasting game mechanics—the ingredients that make games work—onto an existing system is great for short-term engagement, it will almost certainly lead to diminishing returns down the road. The core experience of an activity matters, and a veneer of gameplay isn’t going to change that.


If deeper engagement and performance are what we seek, we need to change our systems from the inside out. And in places where we can’t, we must pay close attention to the way we apply a game layer to our lives. Because using play to influence behavior is more complicated than we think.



Learning Machines


Human beings are learning machines. Our brains are always hunting for patterns—exploring and experimenting—in order to increase our chance of survival. We learn in order to thrive, and it’s our main method of interaction with the world around us. So it’s not surprising that learning is often accompanied by enjoyment.


A game, at its core, is a kind of structured learning environment. In games, we learn two important things: new skills and new information. Game designers spend a lot of time thinking about skills in particular, because they are the basic framework of interaction with the game system itself. In the classic Nintendo game Super Mario Bros., learning how to run and jump are skills that are fundamental to completing the game. Much of our engagement comes from the trial and error learning process of running and jumping with abandon, slowly turning clumsiness into precision. Once you’ve acquired those skills, you’re able to move through subsequent levels far more freely. And of course, knowledge of each level—the location of every enemy and reward that lies in wait for you—is the other half of mastering the game.


That Learning Feeling


It’s hard to tell exactly when we’re learning. We have a sense that it’s happening, but it’s not a conscious process. We encounter something new, turn it over and over in our minds (or hands), and somehow, in the handling, it becomes our own. Mental connections are made, and we now possess something we didn’t before. Along the way, while we’re not aware of these connections being formed, we are aware of how we feel during this process. We feel riveted. We feel as if we’re “getting it.” We feel a sense of deep satisfaction.


To describe this process, game designer Raph Koster borrowed a wonderful term from the world of science fiction: grok. To grok something means to understand it so thoroughly that it becomes a part of you. Our brains love grokking new information, so we feel good when it happens. In fact, neuroscientists have shown that when we figure something out, our brains release a flood of chemicals known as opioids (nature’s “pleasure drugs”).


Any new skill or nugget of information represents a puzzle to our brains, one we feel compelled to solve. Once we grok it though—once it’s understood—we need a new reason to stay engaged.


Funnily enough, the bored cashier at the checkout stand probably wasn’t bored on her first day. She was swimming in a sea of new policies and processes, rules, and regulations. New behaviors and skills were required, and fast. She had a lot of things to figure out. But somewhere between day one and day thirty, she grokked the job. The pattern became clear, and her development slowed. Her boredom is a symptom of an exhausted system—one that is effectively saying, “Nothing else to learn here, just keep doing what you’re doing.” All that remains for her in terms of motivation is a nominal reward in the form of a weekly paycheck. That’s simply not enough. As we’ll see later, our volition depends on continued learning and growth.


Who’s In Charge Here?


In games, we control the action by making our own decisions. Without our input, most games simply stop. This kind of autonomy is incredibly empowering stuff, and it’s something sorely missing from the average person’s day. Control represents both the freedom to act and interact with the system, as well as our ability to manipulate the world around us. In the game of basketball, the players each have control of their movements on the court, while they attempt to exert some measure of control on the ball itself. In most cases, the rules of play communicate to players what is and isn’t under their control.


One of my favorite examples of autonomy in action is the Montessori method. Entrusted to educate a classroom full of five-year-olds, most of us would begin developing lesson plans. With kids that young, structure is key—we need to manage their time and attention. Right?


Not necessarily. According to Maria Montessori, children have a natural way of interacting with the world around them that promotes learning and mastery. It’s simple: put a group of kids in a room filled with creative supplies and resources, and get out of the way.


The Montessori method is predicated upon the belief (justified by years of experimental observation) that children are self-directed learners. At Montessori schools, students are free to explore whatever interests them, with the help of a teacher who acts as a guide. The sense of self-directed purpose they feel leads to a locus of internal control, greater engagement in the classroom, and rapid development.


Autonomy and control also play a role in creating a sense of self. We say to ourselves, “This is me, operating in the world, making things happen.” When we participate in self-directed activities, we ascribe our own meaning and purpose to them, and can be certain that we’re acting of our own volition. Our intentions are driving our behavior.


A lack of control in any system creates frustration. Nothing is more bothersome than knowing what to do and not being able (or trusted) to do it. In this way, the granting of control is a kind of validation—an admittance that a person is prepared to be “the hero.” When we’re making meaningful decisions, our sense of faculty and confidence is increased, and we’re forced to think about our goals, which feeds volition.


Good Systems Create Flow


Our inherent attraction to games and the enjoyment they produce is a concept illuminated in Mihaly Csikszentmihalyi’s Flow. According to him, human beings achieve a state of optimal experience when our skills are continually in balance with the challenges we face. This means that as we progress in any activity, we should be challenged just beyond the level of our abilities. This way, we have to grow ever so slightly to succeed. With each burst of growth, we reach ever higher for the next level.
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Flow activities induce a state of mind classified by enjoyment, loss of time perception, and a suspension of self. We’ve all experienced this at some point; perhaps it was during a big presentation at work, on a Jet Ski while on vacation, or while playing an intense video game with friends. We find ourselves so engaged, so in the experience, that we lose track of everything around us. Afterward, we feel an intense sense of exhilaration and accomplishment—a deep satisfaction with ourselves.


When described in these terms, you can begin to see how conducive to flow modern video games really are. Because they are immersive, engaging, and recognize achievement, they’re a relatively common gateway into flow for people who are likely not feeling that sensation elsewhere. These games are literally giving players the best learning opportunities they can find.


Great games of all kinds do an excellent job of structuring the grokking process. They provide us with what we crave: a set of escalating challenges, feedback on our progress, and the thrill of victory. Systems lacking these elements almost always result in less enjoyable experiences.


With all that said, I don’t believe that “the system” is solely to blame here. After all, some people do take low-challenge, low-control situations and turn them into wonderful experiences rich with engagement. You know how they do it? By playing the unlikely role of game designer. If they happen to work the checkout counter as a cashier, they make a game of how many people they can get to smile, or how many sales they can complete in an hour. Every day they try to beat their record, and on days when they do, they up the ante. They create a satisfying and escalating challenge instead of waiting for one to be given to them, and this approach literally changes their lives.


So my question is this: why can’t everybody do this? Whether you call it creating flow or just plain playfulness, why is this skill set limited to a handful of gifted individuals and game designers? It doesn’t have to be. The more we experience flow, the better we get at re-creating it. And each and every time, it reminds us how volition, faculty, and the challenge at hand combine to create balance.


Everyday Heroes


If you study our greatest myths and stories, you’ll quickly find yourself discussing the hero’s journey. It’s a pattern in the plot of many of our most powerful stories and myths that was popularized by mythologist Joseph Campbell. A radical simplification of the hero’s journey goes something like this: a “chosen” individual is called to higher purpose, is mentored by a wise elder, embarks on a quest, faces many trials, appears to perish but is reborn, confronts his nemesis, and emerges victorious. Sound familiar? It’s a narrative structure that shows up everywhere: The Count of Monte Cristo, Ender’s Game, The Matrix, and the story of Jesus Christ, to name a few.


One of the reasons that we love games is because they instantly place us on our own hero’s journey, and from the comfort (and safety) of our living room. There’s something tremendously satisfying about playing out an archetypal struggle in which each of us, for the duration of the game at least, is the chosen one. Unlike so many other settings where seemingly meaningless and repetitive tasks frustrate us, in games we are at one with our story. With the weight of the game world on our shoulders, we go about the business of saving the world from zombies, the princess from the evil sorcerer, our sports team from longtime rivals, or our fellow soldiers from enemy fire. Being part of a story, and one in which we know we’re expected to prevail, plays to our sense of volition and faculty beautifully. We come to desire the victory that the story presupposes, and we simply must find a way to win.


I wholeheartedly believe that we can transform our everyday experiences into a billion heros’ journeys, and that we can do so without an Xbox. To achieve that—to bring enjoyment to the most frustrating of circumstances (and democratize the process of creating flow), we’ll need a whole new tool kit, and an understanding of games and play that goes far beyond pressing buttons.


What Lies Ahead


This book is divided into ten levels. With each turn of the page you’ll progress toward a deeper understanding of games and play—ultimately learning how to design game-like experiences for yourself. Level One (which you’ve just completed) examined the issues of volition and faculty and suggested that games have lessons to teach us about realizing our potential. Level Two considers the rise of interactive technology and the state of games today. Level Three explores the somewhat misunderstood concept of play. Level Four offers a deeper look at games: how we define them, why we love them, and how they make us better. Level Five contemplates a possible future for games and the technology that will drive them. Level Six outlines the potential problems presented by a future filled with games. Level Seven reveals an altogether different breed of games that could reshape the world around us. Level Eight shares a methodology for designing those games. Level Nine profiles a handful of popular and applicable game mechanics and dynamics. Finally, Level Ten reminds us that the future of games lies not in preying on our compulsions but in realizing our potential. Enjoy.





[image: image]



When I was a kid, the world had one button. It was bright orange and belonged to my neighbor’s Atari 2600 Video Computer System. On the day he brought the system home we played until our fingers were numb. Later that night we paused, looked at each other, and sat in stunned silence. This thing was a revelation! What had happened to the past ten hours was unclear, but one thing was for sure: video games were for us.


It wasn’t too long before video games began to show up in school. If you went to elementary school in the 1980s as I did, the line “You have died of dysentery” may hold a special place in your heart. It’s from the now classic educational computer game Oregon Trail, in which a pioneer family travels west in covered wagons, trying to stay alive against the odds. Oregon Trail is but one of a deep catalog of video game staples that have touched the lives of millions over the past forty years.


The nostalgia I feel for Oregon Trail might kick in for Where in the World Is Carmen Sandiego?, Math Blaster, or Prince of Persia in your case. Or perhaps, Ms. Pac-Man, Centipede, or Frogger are closer to home. And of course, you can’t leave out Super Mario Brothers, Castle Wolfenstein, DOOM, 7th Guest, Myst, or Golden Eye either.


These games (and many many others) peppered an adolescence during which my entertainment options became infinitely more intriguing. My formative years ushered in an unbelievable bounty of digital innovations, many of which had a profound impact on me. Here’s a list from memory of the things I remember seeing along the way:


Atari. Intellivision. Walkman. Game Boy. Macintosh. Casio digital watches. Nintendo Entertainment System. Apple IIGS. Sega Genesis. Neo Geo. Super Nintendo. TI-85 graphing calculator. Discman. PlayStation. The Internet. Nintendo 64. Palm Pilot. MP3s. Nokia 5110 mobile phone. Dreamcast. PlayStation 2. iPod. Google. Game Cube. TiVo. Xbox …


While those were wild times in their own right, the years since the introduction of the Xbox have packed more innovation than all previous years combined. As we look back, it’s clear that literally billions of people have grown up in a world surrounded by accelerating technological change. The obvious question is: what has it done to us?


While there are many possible answers, I’ll focus on just one: what this force of change did was provide us with a constant stream of new things to play with. These products provided real-time feedback and the opportunity to solve puzzles ranging from “How do I get to the next level of Super Mario Brothers?” to “How do I get this document to print?”


For early adopters like me, this pattern of befuddlement and the ensuing hunt for a solution was constant. It pumped up our play muscles, and preyed on our brain’s desire for new skills and knowledge. Opportunities to explore had always existed, but before technology went mainstream they were fewer and farther between. This new world of games and gadgets had our number, and we were hooked.


Golden Age of Games


As games continue to evolve in the years ahead, I’d argue that we may be living in the golden age of games. That is, this may be the last moment when games are still relatively distinct from real life and the rest of our media landscape.


I say relatively distinct because clearly, the ground has already started to shift beneath our feet. If you played Pac-Man in 1975, you weren’t thinking about a Pac-Man movie or comic book spin-off. You weren’t reading about Pac-Man being acquired in the Wall Street Journal. Nor were you connecting with friends halfway across the world inside the maze of the game. And you certainly weren’t accessing Pac-Man multiple times a day from your numerous mobile devices. You were just playing a video game, pure and simple. For better or worse, the days of pure and simple are numbered.


Blending In


As games and the technology that supports them continue to evolve, we’re witnessing a trend of game-like experiences blending into our lives. What are American Express points, if not a game? Isn’t Guitar Hero just a more engaging version of music lessons? And isn’t Webkinz—a brand of stuffed animal that includes online access to a matching virtual pet—just the best of both worlds?


A location-based mobile application called Foursquare is another great example of the real world and the game world blending into one. The service applies game mechanics to the basic function of telling your friends where you are. Users simply “check in” to specific locations via their mobile phone when they go out, and those check-ins net them points, badges of honor for specific travel patterns, and (most important) real-world offers and incentives.


I would be remiss not to mention the trend of alternate reality games (ARGs) that have been increasingly popular in the last decade. At any given moment, there are dozens of ARGs happening around the world. One of my favorites, Street Wars, is a multi-city global event that asks participants to assassinate each other.


At the beginning of the game, players are provided with a manila folder that contains the name and address of another real live player in their home city. Their objective is to find and shoot this person (with a water gun or water balloon), before their own assailant finds and shoots them. You can scarcely imagine the ridiculous lengths that grown men and women will go to ensure victory in this game.


None of this is happening purely inside a screen. It’s out in the living room, it’s on the street, and it’s in the boardroom. The time when games knew their place is long gone.


Seeing games as somehow distinct from everyday life is going to get harder and harder. Games are everywhere, and they’re blurring the lines between play and reality.


The Business of Games


Arguably, the most powerful force driving the evolution of games is money. In Joystick Nation, J. C. Herz recounts that as far back as 1981, arcades around the country were collecting 20 billion quarters a year. That’s a $5 billion dollar gaming market that had to be made one coin at a time.


Games are an even bigger business today, and they’re no longer trapped in the mall; they’re everywhere. According to the NPD Group, a leading market analyst, total sales for the U.S. video game market in 2009 were $19.66 billion (about half of which was hardware). With total U.S. box office receipts coming in between $10 and $11 billion last year, it’s clear that games are giving movie theaters a run for their money. Worldwide figures for the video game market are much higher, with some estimates hovering around $50 billion annually. PricewaterhouseCoopers estimates that the global video game market will hit $73.5 billion by 2013.


Individual game titles and systems routinely report astounding sales figures of their own. Grand Theft Auto IV is rumored to have grossed $500 million dollars in a single week. Halo 3 has sold over 8 million copies on Xbox, and the Call of Duty franchise has sold an incredible 55 million copies across all titles and platforms. In the last few years, console systems like the Xbox, PS3, and Wii have brought gaming into the mainstream in a big way. Over 27.2 million units of the Wii console have been sold in the United States alone.


Clearly video games are a financial force to be reckoned with. But drawing conclusions about the size or shape of the industry is difficult at best, because so many new gaming platforms are cropping up every day. With all this growth, it’s not surprising to see the demographics of console gaming change. According to a Sony report referenced in Byron Reeves and J. Leighton Read’s book Total Engagement, the median age for a gamer today is thirty-three—only two years shy of the median age of the general population.


Of course, let’s not forget that while video games are the subject du jour, games and play are broader concepts still. In examining the scale of gaming as an industry we can’t ignore sports or gambling, two other manifestations that are colossal businesses in their own right. Combined as one force, games represent one of the most powerful and profitable areas of human experience.
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Ever wonder why teens can spend entire weekends playing
video games hut struggle with just one hour of homework?
Why we're addicted to certain websites and steal glances at
our smartphones under the dinner table? Or why some
people are able to find joy in difficult or repetitive jobs while
others burn out? It’s not the experiences themselves but the
way they’re structured that matters.

All our lives we've been told that games are distractions—
playful pastimes, but unrelated to success. In Game Frame,
Aaron Dignan shows us that the opposite is true: games pro-
duce peak learning conditions and accelerated achievement.
Here, the crucial connection between the games we love to
play and the everyday tasks, goals, and dreams we have trou-
ble realizing is illuminated.

Aaron Dignan is the thirty-something founder of a suc-
cessful digital strategy firm that studies the transformative
power of technology in culture. He and his peers were raised
on a steady diet of games and gadgets, ultimately priming
them to challenge the status quo of the modern workplace.
What they learned from games goes deeper than hand-eye
coordination; instead, this generation intrinsically under-
stands the value of adding the elements of games into
everyday life.

Game Frame is the first prescriptive explanation of what
games mean to us, the human psychology behind their mag-
netic pull, and how we can use the lessons they teach as a
framework to achieve our potential in business and beyond.

Games are a powerful way to influence and change behav-
ior in any setting. Here, Dignan outlines why games and play
are such important trends in culture today, and how our
technology, from our iPhones to our hybrid cars, primes us to
be instinctive players. Game Frame tackles the challenging
task of defining games and the mechanics that make games
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