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Introducing Us



Gary’s favorite games…
● Malifaux
● Bloodborne
● Binding of Isaac
● Moonrakers
● Donkey Kong ‘94

Mari’s favorite games…
● Qwirkle
● Scrabble
● The Hollow Woods
● Spite & Malice
● Photosynthesis



Big Thoughts on Games



It’s not 
about 
games, it’s 
about the 
experience



ACTIVITY TIME!

Genlab, Frank. (2010).Curling. [Photograph]. Retrieved from Flickr
Evans, Bryan. (2017).Clean sweep. [Photograph]. Retrieved from Flickr

What separates a 
game from an 
activity?



ASPECTS THAT MAKE AN ACTIVITY A GAME

● A goal, win condition, or problem to solve

● Decisions to make that affect game outcomes

● Artificial limitations on what a player can do (rules)

● Internal Stakes (maybe?)



Gamification Game Based-learning

Edwards, Amanda. (2010)."Jeopardy!" Million Dollar Celebrity Invitational Tournament Show Taping. [Photograph]. Retrieved from gettyImages
Boristhefrog. (2009).Crazy hordes of things game. [Photograph]. Retrieved from Flickr



..Dibben, David. (2013).River. [Photograph]. Retrieved from Flickr..

 POSITIVE. 
PSYCHOLOGY AND. 
FLOW THEORY . 



Mihály Csíkszentmihályi 
(Me-high Chick-sent-me-high)

TED. (2008).Flow, the secret to happiness. [screen capture]. Retrieved from YouTube









Dopamine and 
Memory

- Areas related to the 
brain's dopaminergic 
reward system are more 
active during flow (Ulrich 
et al., 2014, 2016)

- Problem solving leads to 
dopamine release.

- Positive experiences 
during flow state coupled 
with dopamine release = 
remembered successes.



Audience and Player Experience: Control to Chaos

https://flic.kr/p/dPgH7C



Mozart - control Steve Reich - controlled chaos



John Cage - Is it all control, or all chaos?



Robert Rauschenberg
White Painting [three panel], 1951 —- What is the audience experience here and is there any audience 
participation? What does the artist control?

https://www.sfmoma.org/artist/Robert_Rauschenberg/


Aleatoric Art - an element of uncertainty is 
intentionally incorporated into the concept and 
creation of a work.

Can you think of other 
examples of this practice?



Writing Learning Objectives for Information Literacy Instruction

In this game students will “__________ to _____________”

What are the objectives for instruction librarians:

This game will ____________ the instruction librarian to _____________”

Are there objectives for course instructors?:

This game will ____________ the instructor to _____________”



What are Your Learning Objectives?

“Students will_________________?”





Examples of Mechanics

● Deck Building
● Bidding
● Area Control
● Piece Capture
● Exploding Dice
● Race
● Realtime
● Worker 

Placement





Pair your Learning 
Objectives with Game 
Mechanics:

Students will IDENTIFY parts 
of a citation.

- Knowledge

Students will CONSTRUCT a 
citation.

- Application



IN YOUR GROUPS:
 

HOW WOULD YOU TEACH THIS BASIC 
CONCEPT USING A GAME MECHANIC?

NESTING FOLDERS



Winning a Game/Losing a Game

slgckgc. (2012). Race Medals. [Photograph]. Retrieved from Flickr



CHAOS: Randomize for Replayability

Rivola, Andrea. (2024). Mushroom Dice Set for DnD. [Photograph]. Retrieved from Printerval
Ultimate Marked Set. [Photograph]. Retrieved from Amazon
Twice, Erik. (2022). Vagrantsong Ghost Boss. [Photograph]. Retrieved from ErikTwice



REPETITION: For content RETENTION

- How does your game include REPETITION?

- How does REPETITION combine with RANDOMIZATION to create 
that dopamine response?

- How does a player IMPROVE as they play and how does how does 
IMPROVEMENT lead to CONCEPT RETENTION?



Card Maths 

Ian Dikhtiar / EyeEm / Getty Images



Momentum



Momentum pt. ✌

Positive cards
48%

Negative Cards
40%

Incident Cards
12%



Momentum pt. 🤟



Game Production



What is the scope of your project?

● Is it a small one-time in-class knock-off or a big publication?
● Do you have Adobe Skillz?
● Are you an artist? Best friends with an artist?
● Do you want to deal with copyright? 
● DO YOU WANT TO DEAL WITH THE LAWYERS AT YOUR 

UNIVERSITY?
● Do you want to make money?
● Do you still want to be working on this game in 10 years?



What is the FEEL of your game? What place do your 
players occupy?

All images created by Mari…. uh, Midjourney.



Make a manageable production process:

By User: Anonyme - Own work, CC BY 2.5, https://commons.wikimedia.org/w/index.php?curid=1987247







©



edpmarriott. (2014). Teaching Pyramid. [Illustration]. Retrieved from Boards and Barley

Creating a Rulebook



Playtest your Rules!

Follow the Rules. [Photograph]. Retrieved from New Beginnings Sanctuary



Making Art/Buying Art

Free Options
● Public Domain or Creative Commons
● Make it yourself

Paid Options
● Procure art from an artist 
● Stock Art



Calculate Your Production Costs: What are your goals?

● What can your audience afford? Is this for a class? How many 
copies will a classroom need?

● How big is your box?
● Do you have a game board ($$$$$)?
● What size are your cards? How many of them are there?
● What cardstock and finish did you choose?
● How big is your rulebook and how many pages are there?
● Can your students swallow your game pieces (jk)?
● Can you go for ADA compliance?







Online Printing Services



Distribution
● Sell a printed version

○ Game Crafter has a 
store front

● Sell print-on-demand
○ Drivethrurpg

● Provide free print on 
demand



ASSESSMENT



Assess from the start:



Background Image

CarrieLu. (2010).Dice. [Photograph]. Retrieved from Flickr

Contact Us!

Gary R. Maixner III
gmaixner@iu.edu

wunderkind-games.com

Mari Kermit-Canfield
kermitt@ferris.edu
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