CRE342 · Week 3 · Rewards, feedback & playing fair
Design a reward system
Based on Therese's Week 3 activity. Three parts: analyse existing games (A), design a prototype that uses intrinsic and extrinsic rewards (B), and pitch it (C).
THE FIFTEEN MECHANICS
	1
	Levelling up
	Earn XP through play to level up and unlock abilities, items or skills.

	2
	Resource gathering & crafting
	Collect resources in the world and craft tools, weapons or items.

	3
	Quests & missions
	Structured tasks with objectives that advance the game or earn special rewards.

	4
	Skill trees & progression
	Choose how your abilities develop: strategic decisions that change play.

	5
	Achievements & trophies
	Milestones for accomplishments of varying difficulty; encourage completionism.

	6
	Exploration & discovery
	Rewards for exploring new areas or uncovering secrets.

	7
	Combat & battle systems
	PvE or PvP combat: tactical, real-time or turn-based.

	8
	Puzzle solving
	Solve puzzles to progress or unlock rewards.

	9
	Building & construction
	Build bases, cities or environments; progress tied to complexity or looks.

	10
	Trading & economy
	Buy, sell or trade with NPCs or players for profit or useful items.

	11
	Social interaction & networking
	Alliances, player trading, cooperative challenges.

	12
	Reputation & alignment
	Actions change your standing with factions, and so your rewards.

	13
	Customisation & personalisation
	Customise appearance, equipment or strategy, linked to rewards.

	14
	Survival mechanics
	Manage hunger, thirst and health; rewards for staying on top of them.

	15
	Narrative choices & consequences
	Decisions that change the story, with rewards tied to your path.


PART A · PAIRS · 10 MINUTES
Pair n takes mechanics n, n + 5 and n + 10. For each: a game that does it well, the rewards it gives (glory, sustenance, access, facility), its loops and schedule, and which Bartle and Hexad types would enjoy it most.
	Mechanic
	Game
	Rewards
	Fast / slow loop · schedule
	Bartle
	Hexad

	Example: 6 · Exploration & discovery
	Zelda: Breath of the Wild (Korok seeds)
	"Yahaha!" + a seed; seeds buy inventory space (facility)
	Fast: find one in minutes. Slow: trade seeds. Variable: any rock might hide one.
	Explorer
	Free Spirit

	
	
	
	
	
	

	
	
	
	
	
	

	
	
	
	
	
	




Part B · groups of 3–4 · 25 minutes
Choose one mechanic from the list and design a basic prototype (board, card or digital) that motivates continued play and satisfaction. Draw the loop diagram first.
Our mechanic  _______________________________   Game name  _______________________
	Loop diagram   inner circle: the fast loop (seconds); outer circle: the slow loop it feeds (minutes to hours)

	



	1 · Intrinsic reward
	What feels good in itself? (mastery, curiosity, autonomy, relatedness)

	2 · Extrinsic reward
	Glory, sustenance, access or facility? Short- or long-term? Tiered or milestone?

	3 · Schedule
	Fixed or variable, ratio or interval, and why

	4 · Feedback moment
	What the player sees, hears and feels: at least two senses

	5 · Who it's for
	Bartle and Hexad types

	6 · Ethics check
	A dark pattern you could have used, and why you didn't. Would players still choose it if they understood it?


PART C · PITCH · 3 SLIDES, 3 MINUTES
1. The game: mechanic, player fantasy, one-line pitch.
1. The loops: your diagram, with the rewards and the schedule on it.
1. Players and ethics: who it's for, the feedback moment, the dark pattern you refused.
