Design with Intent
Ludic Lens

Games are great at engaging people for long periods of time, getting them involved, and influencing people’s behaviour through their very design. Yet
this potential has (so far) been underexplored in application to other kinds of situations outside ‘recreation’.

The Ludic Lens includes a number of techniques for influencing user behaviour that can be derived from games and other ‘playful’ interactions, ranging
from basic social psychology mechanisms such as goal-setting via challenges & targets, to operant conditioning via unpredictable reinforce-

ment and rewards, to common game elements such as scores, levels and collections.

Collections

What happens if
you encourage
users to collect a
set of things
(friends, activities,
places, objects,
etc) through using
your system?
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