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Mission 1:
Getting started
within the
system - see
clearly, start
smart



Mission 2:
Patterns in the system—what works when no one is watching






Mission 3:

When the game
gets stuck—
irritations as a
starting point for
redesign






Mission 4:

Shaping the gaming experience -
emotion, motivation, and volition in
the system



Action

Inspiration
& easiness

Motif
Compass

Pleasure Control

(based on
Dirk Eilert)

Harmony
& Comfort

Calm



Mission 5:
Growing in the
game - more
levels, more roles,
more impact
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Mission 6:
Next level
organization -
digital play,
clever design






Side Quest 6: Staying human in the digital game



Mission 7:
Mastery
INn Action -
Resilience
and
Longevity
of
Organizat
lons



Coherence Acceptance

CANOSSA
Model

Network Optimism Self-perception

Self-regulation Alignment



The Game
Board
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