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Our argument is that thinking about old games in an academic context involves 

considering three aspects of them more or less simultaneously: materiality; technique; and 

culture.  

As in a trefoil knot, these aspects are deeply interrelated:  

technique produces both the subject employing the technique and the object on which it 

is being exercised;  

our sense of what something is and what we might do with it emerges out of the cultural 

— that is, interactions with (debates, arguments conversations) with others;  

materiality sets the conditions for our embodied experience of them, and what it is 

possible to do with them. 

When working with old games, one can begin anywhere in untangling this knot, but 

researchers will eventually find they need to travel through all three aspects of its circuit to 

say anything meaningful. 
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Source:  
‣ Sebastian Deterding, Dan Dixon, Rilla Khaled, and Lennart Nacke. 2011. From game design elements to gamefulness: defining "gamification". In 

Proceedings of the 15th International Academic MindTrek Conference: Envisioning Future Media Environments (MindTrek '11).
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“the biggest draw is probably 
the dollars at stake to be 
extracted from government 
agencies for military training”
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Source:  
‣ Sebastian Deterding, Dan Dixon, Rilla Khaled, and Lennart Nacke. 2011. From game design elements to gamefulness: defining "gamification". In 

Proceedings of the 15th International Academic MindTrek Conference: Envisioning Future Media Environments (MindTrek '11).

“We are concerned with serious games in the sense that these 
games have an explicit and carefully thought-out educational 
purpose and are not intended to be played primarily for 
amusement. This does not mean that serious games are not, or 
should not be, entertaining.” 

— Clark Abt, Serious Games (1970).
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Picture source: https://www.simulationtrainingsystems.com/professional-bafa-bafa-at-a-glance/

• Learning from a game isn't like delivering 
medication from a pill. You need external 
facilitation and discussion and reflection to 
make it stick.

• Educators need materials and support for how 
to use learning games, so develop secondary 
learning materials.

(ANALOGUE) SERIOUS GAMES & SIMULATION GAMING, 1970+
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DESIGN != DEVELOPMENT != CULTURE

🤷
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Picture source: https://store.steampowered.com/app/1443430/Rogue/

ROGUE. MICHAEL TOY, GLENN WICHMAN, KEN ARNOLD, JON LANE.
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Picture source: https://store.steampowered.com/app/1443430/Rogue/

THE MAKING OF PRINCE OF PERSIA. JORDAN MECHNER.
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Picture source: https://pippinbarr.com/the-artist-is-present/info/images/the-artist-is-present-banner.png

THE ARTIST IS PRESENT. PIPPIN BARR.
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Picture source: https://media.npr.org/assets/img/2014/05/07/jsjoust-brent10_wide-ef57919065645cc4111c4ab7c1fbc538cfd240cc.jpg

J. S. JOUST. DIE GUTE FABRIK.
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AMAZE JOHANNESBURG 2014

Picture source: Rilla Khaled
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Points 
Tracking, Feedback

Badges 
Goal-setting

Leaderboards 
Competition

Incentives 
Rewards

AS IMPLEMENTED IN INDUSTRY 

Source:  
‣ Sebastian Deterding, Dan Dixon, Rilla Khaled, and Lennart Nacke. 2011. From game design elements to gamefulness: defining "gamification". In 

Proceedings of the 15th International Academic MindTrek Conference: Envisioning Future Media Environments (MindTrek '11).
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“The use of game elements in 
non-game contexts”

GAMIFICATION DEFINED

Source:  
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Conference: Envisioning Future Media Environments (MindTrek '11).
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Whole Elements

Gaming

Playing

Gamification/ 
Gameful design(Serious) Games

Playful DesignToys

Source:  
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Gamification is marketing bullshit, invented by 
consultants as a means to capture the wild, 
coveted beast that is videogames and to 
domesticate it for use in the grey, hopeless 
wasteland of big business, where bullshit 
already reigns anyway.

Source:  
‣ Bogost, Ian. https://www.theatlantic.com/technology/archive/2011/08/gamification-is-bullshit/243338/

— IAN BOGOST
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https://www.theatlantic.com/technology/archive/2011/08/gamification-is-bullshit/243338/
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