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Donald Norman,
The Design of Everyday Things (1988)
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3x1 =3
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3x4 =12
3x5 =15
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UX 6 10:11:58 AM

| am a little bit confused on the process of building andjrepairing objects
essential item properties would be helpful.
11/23/2015 11:52 AM View respondent's answers

there was no easily found way to

repair weapons

11/23/2015 11:18 AM View respondent's answers

Categorize as... v

that were damaged
Categorize as.__ v

| feel a run down on a lot of the
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Plants vs. Zombies
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WHEN

Tutorial
Order

1.1

1.2

1.3

1.4

1.5

2.1

2.2

2.3

Category WHAT

Player controls a roster of
herces. Player is the
Commander.

Metagame

Mavigation Basic movement controls.

Shooting  Basic shooting controls.

Materials for building and
Harvesting crafting can be found in
the waorld.

Crafting Basic crafting.

Building Placing a staircase piece.

Home base power is the

Metagame maost important element
for player progression.

Building Editing a door.

Building entire forts to

Building protect an objective.

Difficulty

Moderate

Simple

Simple

Simple

Moderate

Simple

Difficult

Moderate

Difficult

WHY (meaning)

I'm the Commander of many
herpes. | can send them to
missions and | get to control them
during missions.

| need to move around to explore.

| need to aim and shoot to destroy
zombies efficiently.

I need to explore and harvest
elements in the world to gather
material to craft cool weapons and
build cool foris.

| need to craft guns when none
can be found in the world.

A staircase allows me to reach
unaccessible higher grounds.

| become more powerful the higher
my home base power gets.

Editing doors in walls allow me to
get to the other side without having
to destroy the wall.

Forts needs to be strong enough
so zombies cannot reach the thing
I'm protecting. Traps can help me.

| need doors to move around
inside the fort.

HOW

Learning by
doing

Contextual
tutorial text

Contextual
tutorial text

Contextual
tutorial text

Learning by
doing

Learning by
doing

Learning by
doing

Learning by
doing

Learning by
doing

Narrative Wrapper

Player is introduced to the concept of
Commander: world needs saving from
zombies and a stranded hero needs
leadership during a mission. Player
becomes Commander of this first hero.

Now the player controls the hero.

Enemies are coming but player can shoot
them from a safe place.

Flayer's gun broke as last enemy was killed
so harvesting is needed to craft some new.

Player can now craft a new gun.

Player is in an underground cave and sees
a chest above. Only stairs can get player
there.

As first mission is completed, player is
introduced to home base power.

In the next mission, a strong wall takes too
long to destroy but player can edit a door.

Player needs to prepare for a zombie
invasion and is explained how to build an
efficient fort.
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Signs & Feedback O Motivation
competence, autonomy, relatedness
meaningful goals & rewards

Clarity

Form Follows Function
@ Emotion

Consistenc .
y game feel, presence, surprises

Minimum Workload
O Game flow

Error Prevention & Recovery difficulty curve, pacing, learning curve

Flexibility & Accessibility
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