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Game co-projected and designed by spw. Film by Stephan Achermann.

A project collaboration with RWTH Aachen University for the Regensburg Experience Museum 
REX & the City of Regensburg, sponsored by Forum Nokia, Nokia Research Center etc..
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•“Ludify” pre-
existing 
patterns

•Flavor them 
with uncontro-
versial and 
playful, but 
alike behavioral 
patterns.

•The „Simile 
Principle“
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- 2010 ETC Press / Carnegie Mellon University‘s open source & multimedia publisher -

e book‘s text is freely available Online at

http://www.etc.cmu.edu (or purchase the print version with figures, tables etc.)
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