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OUR TIME TODAY...

Philosophy
Il Create
Il Kickstart
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Choice
Problem Solving
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Perseverance
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Data
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- Toy with Goal
Activity + Motivation
Abstract System
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WILL WRIGHT
ON

IOLENT VIDEOGAMES

[condensed]
Observers, especially

parents, do not see
the elaborate
abstract problem
Sel\Vilgle
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SCIENCE MEETS ART digitaldreamiaps D

by Jesse Schell
http://artofgamedesign.com
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- FIRST QUALIFIER digital dreamiabs B

Fun idea?




E GUIDE

Fun
Accessible
Social
Evolving
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Gamification Edutdinment
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| SHUT UP KIDS

Neil Quote

NEIL DEGRASSE TYSON
ON
DUCATION

44

We spend the first
year of a child's life

teaching it to walk
and talk and the
rest of its life to
shut up and sit
down.
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Tile-by-tile Solutions




INTERACTION ATOM

Design
Players



INTERACTION ATOM : CLOUDBOARD

@\ Mechanics Tile On/Off

Story Game-defined + Us
Players 1+
Design Encourages Focus
Tech Connect to Any Device
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SINGLES OR DOUBLES
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MULTIPLAYER digitaldreamjaps B
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STEVE JOBS
ON

IMPLICITY

44

lt's worth it in the end
because once you

get there, you can
move mountains.
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@\ Mechanics Sequencing & Logic

Story Save the Island
Players Asymmetric Play

Design All Gender Appeal
Tech Single Tap/Click
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1. Plan 1
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2. Sequence

Go Go
Left, Right
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3. Test B

Go Go
Left, Right
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How cLOUDBOARD WORKS Algilc dDS B
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CORK : STORY
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Continuously move

). |
J%/ character left

Run left

Tiptoe left




CORK : ALL TILES
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AYTESTING : GIRLS digitalwlabs D
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' Customer
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- CHEMISTRY : BOND digitaldreamiaps D

Carbon Dioxide Water Table Salt
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SCHIOL
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Be the first to own cloudBoard

www.digitaldreamlabs.com/kickstarter
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