THIS WEEK ONE OF US WAS AWAY FOR TEIl coNFERENCE IN CANADA.
THE TEAM FOCUSED ON DESIGNING THE EXPERIENCE. IN THE ISLAND WAS
CARNAVAL WEEK SO THE MOOD WAS VERY CHEERFUL AND FESTIVE.

DESIGNING THE EXPERIENCE

Experience requirements were defined after further talks with the client. “Lit-
ter” needs to be as fun and educational multiplayer experiences lasting between
three and ten minutes. There ignificant messages tha c

walk away with: the impact of litte

tem and their ability to affect the ecosys
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