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SPECIFIC MECHANICAL REFERENCES

In Spore players can experiment with different creature attributes to see how a creature functions in the world,
allowing them to evolve a creature that helps them play the way they want to.

In Her Story, players must investigate a situation using video clips, and it's through this investigation that a

narrative emerges.
In the Nancy Drew series, players must solve mysteries by identifying and investigating clues.

In Monument Valley, Zelda games, and Myst, there are puzzles for players to solve which are mostly solvable
through trial and error.

In Little Alchemy and in the crafting system of Skyrim, the recipes are secret, so players create usable items by
combining different ingredients, encouraging them to experiment with different combinations.

In 80 Days, players can take whatever route around the world they would like to, and different interesting things
happen depending on what they choose. Players can re-play to experience different routes and adventures.

In Skyrim, Minecraft, and Dragon Age: Inquisition, the open world allows players to explore and find unexpected
situations, locations and adventures.

Minecraft and Abzu allow players to be self-directed by their curiosity for their own gameplay experience.

Kerbal Space Program encourages experimentation in order to meet goals and solve problems using real-world
rocket science!

Zork and other old-school text adventure games require players to type in different word combinations in order to
progress through the game.
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