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Figure 1 The difference between Gamification and

Toolification of Games.
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Figure 2 Bonus game in Street Fighter II [3].
© 1995-2015 by The International Arcade Museum®,
Museum of the Game®. All rights reserved.
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Figure 3 Qix and Gals Panic [4][5].
© 1995-2015 by The International Arcade Museum®,
Museum of the Game®. All rights reserved.

4 BRICK][bricksmash]SMASH [6]
BRICK|[bricksmash]SMASH [6].

Figure 4

(©2015 Information Processing Society of Japan

Vol.2015-EC-37 No.5

2015/8/24
5 TetrisOut [7]
Figure 5 TetrisOut [7].
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Figure 6 The result of a web search with “biohazard capcom
knife only” as a query. It contains several movies of attempts to
complete the game Biohazard using only the standard equipment

of a knife.
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Figure 11 Music video game with embedded micro tasks [9].
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