
Rewards,anything that has a positive 
emotion.spectical:rewards players with 
nice sights(assasins creed viewpoint)
completeness(purification)
glory(highschool,psn trophies)
sustenance:healthpots,extra lives
entropy:finite resources,not replenished.
Inflation(keep playing r fall behind)

Pacing:starts low&increases quickly.
needs to have highs&lows to contrast(comicrelief)

Interlude: Hedonic 
Adaptation ."peop
le get used to 
things"don't give 
out all the rewards 
at once; schedule 
them
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