Notes for Melissa
p.5

Introduction

I’m not sure if my introduction is too personal, and maybe I should somewhat alienate it from me.
p. 10
Selection of Game Modules

I have some issues with this section.  The analysis of different gaming platforms was important for my understanding of game-play that the player will experience with the Adventurers’ Club.  I’m not sure if I need to keep it in my thesis paper, though.  And if I will keep it, maybe I should somehow better rephrase it.
p.12

Game as a System

Theoretical framework behind the making of the game is crucial to good game development.  However, I’m not sure if I really need to go as far as discussing Adventurers’ Club as a System.  Is this section too confusing to the reader?

The concept of “Emergent Systems” is very important to me.  Was I clear enough in its’ explanation?
More general questions:
Do I have enough examples of games that have influenced my design process?

p.16

Rules of the Game

This section will be somewhat changing.  The basic rule set will stay the same, however I’m constantly revaluating the rules of the game, and some changes will most definitely will take place.

