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Introduction 

In their article “MDA: A Formal Approach to Game Design and Game Research” Robin Hunicke, 

Marc LeBlanc, and Robert Zubek describe mechanics, dynamics, and aesthetics in the context of games. 

Mechanics are a game’s components, dynamics are the behaviors and actions that result from players 

interacting with mechanics, and aesthetics refers to how players feel when they interact with the game 

via dynamics. (Hunicke et al. 1) The goal of creating Noisy Scrabble was to use the insights from this 

article and my knowledge of an existing board game to alter the aesthetics of that board game.  

Original Scrabble 

Original Scrabble – Mechanics  

Being a board game, the main mechanics of Scrabble are its physical components. These are tile 

racks, a score sheet, the game board, and wooden tiles with letters and numbers on them. The last two 

mechanics mentioned are of particular importance because they determine how many points players 

get, which ultimately determines who wins. There are spaces on the board where players can place tiles 

to get extra points. The letters are used by players to spell out words, and the numbers on the tiles 

determine how many points the player receives. This is done by calculating the sum created by the 

numbers of the tiles used in creating a word. 

Original Scrabble – Dynamics 

There are several dynamics that arise from the mechanics used in Scrabble. These include 

correct spelling of words, using real words, and players having only seven tiles they can use per round. 

One of the more significant dynamics is the strategies players use to win. In Scrabble there are a few 

different approaches one can take to win. Due to the tiles being assigned a numerical value, a common 

strategy is to make long words in order to gain more points per word. Another approach taken is to 

dominate the board. This approach focuses on using many small words instead of a few long words to 

gain points. While formulating their strategies players must be sure they are still following the rules of 

the game. The rules of Scrabble clearly state that only real words must be used, no acronyms, and 

spelling must be correct. 

Original Scrabble – Aesthetics 

As indicated by its dynamics, Scrabble is a competitive game with a clear set of rules that players 

must follow if they want to win. Due to players focusing on carrying out their strategies, there is little 

time for player interaction. This can cause Scrabble to be a lonely experience. For example, consulting 

with other players about what word to make is not generally advised as it will reveal to them what 
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letters you have. This information can influence a rival players decision. Players also have limited 

creative freedom, as they must abide the rules requiring real, correctly spelled words. Overall, the 

aesthetic of Scrabble can be described as competitive, solitary, and strict. 

Noisy Scrabble 

Noisy Scrabble – Mechanics & Dynamics 

Noisy Scrabble uses several of the mechanics from regular Scrabble, though some of them are 

optional. The necessary mechanics are the tiles and a scoresheet. However, unlike in regular Scrabble, 

the numbers on the tiles are not essential to Noisy Scrabble, since the winner of each round gets one 

point regardless of the number value of the tiles they used. Players also have access to more tiles at 

once, as all the tiles are divided evenly among them at the start of the game. There is also the added 

mechanic of noises. Players take turns providing prompts which inspire the other players to make noises 

using their tile letters. In addition to sharing their noises’ spelling, the players must also recite the 

sounds they made.  

Noisy Scrabble – & Aesthetics 

Unlike in regular Scrabble, Noisy Scrabble has an aesthetic that is creative, interpretive, 

interactive, and humorous. By having more tiles at their disposal and not being restricted by having to 

spell legitimate words, players can be more creative. This creativity can lead to debates among players, 

as not everyone associates the same sounds with a prompt. Since who is awarded a point is determined 

by the player who gave the prompt, this communication and debate is a critical part of Noisy Scrabble. 

This is in contrast to regular Scrabble, where it is not necessary to know how a word is pronounced and 

there is no need to debate if a word is valid or not because players can just consult a rule book or 

dictionary. The noises players come up with in Noisy Scrabble are also a lot more funny than the words 

used in regular Scrabble. Part of this is due to Noisy scrabble allowing players more creativity, but also 

because of the challenge of trying to create a sound that relates to a random prompt. Players do not 

know what to expect, and even once they are given the prompt they do not have an infinite supply of 

tiles (although the amount they have is significantly more than in regular Scrabble). This forces them to 

get creative with what they have. Because of this, the noises created are often unusual and off-beat 

sounds that are spelled strangely and sound funny when said out loud. Players will not always be able to 

make the perfect noise, but that is OK. Noisy scrabble is not about perfection. Instead, it is about 

creativity, expression, and player interaction. 
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