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Abstract

Formalet med dette speaakr at undersgge emnet vedrgrende
motivation i computerspil, og hvordan motivation kan keedes
sammen med de fundamentalesykologiske behov vi som
menneskerhar. Derudover er det malet med specialet at komme
tadtere pa en forstaelse af hvad mennesker finder sjovt i computerspil
og hvordan det har indflydelse s@illermotivation og designet af
computerspil.

Specialet er inddelt i tre hoveddele: den fgrste del omhandler den
forforstaelse og eksisterende tilgamgrsspecialet er baseret pa, samt
en undren over hvad man forstar ved begrepmti computerspil.
Denne undren understgttes med viden om 4mworidder, der kan
saettes i forbindelse med veerdien i en spilaktivitet. Forud for
opstillingen af problemformulargen bliver videnskabsteoretiske
perspektiver, i form af feenomenologi, inddraget i samspil med viden
om definitionen pa et computerspil. Derudover anskues
spilaktiviteten og kvaliteten af denne igennem Mihaly
Csikszenthmihalyis flow teori.

Den anden del fa specialet omhandler teorier vedrgrende
spillermotivation, psykologiske behov og felelser i computerspil.
Disse teoretiske felter bliver opstillet og sammeholdt med analysen af
to eksisterende computerspil i forsgget pa at kategorisere og
diskutere de spinekanikker og indholdsmeessige kvalititeter, som
kan fare til forstdelsen af sammenhaengen mellem sjov i computerspil
og tilfredsstillelse af basale psykologiske behov.

| den sidste del af specialet fremstilles resultaterne af analysen og en
model for relabnen mellem de psykologiske behov,
spillermotivationsfaktorer og spilmekanikker bliver opstillet.
Formalet med modellen er at bidrage til forstaelsen bag incitamentet
for at spille computerspil, samt at fungere som et veerktgj til hvordan
man i designet aét computerspil kan diskutere de spilmekanikker
der inddrages, og hvordan de pavirker spillerens spiloplevelse.






Preface

This MA-thesis was written at Aalborg University, Institute of
Communication as a conclusion to
Digital Media in the spring of 2013.

We will assume that threader of this thesis hasasic understan
ing of the subject on computer ganiestherwise we hope that this
thesis will be a worthwhile insight into the world of digital games.

The sources thiare used for documenting the thesis will be referred
to with (author, year and pages), corresponding to the appropriate
source in the bibliography. The appendix contains the theory which
we find to be either too elaborate or unnecessary in the conti of
main body of the report. Nonetheless, they will be listed in fhe a
pendix as a supplement to the understanding of the theoretical points
of view in the thesis. Any other material needed for a betterrunde
standing of the analgsl content in question gae foundin the g-
pendix. All images featured in the thesis was used without permi
sion, but are referred to by their source, and all images that do not
feature references are made by the authors.

Finally, we would like to express our thanks to our suger Niko-

laj Hyldig, who helped us as much as we could be helped during the
course of the MAhesis. It has not been easy journey for us, but we
thank you for your patience and the time you dedicated to us.

Enjoythe thesis!
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is games that give us some
thus call games fApasti meso

the interstices of our lives. But they are much more important tha
that. They are clues to the due. And their serious cultivation now
i s per haps o0 u8uitsp2005)p.15% | v a't

The abovementioned quote has made us think about what games
and how we approach the design of th&mere are many incentise
for designing games: some might be seen as bad (pure monet

gain) and others might be viewed as beneficial (helping people leaki

and improve themselves).

No matter the reason for developing a game, there will always be
audience which you will neetb catch the attention of. If a game
does not cater for the interests of the audience, few will play it. B
what is it that players want? Why is it that players keep playing co
puter games? This is what we would like to investigate in this thesi

1.1 Press %art to Play

framework for understanding playenotivations andhe subgct of
fun in computer game®ne of theobjectives is to understand the
fundamental human motivation for playing cortggugames, and
how these computer games captivate the emotions of us humans
how they implement thi8in thdr design to make them fun.

The foundation of the thesistems from our theoretical work with
computer games in both the sevefittaferbier & LundPedersen,
2011) and eighth(Haferbier & LundPedersen, 201Zemester @-
jects. The thesis is also a further development of the ideas we shal
from our ninth semester as game design stisdrDADIU". As such
the thesis is a sum of two and a half years study in which we ha
gained insight into the world of computer game development, ga
theory, interaction design and experience design.

Both authors hold a b atcAblleoigdir 6 s
versity (Medialogy, 2012) This degree is based on the studies o

on human perception and cognition, immersive and intelligemt co

humancomputer interaction and thus concerns itself with knowledg wi’“

puter systems ahnew computer interfaces. The degree focuses o
academic research that seeks to combine technology a

! The National Academy of DigitdhteractiveEntertainmentA place that
educates students in the making of computer gamegataborationbe-
tween universities and art schools form Denn{@ADIU, 2010).
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creativity, and allows for the investigation of the technology behind
advanced computer graphics, computer games, animations, electronic
audio and musj interactive art and entertainment. The purpose of
the degree is to allow students to attain a strong technical foundation,
both in theory and in practice. As the description of the degige su
gests we have focused on the design and implementation ofisari
computer technology. This means that the use of technical and design
theory has been the most common approaahd that the goal of
many a project emphasized the creation and prototyping of various
multimedia systems, evaluated through user testingeT bachel or 6s
degree in Medialogy can be said to have adopted an enginepfing a
proach to research and design when it comes to human computer i
teraction and computer science.

During the masterods degmweiavesin | nteractive
gatedthe narative aspects of computer gamas well as gameed
signallowing the playegeneratedontent.

In the seventh semester, the goal of the project was to contribute with
a theoretical framework of the narrative situation in computer games
while offering an eglanation of why computer games, in ourrepi

ion, is closely coupled with narrativesas opposed to the sources
believing compter games to be of no equalaurality to storytelling
(Eskelinen, 2001, p. 1)At the end bthe project we proposed the
following model:

Figure 1: The model of the narrative situation in computer games as constriic
ed by the end of the seventh semester proje@iaferbier & Lund -Pedersen,
2011)

The model represents the gaming situation as similar to a narrative

situation found in literaturéEskelinen, 2001)and explains how a

story is conveyed to the player. By allowing the player to interact

with variouse x i st ents i n a cofhopinahimate game (be it
objects) they themselves become the driving force of the narrative.

G

2 Non-Playable Characters



Without a player to advance in a computer game the story cannot

unfold. In that respect, the player is in a sense his own narreger

pecially in games with multiple storylines in which players can

choose exactly which part of the storyline they wish to explore, thus

creating their own unique narratii@laferbier & LundPedersen,

2011) This, alongsidée he emer gence of a playero6s own
the game as a narrative part ofwhat makes computer games mte

esting storytelling mediums.

In the eighth semester project focus was on building upon our model
of the narrative situation to incorporate magenerated content
(PGC) in and around games, where content to a certain extent could
change the story or experience of a game, thus adding value in the
form of forums, wikis and fan art. The model can be seen below:

Sharing
Collaboration

Figure 2: The model of PGC in the gaming situation as constructed by the end
of the eighth semester projec{Haferbier & Lund -Pedersen, 2012)

In order to assess the level of PGC incorporated in various games
both by design, by opptmity and by intent a categorization of
PGC was created. The conclusion was that the easier it was for a
computer game to incorporate PGC, the greater an opportunity there
was to add value to an existing computer game. Also, even though a
computer gamés not encouraging PGC or allowing PGC by default,
the popularity of a computer game can foster groups of dedicated
players to create content for that gahaferbier & LundPedersen,
2012)

The ninth semester was a semegi®ject with a more practicapa
proach: Both authors were accepted into DADIOne in the role of
a game designer and the other in the role of a project madnaber
purpose of this semester was to grapple with the challenge of creating
a computer gami six week8 Here the primary platform for inte
action was the PC, and all intended computer game design was to be

% The roles and their responsibilitiearcbe reviewed on the DADIU e

site: http://english.dadiu.dk/education/gamecompetencies

* The final computer games created by the authors are the top two on the
list: http://english.dadiu.dk/games/games2012
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performed on this platform. The focus of the development was to
make a playable and useiendly computer game that could bettes
ed on tle intended target group. Also, it was possible to utilize the
knowledge gained from the previous semesters in the process-of cr
ating a computer game.

Figure 3: Screenshot from Trail of Regreti a game cecreated by one of the
authors.

This MA-thesis is the culmination of the previous projects, where the
ambition lies in constructing a theoretical framework based on the
ideas and knowledge accumulated throughout these semesters. When
it comes to the development of computer garitesan often become

an effort to design for oneself rather than for the player that will have
to pick up and enjoy the game. This is the argument and thenreaso
ing behind attaining deeper theoretical knowledge as a supplement to
the practical knowledge afesign theory and methotlsat we have
accumulated thus far

Even though we have been able to construct several models of the

interaction with and within computer games, while also benefitting

from the practical experience of designing and developingrgpde

er game as part of DADIU, we are still in need of a better mnde

starding of how players are motivated to engage in the games that

they play. Is it the visuals, soundscapes or complex storylines they

are presented with in the fictional and virtual werld it just because

games are fun and what <can e&he term Af unoc¢
gard? Is there an underlying layer of motivational triggers that we, as

aspiring game designers, are not fully aware of?

During the ninth semester the design teams wken faced with the

guestion, Ails it fun?0 I nherently, compu.
fun, as it is their primary driving force, and many members of the

design teams at DADIU adopted specific views on what fun im-co

{}



puter games should be. An often citesbtg, from game designer Sid
Meier is:

AA game is a series of interesting c
(Rollings & Morris, 2000, s. 38)

A large number of people held unto this view throughout the whole
development period, but in essencengndid not know whainteres-

ing choicesentailed. This is an idea that we want to work on with this
MA-thesis. Saying a game should have interesting choices require us
to figure out what interesting choices is and how they relate to what
people find funa play.

The objective ofhe thesis is to gath&nowledge from various disc
plines in order to maput what can be said to be fand how it e-
lates to the motivation of playing computer games. Therefore, it is
important to investigatéhe aspect of humamotivation and what
motivates us to pursue the things we do in our everyday life

1.2 Incentive

We love computer gamdsin all of their variety. We love to play
them, we love to make them (or at least try to), and we love to hear,
read and write about them\so, we can be characterized as avid
players of computer games and have been playing games since our
early childhood when we first encountered the world of digital e
tertainment.

Among the very first experiences with the medium of video games is,
for instance, the very difficult platforming video garmBattletoads
(Rare Ltd., 1991)or the driving gameMonster Truck Madness
(Terminal Reality, 1996)At that time, the audigisual side of the
computergames were very different from what can be seen in the
gaming industry todayas illustrated inFigure 4. Nonetheless, the
play experiences delivered by these games were at the top. Baey cr
ated a sense of novelty which we haslereexperienced before. Ric

ing up the controller for the NES, and interacting with the virtual
world of the martial arts fighters iDouble Dragon(Technos Japan,
1987)was indeed spectacular and filled with action, as wagpitbe

ing of aircrafts with a joystick ifrury 3(Terminal Reality, 1996)

® Sid Meier is a programmer and designer, and creator of the popular strat
gy computer gam€ivilization (Wikipedia, 2005)
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Figure 4: Old vs new- Wolfenstein 3D(id Software, 1992)on the left and Half-
Life 2 (Valve Corporation, 2004)on the right

The fun that came from interacting with the digital gaming medium
formed a certain experience of novelty and from the first byitess

we have been hooked. Instead of watching a film, whereyineg

is determined by a director, we could affect what would happgn an
time in the computer game that we were playing. Lately, we have
gotten to grips with more modern computer games like the first
person roleplaying gameThe Elder Scrolls V:Skyrim (Bethesda
Softworks, 2011jn which you make elaborate choices on how your
avatar should appear and how it should behave in the vast, open
world of Skyrim. We have also tried our hands at the onlineimult
player gamaNorld of TankgWargaming.net, 201@yhich allows for
teams of players to deploy various strategies in order to combat each
other in renowned tanks fromatld War Il

Figure 5: A view of the world of Skyrim (Bethesda Softworks, 2011)

The fascination for games has steadily grown for us and ultimately
guided us in our choice of studies. Now, we are enticed about the
inner workings of games, but also the inner workings of hunean b
ings and heir drive for playing computer games. It is no longer
enough for us, both as students and godme game developers, to

{}



only accept the fact that computer games are fun, and that certain
techniques can be copied and employed in order to captivate players
across the world. To us, there must be more than meets the eye when
it comes to the many facets of computer gaimesich are solidified
through our efforts to investigate both computer games as narratives,
and as channels for adding value to the playeggpce by wa of
playergenerated content.






2 The Problem Area

As the previous sectiaril lustrated we want to lea more about the
inner working of the people who engage in the activity of playing
computer games. Overall, it means that we want to kmove about
why we playi both from a game design perspective, but also from
more psychological perspective. We recognize that there is a wo
of game design and a certain methodology behind developing ga
that can allow for computer games to be segfce in terms of both

the gameplay mechanics and the audswmals that they incorporate.
But, as we have mentioned previously there are still multipls-queligg
tions that spring to mind and these questions form the foundatio J
for further work in the MAthess. In order for us to be able torve
ture further with the thesis we will have to concretise the are@-of i
terest. We will start by presenting our prenderstanding of what
computer games are and what the value for playing them is. Thd
pre-understandingsire our accumulated knowledge from previous
projects. Also we wish to present the methodology we use fol-dev
oping our understanding in this thesis.

2.1 Initial Understanding

The following section contains theory that makes up our prg
understanding of the bject of both computer gameand theory of
science It is fields of theory which we ar@amiliar with and find ré
evant in connection with descitily the quality ofconmputer games,
play experiencesinteractivity and the underlying methodology of
investigating these fields of knowledge

2.1.1Methodology

Our approach to this M#hesis is primarily inspired by a phenem
nological and hermeneutic perspective, meaning that we utilize t
knowledge and the interpretations we gather from investigating t \
area of inteest. The field of hermeneutics is founded on the notiof
that activities are built upon dated actions and leave new trails eve
time something is done or something is chan@eallin & Kgppe,

2003) In our case this will concerour theoretical understanding
which will continuously provide a more specific way of looking at

fun, player motivation and game design.

One of the most prominent speakers for hermeneutics was- Hal
Georg Gadamer who stated that in order for an indivituande-
stand another individual and its actions, the first individual had {
take a starting point in its own life and world. That is Wwhgccod-

ing to Gadamet it is only possible to understand other humans i
terms of o n(Edlis& Koppe, 2008) Hicalwe want to
work to achieve an understanding of fun and player motivation it g




depends on our prior knowledge of the field which in turn is affected
by our education on the field of digital media, and also onirgar-

est in the field of game design. This is closely related to the world of
hermeneutics in which the human being is seen as a being situated in
and involved in the world. Thus, human beings will always find
themselves in situations where their underdtag or acknowledgf

ment will be the foundation of the actions they will need to perform.
This understanding and all insight is derived from a certain pre
understandingCollin & Kagppe, 2003)

The understanding and interpretatiof a situation can be charaete
ized as a circular movement, since the understanding of the individ
al parts will lead to an understanding of the wholghich in turn

will lead to a new understanding of the individual parts. This is what
is known as thehermeneutic circle(Collin & Kgppe, 2003)
Throughout the thesis we will build upon our prior understanding of
fun and player motivation in order to form a holistic view that covers
the most relevant aspects of these issuasdordance with what can
be seen as good game design praxis.

Before we investigate the various fieldsooir theory we want to take

a step back and look at the interaction between an individual and the
digital media. This is done in order to attain a beitelerstanding of

why people can find meaning ithe interaction with a computer
game The lens that we will apply in order to understand thismmea
ingful interaction is the teachings of Martin Heidegger on phe&aom
nology.

2.1.2Making Meaning

In order to arguedr the importance that a player might place on a
given computer game we will take a closer look at the aspects of
phenomenology proposed by the phenomenologist theorist Martin
Heidegger. He argued that it is impossible for the physical world to
exist withaut the subjective world of the human mind and also the
other way around:

AThe interpreted and the Iixierpreter do n
i stence is interpretati Wnogramind i nterpreta
& Flores, 199, s. 31)

What Heidegger touches upon here is the subjediedfgin-the
world (or in his own languagd)asein) which is the relationshipds
tween subject and object, and the phenomena of experience.
Heidegger also uses the two termegdinessat-handand presenat-

hand to explain the experience of interaction between subject and
object(Winograd & Flores, 1990, s. 36)Ve can illustrate the oe
cepts with an example: Imagine you are playing a computer game in
which youare roleplaying a warrior that needs to save a kingdom



from a perilous dragon. As you are engaging in combat with the
dragon you experience the flow of combat and have no problems
with controlling the characteros
thedragon swoops down towards you, but unfortunately gets stuck in
the geometry of the landscape drawn on the computer screen, and the
geometry of the dragon starts to act out of the ordinary (or in a more
common terma bud). At that instant the computeame will go

from readinessat-handto presertat-hand This means that you will

be aware of the flaw in the computer game and thus unabfa-to i
merse yourself in the virtual world until the problem of the stuck
dragon is resolved.

The concepts of phenomengly presented by Martin Heidegger can

be related to other theories concerning experience and especially the
activities of flow theory, which we will touch upon later section

2.1.6

2.1.3Being in the World

Another phenomenologicalheory we would like to implement as a
base of our MAthesis is how computer games can make use-of f
miliarity to teach players how to interact with the game world. Paul
Dourish has researched how this familiarity works. According to
him, familiarity is based on embodiment which has two d&éding; a
simple definition and arlaboratedefinition. We will be looking at
thesimplea one to begin with:

1 Embodiment means possessing and acting through physical
manifestation in the world.

1 Embodiedphenomena are those that by their very natare o
cur in real time and real spaff@ourish, 2001)

This means that all phenomena taking place directly in the world,
such as conversations and other mutually engaged actions dan be
noted as a form of participative status. The way embodiment works is
by creating familiarity. If we look at computer games opegatvith

3D worlds, these games user familiarity with the three dimengie

al structure of the real world. This is achievsdcreating a convin

ing experience of the real world using perspective geometry. We are
able to interact in the virtual world, because we are used to constantly
acing in the physical world

Dourish uses the above definition of embodiment to establish the
termembodiment interactiorThis is what is important for our the
retical understandingAccording to Dourish the idea of embodiment
is not new and has evolved over the past hundred.ydarsumna-

® A bug is an imperfectiorhait can occur in a computer game as a result of

faulty programming.

attack
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rizes the work of different phenomenology theorists btirlg three
common elements:

1 Embodiment does not only mean physical manifestation.
Embodiment is a foundational property from which meaning
and action arise and the source of action and meaning is
placed in the world. Embodiment is a way of being more
thana physical property.

9 Action in the world is fundamental to our understanding of
the world and our relationship with it. We are not onty-e
bodied in the world, but also the world is the site and setting
for all activity.

1 Embodied practical action is tls®urce of meaning. We find
the world meaningful with respect to the ways in which we
act within it(Dourish, 2001)

These three elements give us an understanding of how humans make
meaning of the worlénd learmew things. Tk elements also tell us

that we cannot avoid taking action. Even if we decide not to act, it
still has consequences. If we look at computer games againknot ta
ing action can have the consequence of losing the game. Most action
ganes implementhis consegence. In a race game you will lose the
race if you decide not to drive the car. In a first person shooter you
will be shot by your opponents if you decide not to move or shoot.
The elements also tell us that taking practicgion is the source of
meaning

We can draw parallels to other fields of theory when lookingrat e
bodiment interaction and the making of meaning. The exampbes pr
vided in the paragraph above does not exactly say anything about the
psychological aspect of deciding whether to act or Tibey repe-

sent practical approaches to consequences in computer games and not
why we as humans decide not to act in a computer game or what it
can give us if we do which is what we will look at in sectich?2

Now that we have presented our methodology for thistlisis, we
will present our definition of computer games as well as interactivity,
along with presenting the theory of flow and discussing the i
portance of the phenomenon of Web 2.0 in relatiohivoNIA-thesis.

2.1.4Definition of Computer Games

Before we can talk about computer games, we will need a definition.
In order to establish such a definition of computer games, we find it
important to investigate other definitions. We will then use these to
crede our own.

One of the game definitionswe will take a look at is Jane
McGonigab .sShe lists four traits that define ganieboth digital and

{3



realworld: agoal, rules afeedback systenandvoluntary particia-

tion (McGonigd, 2011) Her definition of a goal is the specific tou
come towards which players will work hard to achieve. This adds a
certain purpose to the game. The rules of a game set the boundaries
within which a player can achieve the goal and pushes the ptayer t
think creatively and strategically. The feedback system helps the
player know the progress made towards the goal. This can be shown
in different ways such as points, levels or progress bars. Feedback
helps motivate the player to continue by showing that goal is
achievable. Voluntary participation requires that anyone who plays
the game does so by their own will and that they accept the goal,
rules and feedback, so that all players meet on a common ground to
play. Furthermore, the ability to enter eale a game when the pla

er wishes ensures that stressful or challenging tasks does anot ov
whelm players and the gameeisperienced as pleasurable and safe
(McGonigal, 2011)McGonigal also mentions interactivity, graphics
narrative, competition, rewards, virtual environments, and the idea of
winning, but she believes that they are not as defining for a game as
the four traits listed above.

Another definition of a game comes from Katie Salen and Ene Zi
merman who has comaped eight different definitions of games by
other game scholdrto createhefollowing definition of a game:

AfAA game is a system in which players enga
defined by rules that (Salen&l t in a quant.
Zimmerman, 2004)

In this definition the system of the game is what contains all objects
of the game and attributes of these objects, as well as the relation b
tween them and the environment the game is set in. The players are
people nteracting with the system of the game and there can be one
or several depending on the system. The artificial conflict means a
contest of powers that can focus on either cooperation or competition
and focus on solo conflict with a game system or multgragocial
conflict, which maintains a boundary to
games happen in the real world. The rules define what players can
and cannot do in a game system as well as providing the structure out
of which play emerges. The quantifiable outeora the result that

lets players know how well they fared in the game at the end and is
what usually distinguishes a game from less formal &slen &
Zimmerman, 2004)

By comparing the traits from McGonigal with the defimit from
Salen & Zimmerman we can find similarities and differences. Both

" David Parlett, Clark C. Abt, Johan Huizinga, Roger Caillois, Bernard
Suits, Chris Crawford, Greg Costikya, and Elliot Avedon & Brian Sutton
Smith(Salen & Zimnerman, 2004)

{3



definitions mention and explain rules in much the same way. The
goal is another aspect they both agree upon, where Salenm& Zi
merman uses the ternguantifiable outcome The goal that
McGonigal mentions also embodies the purpose of a game, where

Salen & Zi mmermand6és purpose comes

conflict that has to be overcome. Salen & Zimmerman do not me
tion afeedbaclsystemtheyonly explain the system of game obpect
As such Salen & Zimmerman do not operate with signs of progress
up until the quantifiable outcoma the waythat McGonigal does.
McGonigal mentionsvoluntary participation implying the players
that Salen & Zimmerman takes into their definition, whiakes the
correlation between players and the game into account as well.

These comparisons of game definitions provide us with the elements
we believe make up a good game definitione it digital or non
digital: rules, a system, feedback, goal, williptayers, and ao
flicts/obstacles.

Computer games have their own unique traits when compared to
physical games. The main difference is the platform on which they
are developed and published on. Whereas many athalogue
games (such as card games, spamtsboard games) take place in the
physical world, computer games take place in virtual worlds. Every
setting we can dream up can be created as a virtual world an-a co
puter. This creates the opportunity to be able to go from experiencing
epic adrentures m ajungle uncovering ancient secret® carving
down a mountain slope on a pair of skis surrounded by glaciers in a
matter of minutesThis illustrates the immediacy of computer games.
Salen & Zimmeman provide four traits of computer games which
further emphasize the computer as a gaming platform:

Trait 1: Immediate but narrow interactivity

Trait 2: Manipulation of information

Trait 3: Automated complex systems

Trait 4: Networked communicationSalen & Zimmerman,
2004)

= =4 =4 =4

For further description of these traits, seppendix9.2 Furthermore,
nat all of these traits have to be present at once in a gtangame.
For example severabmputer gamesanbe played offline.

Using these traits for compart games along with the elements we
found for games in general, we can compriseveanking definition
of computer games:

A computer game is a syst&msontaining goals, rules and feedback,
capable of manipulating information and automate complex s



guences with which players can voluntarily interact to overcome
artificial conflicts resulting in a quantifiable outcome.

The purpose of our definition is to provide a structural framework for
later analysisWe also wish to point out that rules govern thetieta
between game mechanics in a computer game.

Having presentethe workingdefinition of a computer ganfer this
thesis it is time to look ahow we can definenteractivity in games.

2.1.5Interactivity in Games

As mentioned in sectio®.1.2he only way of making meaning of the
world is to interact with it. In order to make meaning of digitahtec
nology, humans need to interact with it. Therefore digital technology
is interactive. This also counts for computersl ahus computer
games. In this section we will take a look at what exactly interactivity
is and how it relates to computer games.

Looking at the meaning of the woidteractiveas explained by ©
fordds English Dictionary:

1. Reciprocally active; acting upaor influencing each other.

2. Pertaining to or being a computer or other electronic device
that allows a tweway flow of information between it and a
user, responding i mme @ xfard el vy t
Enlgish Dictionary)

This definition tells us thathe terminteractivedescribes an active
relationship between two objects. This is a very-gpecific defiti
tion of interadivity and itcan also be defined more specifically as:

A(é) measure of a nyeodetthetuser epestre nt i al
influence on the content and/or the form of the mediated comaunic
tion.0 (Jensen, 1998)

In section2.1.4he definition of a computer game stated tlysmes
are systemsso it would be sensible to look at howteractivity
works in a system.

An example of how this can be presented was created by Claus A.
Foss Rosenstand, Associate Professor in Digital Media at ¢he D
partment of Communicatioand PsychologytaAalborg University.

The systemhe presents is callesimulatorwhich consists of ami
terface, functions, and a model. When a user interacts with this sim
lator, it becomes aisage situationA representation of this can be
seen inFigure®.
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Usage situation

' The simulated (The communicated) N\
Simulator (The communicator) I
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I
I Input Input
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Figure6: Cl aus Rosenst and 6 ¢Roddrstargl,e201$)i t uati on Model

In the usage situation all elements have a reciprocal relationship with
each other. If we look @& computer game as an example for the u
age situation, we can explain it as follows: the user pressesidutto
on keyboar d a nidterface) whkiah turnsiiste binaryy
code (interfaceY functions) which is given to the game engine
(functionsY mode). The game engine then produces the right r
sponse and returns it (mod¥l functions) so it can be converted
from binary code to signals (functioNs interface) which the screen
and loudspeakers/headphones can present to the user (intérface
user). At eah step, information is flowing two ways and is always
immediate. Rosenstand explains the dotted line around the model as a
representation of the nafistinct boundaries of a usage situation,
which the simulator (or system) cannot control.

Now that we hae defined interactivitandexplained how it works in

a game system it is time to define meaningful interactivity in relation
to games. Brenda Laurel digital media theorist, explains in aniart
cle on thesubject of computers as theatat

fi( € youeither feel yourself to be participating in the ongoimg a
tion of the repr ¢auweeh1983) i on or you dono

Here the representation is the computer game. This feeling ofipartic
pation is rudimentary for a good computeante. If you feel di-
tanced from the action in a computer game, it will not be a wvery i
volving and engaging experience. Laurel also lists three variables to
help determine ha@ interactive a computer game can be

1 Frequencyis how often you get to interact.

1 Rangeis how many choices you have.

91 Significance is how much impact the choice has on the
game.



These three variables can help create the feeling of participation, but
are not as important as the feeling, according to Laurel, as they can
come from elsewdre as well, such as sensory immersion.

Another attribute she brings to the table regarding the experience of
interactivity in computer games is that it is very contipendent. If

the feedback from certain actions does not make sense in the context
of the game, the feeling of participation suffers. For example it-a bu
ton that has been assigned to one function throughout the game
changes function suddenly, the feeling of participation suffers, as the
player has t@pend time tdigure out the sudden nefunction of the
button(Laurel, 1993) This can also be seen as break in feowd -

lates to the theory in secti@l.6

To conclude this section, we will preseéhe most importandspects
of interactivity in computegames Interactivity can be considered
well implemented in a computer game when it:

Is immediate;

Has a high frequency;

Has a broad range;

Has significance correlating to the importance of the iotera
tion in the contet of the game; and

9 Fits within the context of the game.
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These aspects are a part of our-gneerstanding of how computer
games can be seen as engaging. Interactivity helps make meaning of
the computer as a platform for games.

With the definitionof conputer games andspects ofnteractivity
out of the way, it is time to look at the theory of flow and why it is
important to the thesis

2.1.6Flow Theory

One of the most fundamental theories to game design, in our opinion,
is the theory offlow. It was createdy the psychology professor
Mihaly Csikszentmihalyi when he attempted to explain happiness
(Debold, 2002) and presented in his woFtow: The Psychology of
Optimal ExperienceFlow as a theory covers the phenomenon of
people bsing themselves in a task for stretches of time, where time,
hunger or physical fatigue will go unnoticed by the person, because
of a mental state of flow.

Csikszentmihalyi identified eight main components of flofwvhich
not all are required to achiegestate of flow:

9 A challenging activity requiring skill;

{3



A merging of action and awareness;

Clear goals;

Direct, immediate feedback;

Concentration on the task at hand,;

A sense of control;

A loss of selfconsciousness;

An altered sense of tim€sikszentmihalyi, 1990)
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In Figure 7 below is a graphical representation of how the state of
flow develops throughout a task.

Flow

AR channel

Challenge

Boredom

0 Skill @

Figure 7: A visual representation of a persn's skill development in dealing with
a challenge with increasing difficulty

In the development of flow in a task,l dasks involve a certain
amount of challenge to overcome. Each person has an amount of skill
he/she can use to overcome the challengieftask. In the above

exampl e, the personédés skill l evel i's adec
task at hand, resulting in a state of flow. The challenge of the task,
however, increases and the personds skill

to handle the challeegof the task, causing the person to leave the

state of flow and enter a state of anxiety. The person then learns new

skills to cope with the increased challenge, ardmters a state of

flow again. After some time, the challenge does not increase but the

personédés skills keeps deveddmpi ng, so the
guate, and therefordné person enters a state of boredom, until the

challenge of the task increases again. This cycle can continuée indef

nitely, in theory.

As mentioned insection2.1.2 phenomenology has connections to
the theory of flow. In the example of tllegagon bugging outhe
player is in a state of flow, where the challenge of fighting the dragon



meets the skill set of the player. Thlayer is immersed (loss of self
consciousness) in the game, his actions and awareness are merged,
and he is concentrating on the task of killing the dragon. When the
dragon suddenly bugs, the action and awareness breaks connection
and his concentration ipulled away from the task of killing the
dragon,as the player focuses on the bugged state ddrdigon. This

also breaks the immersion and the player exits the state of flow. The
phenomenology term readinesshand can be seen as comparable to
flow andthe term preserdat-hand can be seen as a break of flow.

When talking about computer games and flow, one person ig4in pa

ticular interesting. Jenova Chen, a game developer, made a thesis

calledFlow in Gameslescribing how the theory of flow is best used

in computer games. He identificthree core elements, based on
Csikszentmi halyi 6s eight components, a <c
to allow theplayer to achieve a state of flow:

1. As a premise, the game is intrinsically rewarding, and the
player is up to pkathe game.
2. The game offers right amount of challenges to match with
the playerdés ability, whn-ch all ows hi
to the game.
3. The player needs to feel a sense of personal control over the
game activit(Chen, 2005

In order for a game to allow a player to stay in a state of flow, some
sort of adjustment of the difficulty of the challenges has to be created
as well. Recalling the visual representation of the state of flow in
Figure 7, if a game has only one difficulty throughout the game, it
would either be too hard to get started with the game and the player
would be thrown into a state of anxiety from the get go or the game
would become boring after a while as the ptayekill increases
while the difficulty of the game remains the same. An adjustment of
the difficulty is not enough in its own, to keep players in a state of
flow. Some players have greater skills because of more experience
with computer games while otlselare novices, creating different
flow channels for each individual. A visual representation of this can
be seern Figure8 below.
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Figure 8: Different flow channels for different players.

To accommodate all the different skill levels, the difficulty has to be
adjusted dynamically. This can be donedmalysingin-game data,

thus in a way reading the skill level of a player, and then adjusting
the game difficulty according to th@tlunicke & Chapman, 2004hn

his thesis, Chen discusses how the difficulty of computer games
should be dynamically adjusted based on subconscious choices by
the player rather than adjusted @yalysingin-game data about the
skills of a player. Cheranalysedlifferent dynamic difficulty adjus

ment designs based on this analysis efjlame data and concludes
that none of them allows for the third core element of achieving flow
in games he identified; letting the player feel a sensewiral over

the game activity. He believes that by allowing the player to subco
sciously adjust the difficulty of a game, the player can get a feeling of
control over the gaming experience, whereas adjustments made based
on collected data merely takes thiwyer along for the rid¢Chen,
2006)

To prove his thesis, Chen created the game ¥@w aquatic exis

ence experience, where the players have to eat plankton in order
grow and where they can change the difficulty of the gémae-
selves by diving deeper into the depths of the sea. Here they can meet
larger creatures and try to eat them before being eaten themselves.
The game incorporated the elements Chen lsteblwas a success;

won a Game Developers Choice Award for B&siwnloadable
Game in 2008was downloaded more than 100.000 times in the first
week,and was played more than 3.5 million tingsce its release in
2006up until the award Sunilkumar, 2008)

8 http://interactive.usc.edu/projects/cloud/flowing/
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The theory of fbw is important ér this thesis becausteis part of our
pre-understanding of why we as peejke to take action in our las
and why we find computer games engagingd fun

Now that we have presented our fmederstanding of how playing
computer games is a meaningadtivity, it is time to move onto a
phenomenoncalled Web 2.0, whichgave way tahe wave of online
social mediaThis is relevant because it is a part of our understanding
of how people use media to express themselves and have control of
how their expegnce is on the Internet.

2.1.7Web 2.0

In this section we will describe the internet phenomenon widely
known as Web 2.0 as well as Groundswell, a phenomeinain
emerged through Web 2.0. These phenomena are important to touch
upon in the context of this M#hess as we believe they influence
how players view computer games as a madihthe participation in
them

Before blogs, wikis, MySpace, Facebook, YouTube etc. the internet
consisted mostly of databases governed by administrators, which
people could accesand browse through but not influence in any
way. The term Web 2.0 was first used by Daldiiucci in 1999 in

her articleFragmented Future

AThe first glimmerings of Web 2.

are just starting to see how that embryo mightatiep. The Web will
be understood not as screenfuls of text and graphics but as a
transport mechanism, the ether through which interactivify ha
p e n s(DiMucci, 1999)

This tendency is evident now with all the aforementioirgdrnet
services along with many others. People can now interact with each
other and web services like never before. Web 2.0 also allows for a
great deal of useinfluence It is possible for people to customize
their online experience to their own tasixamples of this can be
found in YouTube, where users can decide which channelsbto su
scribe to in order to be presented with videos to their liking, and in
Facebook, where users can choose which Facebook friends they wish
to receive updates from. Furth@sre, people can choose how they
wish to present themselves on these social media, having the poss
bility to hide and show a variety of information to others.

&
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Figure 9: lllustration of the interaction on the internet (Intel Corporation)

As Figure 9 illustrates there is a large amount of interaction taking
place on social media on the internet. Coupléti our previous d-
scription of Web 2.0 thislenoteswhat can becategorized as user
generated content.

The connection between people online also created a new movement.
This movement is described by Charlene Li and Josh Bernoff in their
book MAGroundswelll: Winning in a
T e ¢ h n o |lmotleir lroskdhey attempt to define the fundamental
change in behaviour online using the tegraundswell Their defin-

tion of thegroundswell is as follows:

AA social trend in which peopl e
need from each other, raththan from traditional institutions like
cor por a(lii&®errmoff, 2011)

Many of the examples of groundswell that they providéhair book
include blogs writing abousensitive information (e.g. commercial
informationfrom private companies which might make these amp
nies look bad) to which the response from the companies is threats of
lawsuit. Groundswell happens when the readers of that blog post
links back to the information on their own blogs, exposing theninte
tions of the company which can turn into negative PR. In essence, the
consumers are in control of the brands of the companies and the
companies need to listen to the consumers to get an advéhit&ge
Bernoff, 2011, pp. 145).

Li & Bernoff argue that groundswell is created from the collision of
three forces:

&
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1 Peopleand their ability to draw strength from each other and
depend on each other is a very important aspect of
groundswell. Throughout history people have stamgther
against institutional power (e.g. in social movements lke |
bour unions);

9 Technologyis the aspect that has made social interacten b
tween people across the world possibie Bernoff claims
that almosteveryone is online (in 2010 the perceg@aof
Americans online reached 79% and the percentage @f Eur
peans online reached 69%). The connection between people
is growing ever faster and more ubiquitous in correlation to
the amount of people with broadband and a cell phona-cap
ble of connecting tdhe internet;

1 Economics which on the internet translates roughly toftra
fic. The more people that are online, the greater the potential
of clicks on advertisement banners is, thus the greater the
value is for companies. More mobile applications akso f
ture advertisemen(ti & Bernoff, 2011)

Out of the three trends listed above, the one that seems to be the most

enabling for groundswell is technology. It seems that understanding

the technology of groundswell would be alid fundament on its

own. According to Li & Bernoff, however, the technology changes

so fast that it is more important to understand the driving forces of

the technologyi the relationships between people. The ability to

connect and cooperate that peogle capable of is the foundation of

groundswell. Regardless of the type of technology, people are good

at connecting and cooperating, which is why listening to consumers

is the key to mdld&Bemafn2pldni esd success

Both Web 2.0 and Groundswell showcase great amounts ofruser i
fluence and it is our belief that these phenomena influence the way
people view other media. We believe that people getting used to the
amount of influencehat Web 2.0 and Groundswell accorodates

will come to expect this amount of influence in other media timey e
counter.This behaviour is also what we would describe as adton
mousi exactly in the sense that users exercise more influence and
are less controlled in their behaviour onlitiecan be argued that
most games allow for user influence in the form of interactivity;
players can control the game in some way or the other and thus infl
ence the outcome of various scenarios. But the amount of influence
players have is limited when compagito the possibilities of online
services regarded as part of Web 2.0. The gaming industryl-has a
ready tried to accommodate this trend with examples such as Little
Big Planet(Media Molecule, 2008and ModNation RacerfJnited

&



Front Games, 2010yhere players can create their own game worlds
and share them with other players througlgame platforms

2.1.8Summary

This concludes the introduction to the problem area and the-unde
standing wehave of fun ad possible human motivation for engaging

in both the activity of playing and the activity of producing online
content.Earlier in this section we presented the field of phemenology
and we used this field of theory to describe our understanding-of h
man ation. As such, we believe that we as humans have a need to act
and through action we make meaning of the world. This is ourrunde
standing of human motivatioWe primarily understand fun in the
terms of achieving a state fibw, and we understand thabroputer
games can be categorized as highly interactive méd&theories of
flow and interactivity form our understanding of player motivation as
the theories describe the elements needed in order to engage people
to interact with digital mediagFurthermoe, we compared the defin
tions of computer games in order to describe the formal structure
from which computer games are created. Finally we touched upon
Web 2.0 and the ability of it to describe that people show auton
mous behaviour through usgeneratedcontent. This applies for
computer games as well, a factor we worked on in our previaus pr
jects (Haferbier & LundPedersen, 2012}t is now possible to go a
step further and introduce the problem statement and the funtdame
for furthe investigation in this thesis.



3 Problem Statement

The goal of the MAthesis is to understand why we play games. |
the backdromf our preunderstandingve will shape the framework
of analysis. Setting up a proper theoretical frameworkiregws to
investigate theories concernipayer and human motivation.

The aim of the MAthesis is to answer the following problem etat
ment:

f How can knowledge on the
help usto understand plger motivation and how does ite-
late to human motivation?

As such, the purpose of the MAesis will be to investigate twofeli
ferent aspects of computer games: on one side the game design
ments that make a computer game fun and on the other sideythe f
chological aspects of human mattion.

The MA-thesis will not only be based on theories concerning ga
design and human psychology, but also the working hypotheses t
form our preunderstanding of the subject of computer games:

9 The value of player choice in computer games is impbtta
the play experience

statement we will delve into the fields of theory needed to answer t
problem statement.







4 Human Motivation

The purpose of this section is to investigatefiblel of human mat
vation, as we want to understand if and how it relates to playér mo
vation and fun in computer games. Part of the problem of the thesi
to provide an understanding of the aspects of human motivation
these might form a foundatiorf working with what players find
interesting when engaging in the act of playing digital games.

We want to emphasize that our goal with the Jih&sis is not to -
cover, to a large extend, the psychological fields relevant to huma
motivation. The field bpsychology is vast and to unearth anded
scribe every facet of it is beyond the scope of this thegeswill fo-
cus on one theory covering human motivation and use it to creatd
better understanding of player motivation and how it relatesve ha
ing funin computer games.

Wanting to understand the fun that comes out of the interacgon b
tween humans and computer games opens up many avenuessef in
tigation. We have looked at various theories which give meaning
the value that the action of playing angputer game can contain.
Using Csikszentmihalyi theory of flow (secti@rl.§ it is possible to
describe the value of an experience during a certain activity. As
have already described, being in flow isb® completely motivated
and engaged in an activity (i.e. playing a game of chess). This feeli
of being totally immersed is in itself valuable and people seek it ti
and again, because being in flow means that we have clear goals,
clear feedback onuv actions, and that our skills are tested in such
way that we are never too bored or too frustrated. Flow theory is o
way to give meaning to the terfun and the experience of playing
computer games, but it is only part of a larger field known agip®si F
psychology. Even though flow theory can be used to identify the vase ™
ue of playing computer games, we want to uncover more aspectsgo
the pure human motivation for engaging in the activity of play, ang
the components that are needed to make playing eemgames a |
fun and motivating experience. To make sense of human motivati@
we find it important to look into another theory from the field of
postive psychology, and we will do so accordingly.

4.1 The Psychological Approach

Human motivation is in itsel& large and complex concept, and it
contains many different elements that can explain how and why
act in our everyday lives. We will ease ourselves into the field b
looking at the writings of Daniel H. Pink an American journalist
and author who addsees the issue of motivation, strongly unfl
enced by the research performed by Edward L. Deci and Richard

Ryan. Deci and Ryan both works extensively with the theory calle




SelfDetermination Theory (SDTh theory we will look at later in
this section.

In his book,Motivation: The Surprising Truth about What Motivates
Us, Pink brings up three different drives of behaviour, basedxen e
periments performed by Harry F. Harlbwthe first drive is the loi
logical one (i.e. the needs for eating, sleeping);dtee second drive
is the one that affects from the outside (i.e. in the form of punis
ments and rewards); and the third drivevhich was discovered as
part of the experimenisis intrinsic motivation (i.e. enjoying the pe
formance of the tasKHarlow, Harlow, & Meyer, 1950)

Daniel Pink refers to the industrialization as teega of motivation

2.0, in which the primary methods of motivation were to use either
punishment or reward in order to achieve the proper behaivieith

the belief that there would not be any side efféeisk, 2010, p. 19)

The mindset behind motivation 2.0 was that if you wanted people to
perform better in a certain task you would only have to promise a
significart extrinsic reward to them. According to Pink this is &mi
conception:in several studies, the use of extrinsic rewards or pu
ishments has proved to be effective for shern, extrinsic motia-

tion, but downright devastating to the intrinsic motivatiorhich
might result in a loss in performance or loss in interest for the given
activity (Pink, 2010, p. 8)

As mentioned earlier, the writings of Daniel Pink are stronglyunfl
enced by the studies of Edward Deci and RicHaydn. In 1969,
Edward Deci performed studies of a similar nature to the ones that
Harry Harlow underwent with rhesus monkeys. Deci designed an
experiment in which he compared groups of students who were
tasked with solving &omapuzzle(seeFigure 10) in order to inve-
tigate how the third drive, intrinsic motivation, played a role in the
activities of human being®eci E. L., 1972) Surprisingly, the result

of the experiment was that the group tfdents, who had been paid
for solving the Soma puzzle, and then later stopped receiving-extri
sic rewards for the puzzlplving, lost interest in the puzzle andpe
formed worse than their counterpé?ink, 2010, p. 8)

® Harry F. Harlow was a professor of psychology at University of Wisco
sin. His experiments involved havinigesus monkgs solve a simple puzzle.



Figure 10: Soma puzzle

Daniel Pink gives us an overview of the ideas behind the research
into human motivation, but in order to better understand the impact
of both intrinsic and extrinsic motivation on the activities of humans
we will provide an overview of the source itself: SBIétermination
Theory.

4.2 Selt-Determination Theory

In order to give a proper introduction to the field of self
determination theory we will provide the reader with a concise-ove
view of the historical devepment of motivational theories.

During the 19606s a shift towards cogniti

concept of psychological needs was repudidteitls replacement
consisted of the concept of goals as the dominant motivational co
cept. Thus, the concepf psychological value of outcomes was-d
fined functionally (i.e. not related to need satisfactiomuch as the
concept of reinforcement has been defined functionally in operant
psychology by B. F. Skinnavhich will be elaborated upon in section
4.3 According to Deci et al., the problem of this developmeas tine
shift in focusfrom the content of goal selection and pursuing to the
process of selecting and pursuing goals insf(Badi & Ryan, 200Q)

Several theories have treated motivation as a unitary concept, either
by not specifying types of motivation or by specifying types but then
adding them together to form a total motivational framework (e.g.
Bandura, 1996; Hull, 1943%uch theories, and also theories like B.
F. Skinner 6s t hemnmngyhaveheen alpedo effen t
tively predict amount of behaviour, but they have been less effective
in predicting qualities of behaviours. SDT maintains that knowing
whetherpep| e 6 s mot i awonamoumr morecontrollede

is important for making premdict

conditio

i ons about



gagement, performance, and wiedling than is the overall amount or
intensity of motivation(Deci & Ryan, 2012)

Supporters of selfietermination theory maintain that in order to fully
understand goalirected behaviour, psychological development and
well-being, there is an incentive for addressing needs that:

9 give goals their psychological potency,
1 influence which regulatory processes that direct human goal
pursuit(Deci & Ryan, 2000, p. 228)

4.2.1Concept of Needs

Before delving into the specific needs that make up the foundation
for self-determination theory, it is relevaid look at the historical
perspective of the concept of needs.

4.2.1.1The Early Needs Theories

In terms of the empirical psychology of motivation there exist two
different traditions which utilized the concept of needs. In the field of
experimental psychologyull (1943)proposed a move towards-u
derstanding molar behaviour by rel
needs and the conditions in the environment relevant to them. Hull
identified a set of innate physiological negdsg. for water, food,

sex) which gave rise to drive states, pushed an organism into action
and must be satisfied for the organism to stay healthy. By linking
drive stimulation to the responses that lead to drive redyd&éam-

ing was produce@Hull, 1943) The idea of drive state reduction was
used to predict subsequent behaviour in an organism, and the whole
tradition produced a vast array of findings. The shortcomings of these
drive theory assumptions were that it wasidiifit to provide a meaa

ingful account of spontaneous activities (e.g. vigorous play arid cur
ous exploration which also can be observed with people playing
computer gamgsand they had no immediate ties to the dynamics of
drive reductionDeci & Ryan, 2000, p. 228As mentioned earlier in

this section, Harlow(1950) performed experiments that resulted in
recognition of intrinsic motivation, and these experiments, alongside
otherdriveh eor i st sé6 attempts to BmBccount
taneous activities further supported the recognition of intrinsié- mot
vation (White, 1959)and this eventually led to the identification and
specification of the psycholazal needs.

The work of Murray(1938) represents the second tradition focusing
on psychological needs. Rather than addressing needs at the-physi
logical level, Murray viewed needs as of psychological nature and
primarily as obtained rather than innate. Murray proposed aidefin

tion of the terrmeed
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AA need is a construct (a conveni

that stands for a force (the physichemical nature of which isw
known) in the brain region, a force tharganizes perception, appe
ception, intellection, conation and action in such a way as tetran
form in a certain direction an
(Murray, 1938, pp. 12324)

According to Deci et alhie definition is broad and as such it can be
said that anything that spurs a human into action is a need, and this is
further emphasized by Murrayos
such as greed and dominance within his list of needs. The simertco
ing of this way of focusing on psychological needs is that iteepr
sents an array of motives whose pursuit may or may not leadito opt
mal psychological functionin{Peci & Ryan, 200Q)

4.2.1.2Definition of Needs in SDT

Self-detemination theoy is based omoth of the traditions previsd
ly mentioned. As in the tradition of Hull, SDT defines needsnas i

nate, organismic necessities rather than obtained needs, and as in the

tradition of Murray, SDT defines needs on the psychological level
rather han the physiological level. Thus, a definition of needs a
cording to SDT can be written in the following way:

A(é&) ne eitmte pspchoogichl yutriments that are esse
tial for ongoing psychological growth, integrity, and webleingo
(Deci & Ryan, 2000, p. 229)

As previously stated, thregeeds havéeen identified: the need for
competencerelatednessand autonomy The definition assumes a
fundamental human movement toward optimal functioning agd ps
chological halth. In other words, needs are defined as univeesal n
cessities, and as such thepresenthe nutriments that areqeired

for optimal development, psychological health and proactivity for all
humans. As mentioned, the needs are not learned but szadret

inherent part of human nature, and operate across gender, culture and

time (Deci & Vansteenkiste, 2004)

The three needs: competence, relatedness and autonomy, evere d
rived empirically. Various phenomena caused thenmising of
these human needs to be universal in order to provide meaningful
interpretation. The needs are based on research on various ghenom
na such as: the undermining of intrinsic motivation by tangiele r
wards(Deci, Koesner, & Ryan, 1999)contextual factors promoting
the internalization of extrinsic motivatiofiRyan & Connell, 1989)

and goal contents and lifestyles affecting wing (Vasteenkiste,
Ryan, & Decj 2008)

In order to understand and use the concept of needs, we will need to
broaden our understanding by looking at various descriptions of each
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need. First, a short summary of them will be provided and afterwards
a more indepth description will fothw:

1 CompetenceTheh u ma n lneate mWagpife $0 grow abil
ties andto gain mastery of new situations and challenges.
This extends to the experience of beating a challenge-or d
veloping abilities in a meaningful way.

1 Autonomy: Reflect the innate desire take actions out of
personal volition.

1 Relatedness:The need to have meaningful connections to
others(Rigby & Ryan, 2011)

The need for competence addresses the assumption that, throughout

life, people seek to engage theirndoin an attempt to master it and

by doing so achieve a sense of competency. The need concefns pe

pl ebébs innate desire to be effective when
around themWhite, 1959) The need for autonomy concenpeo-

pl eds urge to be a driving force behind &
(i.e. personal willingness), and to act in accordance with their own

values and interest8eing autonomous does not automatically entail

the independence of others, but rather iangeto be able to feel a

sense of choice and willingness when taking actianich also is a

part of our computer game definition in secti.4), whether these

actions are initiated independently or in resgmoimo a request from

people in close relationshig€hirkov, Ryan, Kim, & Kaplan, 2003)

Finally, a good deal of the daily activities in life involves othew-pe

ple and is as such directed at experiencing the feel of belonging (e

ther to someone or to somewhere). Thus, the need for relatedness

concerns the drive towards interacting with and commgdb other

people(Baumeister & Leary, 1995)

4.2.2SDT and Intrinsic Motivation

Satisfaction of the describepsychological needs helps facilitate

peoplebébs autonomous motivati-on (i .e. acti
tion and endorsement), whereas hindering these needs pramotes

trolled motivation (i.e. feeling pressured to behave in certain ways)

or being demtivated(Deci & Ryan, 2012)

In healthy individual development, people move in the direction of
greater autonomy. This entails internalising and integrating external
regulations over behaviour, and learning to effectivedyhage drives
and emotions. Additionally, it means maintaining intrinsic motivation
and interest, which are vital to assimilating new ideas and experien
es. When people are more autonomous, they exhibit greatereengag
ment, vitality, and creativity in theiife activities and relationships
(Deci & Ryan, 2012)

O



The concept of autonomy is, at different times, used to refer tm-a m
tivational state, to an enduring motivational orientation, and tm-a fu
damental psychological needepending on what problem is being
addressed. A central function served by the concept of autonomy
within SDT is to differentiate types of motivation with their @orr
sponding qualities of functioningVe will further investigate the idea

of differentiation of extrinsic motivation.

4.2 .3Differentiation of Extrinsic Motivation

The classic example of being extrinsically motivated is by acting in
the pursuit of rewards or avoidance of punishments. This is referred
to by external regulationwhich is the type of regation emphasised

in operant psychology as described in sectidThere are two du
types of controlled extrinsic motivation: external regulation and i
trojected regulation. The first can be exemplified as aecond
tioning by way of punishment or reward. The second can be exempl
fied by way of parents rewarding their children according to how
well they perform in schoolThe individual child can therefore be
controlled by how it perceives itself accordingtie performance in
school (i.e. ifthe child receives low grades, the sedteem caned
cline) which canreault in negative welbeing consequencébeci &
Ryan, 2012, p. 89)Furthermore, because these valaesonly par-
tially internalized, people will typically not feel fully volitional when
enacting them so the behaviours are motivationally unstabl@eand
strongly connected to loAgrm commitmen{Deci & Ryan, 2000Q)

When individuas understand and accept the real importance of an
activity, the regulation of extrinsically motivated behaviours is more
autonomous. This type of regulation is calidéntified regulation
because of the individuals identifying themselves with the value of
the behaviour. Finally, when identificationatchesother identifi@a-

tions, needs, and experiences, the resulting regulation is referred to as
integrated regulationwhich represents the most highly autonomous
form of extrinsic motivatior{Deci & Ryan, 200Q)

We now have severalubtypes of autonomous motivatiexternal
introjected identified and integratedforms of extrinsic motivation,
alongside with intrinsic motivatiorkigure 11 illustrates the levels of
autonomous and controlled motivation:



Behavior Nonself-determined . i o Self-determined

Type of Amotivation | Extrinsic Motivation Intrinsic Motivation
Motivation I

]

1

Type of Non- I External Introjected Identified Integrated I Intrinsic
Regulation regulation Regulation Regulation Regulation Regulation I Regulation

Locus of Impersonal External Somewhat Somewhat Internal Internal
Causality External Internal

Figure 11. A taxonomy of human motivation (Deci & Ryan, 2000, p. 237)

It is important to note, that while intrinsic motii@t and integrated
extrinsic motivation share various characteristics, such as flexibility
and volitional engagement, they differ in that intrinsic motivation
refer to doing behaviour because it is interesting and enjoyable in its
own right. But, integratd regulation refers to doing the behaviour
because it is personally, though instrumentally, important, valued and
meaningful to the persow good example of this is when one studies
hard to achieve competencies needed for a later career. Even though
the dudying is done with personal volition it is still a form of emtri

sic motivation since the activity of studying is not done out of sheer
enjoyment(Deci & Ryan, 2012, p. 89)

Different types of regulation can -@xist and within SDT there is

often a focus on theelative autonomyo f a personds actions,
procedures that aggregate these multiple motjRyan & Connell,

1989)

4.2.4Manipulation of Goal Orientations

As the theory above shovikere is a correlation between thvaat

and why of pursuing both intrinsic and extrinsic life goals. As we
have already described there are different levels of extrinsic aotiv
tion, and we can primarily talk about motivation as eithetoro-
mous(i.e. intinsic motivation)or controlled (i.e. extrinsic motia-
tion). The examples provided suggest that people oriented towards
extrinsic goals is also more controlled in their behaviour, whereas
people oriented towards intrinsic goals is more autonomous in their
behaviour. Having either controlled motives or autonomous motives
thus ultimately determines whether a person will be pursuing goals of
extrinsic or intrinsic valu¢Deci & Ryan, 2012, p. 92)

Ryan et al. describe pgriments in which two groups of business
students were presented with study material, along with two different
goal orientations. One of the groups were told that the study material
would improve their understanding of themselves (i.e. personal
growth), and the other group were told that the material would help
them earn more money in their career (i.e. extrinsic goal of wealth).
The results of this experiment indicated that the group of students



that studied under influence of intrinsic orientation ledrtiee mag-

rial better than their counterpart who had the extrinsic orientation.

Furthermore, the later presentation given by the students on their
study material were rated higher for the intrinsic oriented group than

for the extrinsic oriented groypeci & Ryan, 2012, p. 93)

4.2.5Summary on SDT

In the previous section we have presented and described the theory of
SDT. The theory forms a foundation for discussing computer games
in terms human motivation. We find SDT relavéecause the theory
includes basic psychological needs, and that these needs can describe
the reason for engaging in the activity of play. On that note, we can
argue that the concept of autonomy can relate to computer games in
more than one sense: autampas a factor for performing play and
autonomy as the fundament for voluntary participation. Ai-me
tioned in sectiorR.1.4the game definition suggests that every good
game should contain voluntary participatiand if autonomy sign

fies the act of personal volition, then computer games are inherently
autonomous.

Having looked at human motivation we can draw connecti@s b
tween the theory of flow and SDT. If we recall the different comp
nents and elements of flg they have some similarities to ourdin
ings in the section above. For

exampl e (

Csi kszentmi halyi s sixth component,
relates very wel/l to aut onoeany. Additional

ments directlystates that games as a premise are intrinsically dewar
ing, which also is important for human motivation in according to the
theory of SDT. Furthermore, we have found that humans have an
inner driving force, motivating them to act in the world, but that e
ternal stimuli affects some aspects of our motivation as well.

4.3 The Virtual Skinner box

Having explained intrinsic and extrinsic motivation in relation to
SDT, it is relevant to look at extrinsic motivation in relation torepe

ant conditioning which can becategorized as external regulation,
and how its concepts are implemented in computer games.

We wi | | start by pr-estlkeopeiam goidt h e
tioning chamber. It was developed by the American psychologist
Burrhus Frederic Skinner at Hard Universityin orderto study
both classical conditioning and operant conditior(f@@ginner, 1953)
Classical conditioning is what the Russian psychologist lvan P
trovitj Pavlov researched with his famous experiment, wheteby
ringing a bell each time he fatbgs, eventually could make the dogs
drool just by sounding the bell. In effect, he taught the dogs to react
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to the sound of the bell as they would to just food alone by pairing
the two stimulus long enoudfodes, 2002)

Operant conditioning igteresting in terms of game desidghmakes
use of reinforcementand punishmentto modify behaviour The
American psychology professor, Raymond G. Miltenberger; d
sclibes these methods in his ddoBehaviourModification: Pring-
ples & Procelures Reinforcement is used to increasehaviour
while punishment is used to decred&shaviour There araifferent
ways to reinforce and punisbehaviour Reinforcement has two
sides:positive and negative In positive reinforcement an appetitive
stimulus is added following desirdasehaviour Negative reinfore-
ment has two sidegscapeandactive avoidanceEscape is when a
noxiousstimulusis removed following desirellehaviourand active
avoidance is whethe behaviouravoids noxious stimuli. Punishment
also has a positive and a negative side. In positive punishmert a no
ious stimuli is added followingehaviourand in negative punishment
an appetitive stimuli is removed followirlgehaviour(Miltenberger,
2008) Furthermore, schedules can be introducegadsitive rein-
forcement. This means that the appetitsienulus isdelivered a-
cording to a schedule. Theegistfour simple schedules:

9 Fixed intervals areschedules that dekr reinforcementsfa
ter " amount of time.

9 Variable intervals areschedules that deliver reinforcements
after an averageramount of time.

9 Fixed ratios are schedules that deliver reinforcements after
every ' response.

9 Variable ratios are schedules veine thenumber of respa:
es necessary for reinforcement varigem trial to trial
(Miltenberger, 2008)

Skinner researched operant conditioning on subjects, such as rodents
and pigeons, placed in the box. To accommodate ppeomdition-

ing experiments with rats, the box is fitted with a lever and a food
dispenser. One aspect of the experiments was to use variable ratio
schedules to modifypehaviour In theseexperimentsa food pellet
would be dispensed upon a random amourrefses on the lever.

The rat then learned that the more it was pressing the lever, the more
food would be rewarded. The way this experiment differs from Pa

|l ovéds experiment is that the food is awar
dispense of food keeps the natessing the lever for more food
(Skinner, 1953)For a visual representation, segure 12. An ex-

ample of this can also be found with slot machines, where coins are
paid out at random intervals of Ipog the lever. Some individuals

feel compelled to keep pulling the lever for the reward even though



they might have lost several times in a row, because the next pull of
the lever might be the winning pylloftus & Loftus, 198).

Another aspect to the Skinner box is the ability of some versions of
the box to accommodate for escape in the negative reinforcement
category. This is done by delivering an electrical shock through the
floor if a certain amount of time elapses betwpeesses of the lever.

This teaches the rat to keep pressing the lever even though it does not
desire food anymorgskinner, 1953)

Pellet
dispenser

genarator

Electric grid

Figure 12: The Skinner Box (8BitScholar, 2013)

4.3.1Summary

The theory on operant conditioning is relevant to the clarification of
human motivation in the sense that it elaborates on externahregul
tion which is part of extrinsic motivation. For now the knowledge of
operant conditioning will be refad to extrinsic motivation when
used in the coming parts of the thesis.

In the coming section we will look at human motivation in the pe
spective of computer games and how fun can be derived from the
experience of emotions and the people playing saicegam






5 Fun in Computer Games

In this section we want to approach the term fun in several wa
This is done in order to enhance our understanding of what fun
beyond the aspects of ordinary game design.

As we metioned in sectiori, a common view on computer games as
fun, is by them inhabiting a series of interesting choices. If games a
indeed made up of interesting choicden that makes it important to
understand what it is that makes choices intargdty players. This
guestion is fundamental, or at least should be fundamental, to
game design. The interesting task is to answer it in new and vario
ways, and thus it becomes essential for the design of compu
games.

There exist many factors foreating player interest. Essential for all
of these elements is the fact, that game mechanics engage a playe
offering choices and providing feedback. As we describestation
2.1.4 a computer game is astgm that ultimately provides feedback
to the player. Since game mechanics make up the bulk of a comp
game, it is essential for them to offer the players various choices a
provide feedback to the player according to the choices that th
make.

If we were to ask a dozen different players about fun, we wasld r &
ceive an equal amount of different answers. In that regard, maki
sense of how people respond to the play of computer gameswill
quire both the comprehension of player experieraed insightinto
the world of game design mechanics. In this section we will include
relevant theories and models pertaining to the understandingyef pl
er experiences and game design.

5.1 Player Types

In this section we will look into differemhodels mapping the miet
vations of players for playing computer games

One of the most quotepkrsonson the subject of player types is a
guably Richard Bartle. Bartle started his research in player types
he wanted to find out wh&iin meant to different players. During his
research and observation of playarsis MUDs (MultrUser Dun-
geons)’, he discovered that players had different motivations, i
gamebehavioursand play styles when playing. During Istial re-
search he identified four different types of playddisiers, socializ-
ers explorersandachievers He describes these player types ds fo
lows:




1 Killers are players who enjoy using tools provided by the
game to cause distress to other players.

i Socialisersar e pl ayers who enjwy wusing the
nicative facilites to apply the rolplaying of the game in
conversations and other interactions.

1 Explorers are playes who enjoy discovering as much as
they can in the virtual world of the game, both in the geogr
phy of the game as well as the mechanics of the game.

91 Achieversare players who enjoy setting gaioréented goals
for themselves and vigorously set out to achieve them
(Bartle, 1996)

In Figure 13 below you can see a visuabresentatio of the player
type model.

Acting
Killers Achievers

Players World

Socializers Explorers
Interacting
Figure 13: A visual representation of Bartle's 4 player typegBartle, 2004)

In this figure, the player types are situated on two axes according to a
pl ayer 6 s prafeeegce forintecatting with or acting on the
virtual world itself or its other players.

In this initial research Bartlaotes that these player typesre d-
servedin virtual worlds and thereforamight not suit all types of
games and that they onlppply to players playing for furFurthe-
more, hestatesthat these player typeto notoverlap meaning that
the characteristics of a Killer, fexample, cannot be found in Bx-
plorer(Bartle, 1996)

Bartle has since expded on these four player types himself, and
addedtraits which defineeach of his original player types as having
both implicit and explicit characteristics. By doing this, his original
four player types have doubled to eight player types:



m Griefers Friends Hackers Opportunists

m Politicians Networkers Scientists Planners

Table 1: The expansion of Bartle's original player types

The implicit types are generally more impulsive while the explicit are
generally more calculate&or an explanation of the ddfent player
types, see appendXl

Avisu a | repr esent atplayernypes €an lkeaseed-b e 6s ei ght
low in Figure14.

Griefers Opportunists
Acti
Politicienis Planpers
Implicit
Players P —World
Explicit
Friends Hackers
eracting
Networkers Scientists

Figure 14: A visual representation of Bartle's eightplayer types(Bartle, 2004)

Bartle explains that players often dot stay with oneplayertype

but drifts over time The tendency is that newcomers to the virtual
worlds start out by killing other players. When the allure of killing
othersweass off, they often go out to explore the virtual world. After
exploring the world, gaining knowledge, they try to win the game.
After winning they settle down and socialise with other players. This
drift he callsTheMain Sequencand can be viewed Figure15.
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Figure 15: A visual representation of The Main Sequene (Bartle, 2004)

Adding to The Main Sequence, Bartle has also identified player type
drifts anong the eighhew player types two main and one minor.
These sequences are:

1 The Main Socialiser Sequence
0 Going from Griefers to Networkers to Politicians to
Friends.
1 The Main Explorer Sequence
0 Going from Opportunists to Scientists to Planners to
Haclers.
1 The Minor Sequence
0 Opportunists to Networkers to Planners to Friends
(Bartle, 2004)

This new model along with the drifts observed is an important update
to the original model; the player types are less rigid anditifting
of players between player types shows evolvement among players.

Even though Bartle only observed these player types and the drifting
of players between them in virtual worlds it is important knowledge
for game developers, as virtual worlds canttanslated to other
game worldg mostly open game world with an implementation of
roleplaying mechanicd he accommodation for different player types

in one game can help keep a player interested even when they drift to
other player types.

Bar t | erdtyeshds aigce been updated\ligk Yee, a Ph. D.

graduate from Stanford Universitue t o t he model 6s speci fic
area of virtual worlds and because Bartle still states that components

of his player types do not relate to each qthed that type do not

overlap (Bartle, et al.,, 2009) Yee has observeténdencies in the



world of MMORPGS! that this does indeed happen, which is why he

wi shes t o updaHeeasedBralglayihgeaddssocials d e |

tion as an examplé:n Bartl edbs model they fall unde
but may not be highly correlatedhereas Yee sees correlatiog b

tween the twoAnother example he uses is that Achievers and Bocia

i sers are different types, which in Bart|
in the real world do in the form of raiatiented guild¥, such as in

World of Warcraft(Blizzard Entertainment, 2004)ee further &

gues against Bartlebés model because of it
players to what type they erand without resolving the issue of

components of a type not correlating, deteimgnp | ayer sé type

might resolve in the creath of new types rather than nse@ing

them(Yee, 2005)

I n Yeebs r esear ch arplayet typasntsthreet ed Bartl eds
main components with tesubcomponents based empirical quan-

titative research on MMORPG playetde did thisusing a series of
guestionnaires b@eee2005)dhe caBhpondnse 6 s wor k
canbe seen ifrigurel6:

—Achioveent |~ Socll | immorsion |

Advancement Socializing Discovery
Progress, Power, Casual Chat, Helping Others, Exploration, Lore,
Accumulation, Status Making Friends Finding Hidden Things
Mechanics Relationship Role-Playing
Numbers, Optimization, Personal, Self-Disclosure, Story Line, Character History,
Templating, Analysis Find and Give Support Roles, Fantasy
Competition Teamwork Customization
Challenging Others, Collaboration, Groups, Appearances, Accessories,
Provocation, Domination Group Achievements Style, Color Schemes
Escapism

Relax, Escape from RL,
Avoid RL Problems

Figure 16: Nick Yee's Player ComponentgYee, 2005)

Yee is careful not to call these components and subcomponeyis pla

er types, but rather psycholodiand social motivations to play. If

we compare these with Bartlebs player ty
Killer type does not have a separate component but correlates with

the competition subcomponent . Further mor e

is a mix of bothdiscoveryand mechanics subcomponents.

Anot her i mportant aspect when comparing Y
is that Yee went through the effort to madwpirical quantitative

research. Bar t | enpirical and thesdtischédwdtavas no't
validate(Yee, 2005) This, along with the very specific usage area of

Bartl edbs model , means that we wil/l find Y

components moreelevant for modern computer game players.
Bartl eds observat i oypesdéfstillignporteiit s bet ween pl
as it shows evolvemeimip|l ayer sdé motivations to play a

 Massive Multiplayer Online Rollaying Game
12 A community of players wding together to complete battles again$t di

ficult in-game bosses



Now that we have had a look atgame observations of playbe-
haviourand motivations, we will be looking at another way ef d
scribing what players find fun in compuigames.

5.2 An Emotional Perspective

Part of understanding what makes a computer game fun iokiyndp

at the emotions we as humagehibit when playing games. Bybo

serving our emotions it is possible to tell when we feel anger,i-happ

ness, joy, sadness oragement. The emotions can function as clues

to how we feel when playing a game, but as we will see it islhot a

ways that easy to find out exactly how we feel during play. In trying

to make sense of the way people respond to playing a computer game

wewillmake use of Nicole Lazarrods model of
exploring player experiencéksazarro N. , 2004)

Good game mechanics are separated from the more boring ones in
how captivating they can be, and how fast and caelgi¢he choices
absorb the playerds attentiesn. Essentiall
ured by how well they create an emotional response in a player. Fu
thermore, good gameplay requires ease of use so that players can a
cess the fun of a computer game. Ashwather forms of interaction

with digital media, players must know what to do (know how to
swing a sword in a rotplaying game, for instance), and they must be
able to easily discover the play opportunities (e.g. find fun and-ente
taining things to do wit a gravity gun in Haitife 2 (Valve
Corporation, 2004as illustrated irFigure 17). Fundamentally, pia

er experiences need to spark player engagement and erfidida,

et al., 2009, p. 4)

Figure 17: Using the gravity gun in Half-Life 2 (Valve Corporation, 2004)

One of the main problems with games arises in situations where
players know how to play, but nobWw to have fun. In this regard,
Lazarro operates with two distinct termssability and fun factor



The issues of usability is related to the way a player is making-choi

es in a computer game, and the fun factor is related to the elements
that make thosehoices interesting. In order to define these two a
pects she uses the following terms:

1 Usability Experience (UX) The accessibility of the oo
puter game controls and the ease of which the players can
accomplish what they expect.

1 Player Experience (PX)How well a computer game @
vides the type of fun that players wish to hdvé is not
possible for players to just press a button and feel that they
have won(Bartle, et al., 2009, p. 5)

The purpose of dividing features anthese two categories is tongo

pare the accessibility and fun factors of a game, and thus finding out
the different values that research into user experience and player e
perience strive to fulfil. The categorisation can be seen in the table

below:
UX Usability Goals: PX Game Goals: Entertan-
Productivity ment
Task completion Entertainment
Eliminate errors Fun to beat obstacles
External reward Intrinsic reward
Outcomebased rewards Process is its own reward
Intuitive New things to learn
Reduce worklad Increase workload
Assumes technology needs Assumes humans enjoy bei
be humanized challenged

Table 2: User and player experiences strive to fulfill different valuegLazarro
& Keeker, 2004)

Lazzaro provides a perfect metaphor for thinking about user exper
ence and player experience in cooperation and the values that they
fulfil:

A(é) much |like the two wheels on a bicycl
the drive chain to make the bike go (UX), and themttheel steers
and creat es(Bartleetal,2009, . »X) . 0

The UX wheel incorporates several methods for improving the ove

all user experience of a game, and these methods try to eliminate the
given errors in @aystem. The methods knovirom humanrcomputer
interaction have been utilized in game development in order to assess
the experience of using the computer game in question and among
these counts: heuristic evaluation, time to completion and player su
veys o satisfaction. The goal of the thesis is not to investigate the
field of user experience design, but knowing that these methods
largely improve the interface design and quality of the user exper



ence.One thing we have noticed is that UX can be connectede
interactivity of a system as described in secHdn5

The problem with usability is not the attempt to improve the fluidity

of the user experience, but rather that it does not address thefun fa
tor of a game. This is where the force of player experience design
comes in and aims to improve all the aspects of interactive iexper
ences that humans enjoy at play. Thus the focus of player experience
design is also to enhance the emotions arising out of(Blartle, et

al., 2009, p. 6)

Now that we have introduced the concepts of user experience and

player experience we want to dive into the subject of emotions in
computer games from the perspective of Nicole Lazarro.

Accordng t o

sons for play, and people play everything from casual, mobile games

Lazarr o,
and are therefore involved in player experiences. There are nany re

emoti ons r el

like Subway Surfer¢Kiloo, 2012)to Tower Defencé® games like
League of Legend®Riot Games, 2009)The reason for this could be

to achieve a sense of accomplishment, to relax or to feel excited

(Bartle, et al., 2009, p. 6Dne of the theories for engaging in akitiv
ties is related to the theory of flow (as we desctilmesection2.1.9.
Furthermore, many players use computer games to alleviatethe u
pleasant emotions of stressfaustration. These emotions can come
from their workspace and when they finally get home after a long day

of work they are able to use computer games to abstract from them

(McGonigal, 2011, p. 3)For a completdist of emotions found
through research on facial gestures see app@nglik

5.2.1Emotions

How exactly does emotion relate to the structure of a computer
game? The following figure is a visual representation efabnne-
tion between game mechanics and emotion.

Game Mechanic

)

Player Choice

)

Figure 18: The creation of emotion by way of game mechanics (Bartle, et al.,

2009).

What game designers are able to do within the boundaries oh-a co
puter game is to design thenga mechanics and rule structure that
players can engage with. These game mechanics are the vehicles of
engagement and emotions can emerge from the process of making

13 A genre of computer games involving the defense of a base fronmenco

ing attacks ok n e my
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decisions, based on the available game mechanics. This is not to say
that the audievisual side of computer games does not play a role as
they provide emotions from visceral responses to the audio amd vis
als presented to the play@artle, et al., 2009)

According to Lazarro, there are five distinct roles that teons can
fulfil in increasing player engagement within a game, and these are
outlined below:

Enjoyment <| D Learning

Affect
Performance

Focus Attention

Decision Making

Figure 19: Emotions play a central role in computer gameg¢lLazarro N. , 2007)
The five principles cabe described as:

Enjoyment: Players are able to enjoy the variety of sensations that
emotions facilitate.

Focus attention: Emotions ultimately affect the players focus. An
example could be when being attacked by an enemy tanoitd of
Tanks(Wargaming.net, 2010a player could experience the emotion
of frustration and inadvertently lose focus and stop protecting his
comrades.

Decision Making: Emotions aid in the making of decisions. Ax e
ample of this could be when you aexéd with the choice of certain
death or escape through a window unto a ledge of a high building as
in Left 4 Dead AValve Corporation, 2009vhere you will have to
escape from zombies by performing that exact action.

Performance: a first-person shoote(FPS) like Battlefield 3 (EA
Digital lllusions, 2011)an foster negative emotis as you perform
the repetitive behaviouof shooting an enemy and moving on,
whereas a computer game liknecraft (Mojang, 2009)can foster
positive emotions and inspire creativity by providing players with
endless tools for building a world of their own

Learning: Emotions reward the process of learning, and playing
computer games is essiatly learning the patterns of play and the
skills necessary to perform well in a game. For example, emotions
reward us when successfully learning to solve a puzzle of spaeial n
ture agn Portal (Valve Corporation, 2007Lazarro N. , 2007)



The role of emotions in computer games plays a significant part in

recognizing that there are ways of developing games that fosters di

ferent play styles and positive behaviour. As opposed to our pgescri

tion of the findings of B. F. Skinner where emphasis is on delivering

the right reward structure (and thus encouraging addictivevbeha

iour), emotions in games and game design is important to the player
experience. The role of aiitoam|l e Lazarroods
derstanding exactly how players enjoy computer games and what

motivates them to take action.

5.3 The Four Fun Keys

In 2000, Nicole Lazarro performed research at XEODesign with the

purpose of categorising the emotions that could arise from specific

ganme mechanics. The emotions that the players experienced were

grouped together, and by greuping the pl
chanics (based on their emotions) four distinct play styles veere r

vealed. These four patterns of play were dendtezFour Fun Keg

because each play style suited a collection of game mechanics which

in turn unlocks a different set of player emotidhazarro N. , 2004)

These emotions can be reviewed in appefdix

5.3.1Hard Fun

The main trait of the Hard Fun play style is that players will dedicate

themselves to the mastery and accomplishment of a challenge. The

mechanics of Hard Fun motivate and focus by requiring mainly skill

to complete a goal. The play Eyis called Hard Fun because the

game mechanics rewar i workhteat oehayer 6s hard
leads the player to become frustrated, but when finally overcoming

the obstacle the player will feel the emotionfiefro (i.e. triumph)

(Bartle, et al., 2009, p. 26)he play style is illustrated irigure20.
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Figure 20: Hard Fun PX (Bartle, et al., 2009, p. 26)

5.3.2Easy Fun

The main characteristic of Easy Fun is how player choice rewards
players with the opportunities for exercising their imagination. The
three elements uncertainty, ambiguity and iconic stories drive the
emotion of curiosity by providing what Will Wrightcalls intereg-

ing failure statesand also the sensation denoted by Hal Bariood
asthe joy of figuring it out Furthermore, players can express their
creativity both through playegenerated content and rgday, while

at the same time details encourage ttayguls to explore the virtual
game world' thus providing the chance of being surprising bynstu
bling upon new things. The emotion of surprise and the discovery of
new things also evoke awe and won(Rartle, et al., 2009, .033).

The play style is illustrated iRigure21.

14 A game designer who inventate computer gameshe Sims(Maxis,
2000)andSimCity(Maxis, 1989)
15 A game designer who worked on titles suchrakana Jones and the Fate

of Atlantis(LucasArts, 1992)
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Figure 21: Easy Fun PX(Bartle, et al., 2009, p. 33)

5.3.3Serious Fun

The main trait of Serious Fun isrfplayer choice to provide players

with the opportunities to form elements of perceived value. Cémpu

er games providing stimulation produces emotions like excitement

and relaxation, depending on the context for which players engage in

serious fun (e.g. wdén coming home from work and wanting to relax

and let loose from frustration). Practicing skills in computer games

produces either health or learning improvements or the use of

rhythmbased games or similar techniques allplayers to enter a

stat e oaft OARavéehrn ch can be .Exadilyaieed t o a st at e
state of flow serves the goal of eliminating negative emotions like

boredom and frustratonas t hey al | connect with the p
sen valuegBartle, et al., 209, p. 39) The play style is illustrated in
Figure22.
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Figure 22: Serious Fun PX(Bartle, et al., 2009, p. 39)

5.3.4People Fun

Finally, the fourth fun keys People Fun, and the main trait for this
key is how player choice rewards players with moments of social
interaction. The interaction between players creates competitive and
cooperative situations alongside opportunities for leading, mentoring
or perfoming. Personalization and playgenerated content fagil
tates selexpression and creation of more personal spaces, and also
fan communities. Furthermore, even though players interact with
NPC6s the same bundle of sadial
itated. Overall, this play style serves the goal of creating relationships
in and around the given computer gaBartle, et al., 2009, p. 45)
The play style is illustrated iRigure23.

nteract.i
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Figure 23: People Fun PX(Bartle, et al., 2009, p. 45)

In Figure24 a summary of th&our Fun Keyss illustrated.
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compete *zen out”

relationships vekis

Figure 24: Summary of the Four Fun Keys (Bartle, et al., 2009)

5.3.5Summary

Understanding the purpose and value of emotions allows for framing
the possible motivation that players have for computer games. The
Four Fun Keyscan pu a perspective on what it is that players find
fun and why they wish to play. This framework is based on extensive
research involving observation of the emotions that players show and
the categorisation of game mechanics are relevant to our understan
ing of game design and how it can be cortedd¢o player motivation.

&
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6 Analysis

Having covered the different fields of theory concerning human a
player motivation alongside patterns for fun in and around comput
games, it is now time to connect the differéheoretical approaches.
This is done in order to find out how human motivation can loe co
nected to existing computer ganieshus giving knowledge on the
different elements of computer games that best afford the experie
of fun and what motivates us those gangto continue playing for a
period of time.

This following section will contain the collection of data from éxis
ing computer games followed lilge analysis of these games as see
from the theoretical perspectives described in the first liakfeothe-
sis. The purpose of bringing examples from existing computer gam
to the table is to be piecing together the different fields of theory, a
also in order to see how they apply to these computer games.
interesting aspect of analysing computames by using knowledg
on Player Components and the Four Fun Ksye deliver an answer
to how player motivation can be connected to human motivation.

The section will be structured in the following way: first, we wiH i
troduce and describe the methfor collecting data. Then we will
describe the method for analysis and the components needed for
terpreting the content of the chosen computer games subjectye ang
sis. Finally, the methods will be applied to the computer games
have chosen and andebt analysis will be performed with ansu
mary on the content of the computer games and their connection €
the theoretical fields in question. At the end of this section we will
providean overview of the results of the analysis.

6.1 Data Collection

The following section will contain material regarding the collection
of data which will be used fdhe analysis. In this section the number

and nature of computer games chosen for analysis will be describ®0

alongside the structure from which the data collectidhhappen.

SDT will be part of the basis for choosing which computer games 1g
analyse. As criteria we will use the three basic psychological neeq
competence (C), autonomy (A) and relatedness (R). For each ga
listed, an assumption of the content vad made and the games will
be rated with either C, A, R or a combination of these (for simplicit
we will rate t hem winded whigmthegatne iehb o
lieved to fulfil primarily, and subsequently we will rate other need
wi t h a s-nidhkere ae nedixtioat are believed to be of se
ondary importance). Another criterion is that the computer game
guestion has been played by the authors. This is done to ensure




the content of the games that are submitted for analysis is known in

detal.

Computer Game

Need Satisfaction

Autonomy | Competence| Relatedness
World of Tanks - X X
Skyrim X - X

Table 3: Computer games chosen for analysis.

As illustrated above we have chosen two computer games for the
analysis. The resn that there are only two games is that we find
both games to be very broad in terms of content and game mecha
ics. These two games are also very popular among players and have
both won several awards since their release (for further information
on the @mes see appendiQ.4).

6.1.1Framework for Data Collection

For each game that we choose in connection with the analysis, we
will make use of the computer game definition presented in section

2.1.4 The elements of this definition will function as framework for

categorising the formal elements and structure of the computer
games. When the structure has been determined and the description

of said structure is completihe data will be used in accordance with

the analysis. The data collection structure will be formed as the table

below:

Game Definition
Structure:

Computer Game:

Examples:

Goals

Rules

Feedback

Quantifiable Otr
come

Voluntary Partici@-
tion

Table 4: Data collection framework.

The purpose of the data collection is to provide material for a gualit
tive analysis in which we will make use tbfe theories which were

covered in the earlier sections. By collecting data fronctivgouter
games it is our intention to try to cover the fields of theory that we
have chosen to use as framework for understanding fun in computer

games and

The analysis will not includeseveralcomputer games and we are

peopl

eds moti

vat.i

on

for

well aware that this means it might not be representative in any way.

Despite this, we will be performing qualitative analysis in order to

playing



identify the key elements in computer games related to SDT, The
Four Fun Keysand player type theory, and comparesthéndings to
the theoretical frameworPreece, Rogers, & Sharp, 2002)

6.2 Method of Analysis

In this section we will describe the method for analysing the d&ta co
lected for each game.

The analysis will be a four step methodiwa summary of the results
presented in a tablket the end of each stepirst step is to ascertain
which aspects of the data correlates toRleyer ComponentsThis

is done in order to determine which aspects of a game enable certain
player activitiesand motivations. Second step is to do the same with
theFour Fun Keysexcept the purpose here is to find out which game
aspects enables certain player emotions, thus identifying the elements
of the computer game that can be said to be fun. Third stepher
compare the now categorized game aspects with SDT to see which
aspects fulfil internal motivatiat parameters. Fourth step is tornde

tify and conclude which aspects fulfil external motivatibparane-

ters.

The reason for this four step methoddsharrow down the vast the
retical area which internal and external motivation covers whilst a
tempting to identify the patterns of play that makes the computer
games fun and engaging. We use this method as a guidelinento co
pare the elements of the motiimal theories with the game aspects
in a more concise way.

The resulting tabketo post theesults in will look like this:

Player Components Mechanics

Achievement
Advancement
Mechanics
Competition

Social
Socialising
Relationship
Teamwork

Immersion
Discovery
Role-Playing
Customization
Escapism

A e i o Bl

Table 5: Player Components Table

&



Fun Keys

Mechanics

Examples

Hard Fun
(Mastery)

Easy Fun
(Imagination)

People Fun
(Relationships)

Serious Fun

(Values)
Table 6: Fun Keys Table
SDT Player Components | Fun Keys
Competence
Autonomy

Relatedness

Table 7: SDT Table

6.3 The Elder Scrolls V: Skyrim

The purpose of the following section is to apply the framework for
analysis on TES V: Skyrim (just Skyrim, for future reference). We
will begin by looking into the possibl®layer ComponentsThe
Player @mponentwill be listed in chronological order according to

what we find present in Skyrim and its game world.

Skyrim is a singleplayer action rolglaying game in which a player
can create a character and explore the world of Skyrim through pa
terns ofexploration, dialogue and comb&or further information on
the game see append®4.2 Below is the data collection table for

Skyrim.




Game Definition

Computer Game:

Examples:

Structure TES V: SKkyrim
®  Complete the main quest ®  Use combat skills to level up your avatar
Goals ®  Level up your avatar e  Complete in-game quests to move different storylines forward
®  Obtain new skills (combat or exploration) ®  Fight enemies using melee, ranged or magic attacks
®  Defeat various enemies (NPC’s) especially dragons ®  Engage in dialogue with various NPC’s
®  Win the civil war for one of the warring factions ®  Traverse the game world to explore: country-sides, dungeons, caves,
®  Explore the story of the Dragonborn strongholds, etc.
e Explore the world of Skyrim ®  Achievements are platform-specific (e.g. Steam has its own
) hiev ts for Skyri
®  Obtain game-related achievements achievements for Skyrim)
®  The player controls an avatar of his choosing (either in ®  The player can choose from six ditferent races (each with specific
Rules first-person or in third-person perspective) abilities), and can customize gender and looks
®  The player will receive quests from NPC’s and through the | ®  Engaging in either conversation with NPC’s or exploring the world can
Radiant Story system trigger a quest
Continuous use of skills will level up an avatar ®  Fighting with an axe will increase the avatar’s Blunt-Weapon Skill;
Perk point is given to the player for every level gained every time the player uses a skill a small amount of experience in that
Three attributes governs the avatar’s condition: Health, ?kl]l ® game.d i X X
Stamina and Magicka; either one of these attributes can be L] The perk points can be assigned to any skill; perk points can be saved
upgraded during levelling of the avatar for later use
Attributes can be increased when levelling up ®  Health governs the vitality of the avatar; Stamina governs the amount of
e attacks and sprinting the avatar can perform before being fatigued;
ol 1 & 1 g Y ; Magicka governs the amount of magic spells the avatar can use (The
. ot ThicTeal Wor ) player begins the game with 100 points in each)
The player can change 'lhc difficulty of the game . ®  Either one attribute can be increased by 10 points
Th; plljalyter cz;n CUSIOT.IZE ‘h‘? avatar’s appearance, skills As a starting point, it is not possible to levitate or move through solid
jdn abilties for specilic prel EIEHC.E ‘ . . objects like walls
® ih;p]aye'r‘:a‘?]flcl?o;:dto us‘: dl&dﬁ:ent skills Tisted under | o Difficulty can be changed in the game menu, even during a battle
J categories: 1el, age an a
e  Diff ¢ locations i Sg im have diff inh ®  The player is able to outfit the avatar with different kinds of armour
dilmzl;lelr‘litesocanons m;Slcyrm haye:different inherent (Heavy/Light Armour protection against attacks from enemies)
5 A i . ®  The Thief governs the thief skills Lockpicking, Pickpocket, Sneak,
® V:/hen Z'Skﬂ!;i??hes maximiun it can be converted to.d Speech, Alchemy and Light Armour; Warrior governs the combat skills
cgendary skt Archery, Block, Heavy Armour, One-Handed, Two-Handed and
Smithing; Mage governs the magic skills Alteration, Conjuration,
Destruction, Illusion, Restoration and Enchanting
®  The game world features areas in which certain enemies with a certain
difficulty level will appear; it is very challenging to defeat these enemies
without the proper character level or skill
®  The maximum skill level is 100 and making a skill legendary resets it to
15 points and also resets all perk points for free distribution
®  Feedback on the physical condition of the avatar and ®  HUD: shows a Health bar, Stamina bar and Magicka bar; foes and
Feedback navigation of the avatar locations will show up on the screen with icons; a compass shows the
The player can track his/her level progress on-screen direction in which the player moves
Audio-visual feedback ® A bar showing the progress in levels is shown when the avatar gains a
: = 7 level
Storyline progression new feve L .
®  When the avatar is hit the screen blurs out; objects and NPC’s make
sounds when interacting with them
L] Players can keep track of how far they have come in a quest through
their Journal or via notifications on-screen as a quest is updated
The player is rewarded whenever he/she completes a quest | ®  Rewards come in the form of gold, items, XP, abilities, skill points or
Quantifiable The player is rewarded with XP by using his/her skills clues to quest or storyline
Outcome When levelling up the player is rewarded with a perk point | ® Using a two-handed weapon increases the skill level of Two-Handed
‘Weapons
®  Perk points can be used on a Skill Tree to unlock new perks for that skill
® A player can start a play session of Skyrim atany timeand | ®  The player can save the game through the game menu, and the game
Voluntary can also quit at any given point also features an auto-save function
Participation

Table 8: Data collection table for Skyrim

6.3.1Step 1:Player Componas

Comparing the data collected to tRiayer Components is evident

that the two categories, Achievement and Immersion, are present
within the game, and we will begin by analysing these two cemp
nents and their subcomponents in Skyrim.

6.3.1.1Achievement inkgrim

As we can see in the data collection table, the game accommodates
Advancement, Mechanics and Competition. Overall, achievements
can be earned in Skyrim and are given as descriptive titles: Using a




chemy to create potiencan yield theArtificier-achievement. These
kinds of descriptive titles are largely dependent on the platform that
the player uses (i.e. if the game is played via the Steam platform
achievements wil/l appear on the
player can gain achievements in fbem of honorary titles, the pja

er can also defeat various <challenging

towards an achievement in itself. As we will see there are many
forms of achievements in the game which can be identified by using
the subcomponents.

Looking at Skyrim in terms of Advancement, and seeing that it is a
singleplayer RPG, it is in the very nature of Skyrim to incorporate
mechanics of advancement. One of the goals of Skyrim is to create,
customise and level up an avatar. Creating and playing dardma
Skyrim entails choosing which character to play and how to play it.
The process of playing an Orc warrior, fighting every possible enemy
using heavy armour and tWwanded weapons might very well turn
into a play style in which the player finds it recfun to be stealthy
and thus going down the path of being a thief instead. No matter how
the player chooses to approach the world of Skyrim the progfess o
any given avatar is profound.

Levelling up you avatar plays a large role in Skyrim, and in oaler t
accommodate the advancement of the player it is based on ai exper
ence system related to skills. When you use a skill, you automatically
receive an amount of experience points (skill points) in that particular
skill. Eventually the amount of experiencaimed will cause a skill to
level up(i.e. seeFigure25).

1

LIGHT ARMOR INCREASED TO 16

Figure 25: Increasing light armour skill by taking damage

The system of advancement is put together in a way that no matter
which skills the phyer use, those skills will be the ones to upgrade
fastest depending on the usage (e.g. if the player usesaoded
weapons in combat, the Ghanded skill will be the one tevel up).

As intended in the game design, increasing the levels of youriskills

pl ayer ds

e



the only way it is possible to increase character experience points. As
the character level increases, a larger amount of character experience
is neededo gain a new level

Another aspect of levelling up a character is that the player will have
to male some decisions regarding the abilities that the avatar has.
There are two permanent character changes that can be made when
levelling up(seeFigure26):

1 One attribute (Health, Magicka and Stamina) can e i
creased by 10 pointgach attribute start with 100 points; the
High EIf race starts with additional 50 points in Magicka).
The choice for an attribute to increase is given every time an
avatar reaches a new level.

1 One perk point will be awarded per character level. Perk
points can be used to improve a skill and may be saved up
for a time when the player feels like investing them.

-
Hodor Stormborn

“ Perks fo increase: 2

The School of Destruction involves the harnessing the energies of fire, frostand shock:This skill makes it
easier fo cast spells like Fireball, Ice Spike, and Lightning Bolf. 1

100/100 _ 28/100

Figure 26: Levelling up in Skyrim

In addition to the character levelling system, Advancement in Skyrim

is presentedinwys of the NPC6s encounters. The p
game by encountering lelevel enemies, but certain areas of the

game world features higlevel foes which can be defeated only if the

player reached a certain level of combat skills. Skyrim is built @pon

|l evelling system in which some NPCO6s has
NPC6s scale in | evel alongside the avat a!
the player wil!l have to work on his avata

many challenges that the player will facetieworld of Skyrim.

In terms of Advancement, there are other ways for a played-to a
vance in Skyrim beyond the character related skills and abilities. O
tentimes, the player is given a quest as a result of an event in the
game (e.g. a bandit attack on immocent bystander prompting the
player to help; or the player reading a book giving information on a
legend worth investigating). Besides receiving various rewards for



completing a questhere is a natural progress in learning more about
the different sorylines that these quests impose, but also to reach the
conclusion of each quest resulting in advancement in larger quest
lines (e.g. completing quests related to the civil war in Skyrim).

Mechanics as a subcomponent does also play a large role iraghe pl
ing of Skyrim. Seeing as the game is largely based on an elaborate
skill-related levelling system, it invites the player to make decisions
regarding play style and the abilities th
es. If the player wants to, he can invesbasiderate amount of time
figuring out how to optimize the skills that are essential to the role
playing of an avatar (e.g. being a warrior it might be necessary to
forge your own armar, and by improving the Smithing skill increase
the chance to createetber armar). In addition to optimizing skills,

the player can use4game items to give temporary boosts to relevant
skills (e.g. as in the example with smithing the player might create a
potion boosting the overall smithing skill resulting in better anm

than normal). Optimizing skills can be quite a number crunching a
fair since items in the game give a certain percentage in beest d
pending on the ability of the item (e.g. the player might discover a set
of steel gloves giving 20% of extra damage whemg twehanded
weapons). Skyrim is filled to the brink with items and treasufes a
fecting the abilities and appearance of an avatar and as such allows
the player to tap into the underlying patterns of optimal gameplay
and understanding of the way thestgm works. This can lead the
player to use a considerate amount of timeisileg strategies and
testingpossible scenarios with the best possible outcome.

In terms of Competition, the game relies
that can be encountered wheavelling the vast expanses of Skyrim.

Opposite a MMO, in which players meet other players from the real

worl d, the players of Skyrim wil!.| only m
destined to be there by the developers of the game. Nonetheless, it is

possible to sayhat the subcomponent Competition is present in the

sense that the player is competing with both the friendly and hostile

NPCbs of sarkexample).the dragon fighis,which you

can engages a struggle to emerge victorious against the powerful

strength of an ancient mythical creature. Just as a player might find

joy in competing with and dominate other players, they can find e

citement and joy in dominating and competing against enemies in

Skyrim. Furthermore, the interaction between the plapeda NP C6 s

play an important part in the Competition component as the player

needs to accept the rules and boundaries of interaction in Skyrim.

Committing crimes has similar consequences to that in the real world

and is seen as provocative behaviour by tHe QNG s : stealing and
murdering in any of the major cities will be frowned upon by the

general population and the authorities, resulting in the player having



to decide whether to go to jail, bribe the authorities or fight their way
out.

6.3.1.2lmmersion in Skyrim

Looking at the analysis of the Achievement component of Skyrim
and the data collection table it is already possible to conclude that the
game of Skyrim is incorporating Immersion by nature. The game was
intended and developed as a siAgleyer roleplaying game and as
such emphasizes the elements of Immersion.

When playing Skyrim you, as the player, are presented with an open
world which can be traversed by either foot, horse or carriage (and
the occasional option to enter the map through a menu and choosing
to fasttravel to a location, depending on how much you intend to do
role-playing). The whole way that the game is structured calls for
Discovery in the sense of exploration (which is also one of the goals
of the game), and the desire to find hidden itemd lore on the
world of Skyrim. Figure 27 shows just how vast Skyrim is, which
affords Discovery.

Anl "

Current Location 141} Set Desfination Tirdos, 10:20 AM, 171h of Last Seed, 4E 201

Figure 27: Map showing a part of the world of Skyrim

Oftentimes, the best way to play the game is wymnhave a quest

to fulfil and need to travel from one location to the other. An example
could be, as part of the main quest, to travel to the top of the largest
mountain in Skyrim (called th&hroat of the Worly and visit the
group of Greybeards(a gatheing of old, wise menjocated at the

top. Even though you might have visited the location already (needed
for fasttravelling) it might be a better idegameplay and immersion
wise, to walk there on foot. Only then is it possible for the player to
explore the countnside and discover the many secrets hiddeh-wit

in. Thus Skyrim is a game heavily relying on Discovery, as thg pla
er is required to use a map to travel to different locations in order to

complete various quests.



Just as Skyrim is dependent Discovery, its core design is built up
around Roleplaying. As the data collection shows, the game is all
about character creation and how the player chooses to advance the
avatar throughout the game. This lets the player immerse himself in
the universe ofkyrim and the roles that can be played. In Skyrim it

is possible to perform several roles: warrior, thief, mage, wanderer,
outlaw, hero, assassin, etc. This can be done by using the 18 different
skills presented to the plar through the elaborate skillees(see
Figure28).

-——
Hodor Stormborn 9 <mm

1 Perks to increase: 2

The School of Destruciion
e

100/100
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B _A
Hodor Stormborn 9 <mm

Perks to increase: 2

100/100 - 51/100

Hodor Stormborn [

Perks fo increase: 2
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17 17

The art of Lockpicking is Used 1o open locked Boorsiand confoiners Fotter and with fewer broken lockpicks

100/100 51/100

Figure 28: A wide varity of role-playing options through skills

Furthermore, the world of Skyrim is filled with contextual lore gma

ic, magical creatures and weap@dnsnough to g& the hunger of any

pl ayer wanting to roleplay. Devel oping an
only aspect of roleplay presented in the gamie storylines and

questlines of the game universe poses the player with many tateres

ing dilemmas and requires tipéayer to make gamehanging chai-



es: joining either of the warring faction in Skyrim has consequences

for each side andttpe ner al popul ationds predisposit]
player Most importantly, the main goal of the game is to play the

game as the Dgonborni a character with the ability to useagm-

shouts to defeat other dragons. Whether the player chooses to do so is

just another testament to the roleplaying capabilities of Skyrim and

the emphasis on the player making his own choices.

In addition b the aforementioned subcomponent Roleplaying, the
player can customize the equipment and appearance of his avatar
adding to the depth of Roleplaying mechanics in the game. As far as
Customization go there is no limitation to the way a player can cu
tomise the chosen avatar (apart from using only the items in the game
universe). Skyrim features a whole range of amtbat the avatar

can be customised with (e.g. heavy or light armno a range of di
ferent materials: steel, iron, silver, leather, fuc,)etFurthermore, it

is posible for the player to dohis avatar with more formal looking
clothes giving the character the air of being a citizen in the world of
Skyrim. Another core to customisation is the possibility for thg-pla

er to improve several afting skills allowing the player to create
potions, armar, enchantments to existing items, and ejewellery.
Customisation in Skyrim is comparably rich and this enhances every
other aspect of the Immersion component for Skyrim.

Finally, we can take quick glance at the subcomponent Escapism. It
is not hard to find incentive for using Skyrim as a means to escaping
real life problems, or for taking a break away from everything. The
whole structure of Skyrim affords a player to enter and immerse on
selfin the peculiar game universe, thus providing a means fop-esca
ing possibly daunting real life problems while excelling at playing a
character in Skyrim.

6.3.1.3Social in Skyrim

Having looked at the subcomponents of Achievement and Immersion

it becomes clear toeg the premises of interaction in Skyrim. The

developers have created singlayer experience in which the world

of Skyrim is inhabited withnNPCb6s (in the
dits, guards, dragons, hunters, inn patrons, etc.). Therefore, the social

interaction between playjga nd NPC6s i s deeply affected

we l | both the NPC6s and their stories ar
universe. This will also be the premise for talking about the Social

component. Even though there is no real interaction betlwaman

being during the course of playing Skyrim, the dealings with the

characters encountered in Skyrim can be of great importance: if they

fail to engage, then the playing experience will suffer. Skyrim- co

sists of nine regions (or holds), each havtsgwn major city or Vi

lage. In addition to the major cities there are a number of smaHer vi

lages and settlements scattered throughout Skyrim. As NPCcintera



tion plays an important role, it quickly becomes essential for the
player to visit these inhateid locations in order to explore the ivar
ous dialogues that the game consists of.

In terms of Socialising, the player is able to explore differentesettl

ments and strongholds in Skyrim and thus receive various quests.

Actually, a large portion of quegiving in the game is performed by

interacting with inhabitants of Skyrim, and only a small part of the

guests are triggered by finding qugsting items in the wilds. Thus

the player relies heavily on the needs of
ability of than to convey their needs through storytelling andararr

tives (e.g. when walking into a general goods store in the village of

Riverwood the player overhears a conversation between a man and a

woman discussing the theff a valued item, which can be seen in

Figure29) . Hel ping out NPC6s is a big part of
is fuelled by way of the heroes narrative, meaning that the player is

the hero and the inhabitants are the ones in need of a mighty person

to come by and help ¢ém out.

Figure 29: Helping out NPC's in Skyrim

Looking at Skyrim in terms of the Relationship subcomponent it is
more difficult to see how the player can excel. The only meaningful
relationship possible to forge is by gainingidalers (it is possible to
become a Thane of a stronghold and thus be assigned a personal
steward. Followers can also be hired as mercenaries and the like). It
is possible for the player to have the followers help them out in dire
situations against hostid P C6 s , and it is also a possib
player to have his avatar marry their follower. This is the closest
thing the player will ever come to what can be classified as a-mea
ingful relationship in the gam&he way the game was designed only
allows for a fixed number of quests and storylines connected to these
guests. Even though the player is able to engage in dialogue and



choose how to respond to an NPC, it is possible to exhaust the var

ous choices in a dialoguthereby triggering the same respsricbm

an NPC. Overall, this can limit the possibility for meaningful conve
sations with NPC6s around the worl d

Finally, we can analyse Skyrim in the terms of Teamwork. Again, we

can turn to the interaction between
form of teamwork or group effort encountered in Skyrim is byr-gai
ing foll owers. As the term implies,

avatar wherever they might go in Skyrim, and help them out ia-situ
tions where the power of enemies might be too mackhie player to
handle by themselves. As such, the use of followers provide player
with a strategic supplement to their own combat abilities (which
might be helpful when playing oa higher difficulty. It is possible

for a player to decide the equipmehat a follower can carry and
wearT this does in a sense allow for teamwork on how to best face
different situations in Skyrim. In addition to the appearance of the
follower, the player can issue commands to the follower allowing
them to carry items, opdocked containers, search containers, wait
at a given location, pick up items, mine ore/chop wood, use staves
and scrolls (magic), sleep in a bed or activate an object (e.g. levers).
In Skyrim, there is a distinction between permanent and temporary
followers: permanent follwers will be available aftehe completion

of a specific quest and temporamilbwers are accompanyinige
player during the course of a quest. The feature of having followers
in Skyrim adds to the depth of gameplay and to the Sooialo-

nent. Having followers impacts the ties that a player might have to
the game universe and as such it can influence the subcomponent of
Teamwork.
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6.3.1.4Summary

Now

t hat

we

have

anal ysedPlagegkyr i m

Componentdt is time to sum uphte findings. The summary comes in

the form of the table below:

Player Compo- | Mechanics
nents
1. Achievement 1. Platformspecific achievements;
2. Advancement honorary titles
3. Mechanics 2. Character creation and levelssy
4. Competition tem; questompletion; combat,id
alogwe and exploration; achiev
ments
3. Character level system, skillsy
tem, creation of items with various
stats
4. NPC interaction
1. Social T NPC interaction; dialogue
2. Socialising
3. Relationship
4. Teamwork
1. Immersion 1. Singleplayer RPG
2. Discovery 2. Exploration (on foot, horse or fast
3. RolePlaying travel); different locations (levels
4. Customization like dungeons, caves and fortses
5. Escapism es)
3. Storylines; questlines; character
creation; fantasy universe
4. Character creation and customs
tion (choosing race, gender anut a
pearance)
5. Story; character creation; expéer
tion; Immersion components for
escapism

Table 9: Summary of Player Components

n

term



6.3.2Step 2:;The Four Fun Keys

Now we will analyse Skyrim using the framework of the Four Fun
Keys.

6.3.2.1Hard Fun

We begin bylooking at Skyrim in terms of the play style Hard Fun.

As we have mentioned before there are three player choices at work
in Hard Fun: goals, strategy and obstacles. Each of these is of course
based on the collection of game mechanics available. The puopos
these player choices is to deliver an experience of mastery.

Skyrim delivers on all of these player choices with the mechanics
that the game contains. Goals in Skyrim are largely defined by way
of the quest system: this is how the goals of the gamea@veyed

to the player and how the player can keep track on his progress
throughout the gameas seen ifrigure30.

Figure 30: A quest given in Skyrim

Both challenge and progress are defined depgnainthe quest that
the player pursues. If the goal of the player is to pursue the main goal
of investigating the appearance of dragons and to stop the nwest po
erful dragon in the gaméhe challenge will lie in building an avatar
suitable for fighting sut a dragon. This is where the skill system of
Skyrim comes in: the player has the possibility to advance a different
set of skillsi herein liesa subset oflifferent goals, as the player will
have to choose which sets of skills that they want to purssieatfi

the expense of other skills. An example could be that the player
wishes to develop his odended weapon skills in order to be better
able to combat the enemies in the game. Focusing entirely ok deve
oping this one skill affects all other skills, thtiis a choice that the





























































































































































































