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Motivations to Play
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What is Play?

Play is freely chosen, intrinsically motivated and
normally associated with pleasure and enjoyment

Play is a make-believe activity without serious consequences
Johan Huizinga, Homo Ludens (1935) V
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Play as preparation

-

Theory inspired by the observation that play often
mimics adult themes of survival V
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Play to gain skills

play trains e.g. concentration, problem
solving, social skills and mood management




Curiosity

...Is an emotion related to natural inquisitive behavior
such as exploration, investigation, and learning




Exploration in
Video Games

Players seek for
ressources,
treasure,
items,
adventures,
challenges,
surprises,
story twists,
etc.
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Neurochemical
reward

The brain rewards
successful learning
(“aha-moments®)
by releasing
endomorphin, an
opiate that we
experience as
pleasurable.

i)



Game designer Raph Koster:
»Fun is just another word for learning”

“Fun from games arises
out of mastery. It arises
out of comprehension.
With games, learning is
the drug.”
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What is Play?

Play is freely chosen,
intrinsically motivated
and normally associated with pleasure and
enjoyment
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Intrinsic Motivation
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motivation comes more from intrinsic drivers
than from extrinsic
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etermination Theory

AN APPROACH TO HUMAN MOTIVATION & PERSONALITY

Intrinsic
Motivation

Relatecness
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Perceived Autonomy and Competence




Open World / Sandbox Games




Social Relatedness
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Shooter games like
" Counter Strike.
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Maslow’s Pyramid of Needs

ovelty and
Talerance of A
Universal :
Self-actualisation
“@ personal growth and fulfilment @

Variability
L AN

- * * Esteem needs * * -

achievement, Status, !.—H['II'EI!"-uIZ=Z|Z|':.'. reputation

__Games can fulfill these needs

' ' ¥ EBelongingness and Love needs @ . .
family, affection, relationships, wark group, etr

o
3

Novelty an
Tolerance of
Universal
Variability

PPP Safety needs NN :
protection, security, order, law, limits, stability, &t !

At I,.--“::} Biological and Physiological needs :;-5. LA
a e o basic life needs - air, food, drink, shelter, warmth, sex, sleap, ete. L A
niversal Invariance Fi \

Universal Invarianc

All needs motivate us all the time, some

stronger than others.
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Research Example
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Motivations of Online Games

" chiovement | Social | Immersion

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, c[::, Collaboration, Groups, Appearances, Accessories,
Provocation, Domination Group Achievements Style, Color Schemes
Escapism

Relax, Escape from RL,
Avoid RL Problems

Nick Yee, 2007

b



Motivations of Online Games

" Achiovement | Social | Immersion

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 Identity Customization
Challenging Others, Collaboration, Groups, Appearances, Accessories,
Provocation, Domination Group Achievements Style, Color Schemes
Escapism

Relax, Escape from RL,
Avoid RL Problems

Nick Yee, 2007

b



Escapism

Escape {rom reality!
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Play theorist Brian Sutton-Smith:
"the opposite of play is not work, it is
depression.” k
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Worst game ever.




Reality is broken

R AHT{

“Games make us happier,
HOW THEY CAN CHANGY THE WORLD more creative, more
| resilient and better able us
to lead others in world-

WHY GAMES MAKE US BETT&R AND

J‘_A IE McGONl.GA_

changing efforts.”
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Games ofifer a simplified
alternate reality
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Behavioral Game Mechanics

mechanics that engage people and make games entertaining y
o3



Structured Experience

clear goals, clear rules, clear feedback

motivating motivating
challenge evaluation

i)



Feedback accelerates Mastery




clear —
feedback
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clear goal

Build your colony by getting honeybees
from friends. The more honeybees you
have, the higher chance of harvesting
pollinated seeds from fertilized crops!

HIN
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Tend to your colony every other day

or your honeﬁbees mar fly away!
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clear actions
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Combination of mechanics in the popular social network game Farmville g,g;;



Fogg Behavior Model

High
Motivation B = a f
at the same moment
=
pleasure/pain .=
hope/fear s
' e facilitator,
oot/ 2 triggers "o,
| = succeed here affordance,
call to action
t"ggers N Activation

Low fail here \IhiShold

Motivation '
www.BehaviorModel.or

Hard to Do ability Easy to Do

Simplicity Factors: time, money, physical effort, y
social deviance 3



Games engage us in Flow

Time / Skill required

Mihaly Csikszentmihalyi, 1960s, positive psychology






Scaffolded Challenges

matched to the users’ growing skills

Easy learning:
simple challenges
and fast milestone
rewards

More and harder
challenges, more
and different
kinds of rewards,
milestone rewards
harder to achieve

Epic ending /
endless game (new
milestones added
permanently)
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Intermittent Reinforcement

Pellet
dispenser

Dispenser
tube

To shock
generator

Electric grid

Games tap into our primal response patterns
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Pyro-Achievements
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Competition and Status

Social status & hall of fame
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The 4 Fun Keys

mastery
overcome
obstacles
create
test strategy
Hard Fun Cha"enge goa's
progress

Flero

People Fun
Amusement

uncertainty
ambiguity
iconic
story

interesting failure states'
joy of figuring it out?

imagination

. role play
creativity player created
content and experiences Easy F u n
detail

exploration

Curiosity

1.Will Wright
2 Hal Barwood

emotion < choice < mechanic > choice > emotion

cooperate
compete
mentor player
lead interaction
perform
personalize
self expression NPC
profiles interaction
fof
cooperate
compete
relationships mentor
lead
perform

stimulation
practice excitement
Serious
rhythm learning

body Fun

real work .
Relaxation

“zen out”

values

player choice > behavior > emotion
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Thank you very much
for your attention!

Contact
Christian Roth
roth@spieleforschung.de

Department of
Communication Science

vrije Universiteit amsterdam
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