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Why do you play games?

Why Do Players Play?
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What Do Players Expect?
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What Do Players Expect?

What Do Players Want - A little survey
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» Interactivity

m Unpredictability
m Lots of Action
Excitement

Interesting Story
Realistic Graphics
Good sound effects

Good characters

Others- please specify
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What Do Players Want - A little survey
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Summing up all the frequencies from the 3
tables
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Is there a more “theoretical” basis
for why people play games and
what they want?

First lets consider what is meant by:
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Funativity

O What is Fun?
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Natural Funativity

O Natural Funativity
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Consider our ancestors:
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3 Categories of Natural Funativity
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3 Categories of Natural Funativity

O Social Fun (AF3] 4] =7 %)
w &, FRUE o, § 23X =) o]o}7] 8} 7] (storytelling) -
Ane) marolw P o ALl A AOR £
n Ao A= of 2] W S = Social Funs %4
gt Abghell Wi gk o] ok, Al ol A Abgrell ol s - ¥ =
o]eF7]
HE| -4 A9 Everquest, Ultima Online.
549 Ll FA Al Halo
AF2)5 N2 H (Artificially Intelligent characters)= HE| 4]
AGoll A A&, ey Aol 7t Q1§45 S Ztohdd g1 7t
glol . v, b Ao E A A= o] dntdow
QAF A5 Kol AW 91 7] w2 Jedi Outcast
w AlolHEo] AFEH TR F A= vY, - 2d A, wdk
7he st @ HAE F R E S| Frh= A9 FEolE gt

— 11—

SRR P D

O

3 Categories of Natural Funativity
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3 Categories of Natural Funativity

O Multipurpose Fun (Physical, Social,
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Essential Elements of a Great Game

O Sid Meier®] &% % A% (Great Game)<] 7 9}:
m “A great game is a series of interesting and meaningful choices
made by the player in pursuit of a clear and compelling goal.”
O A series of choices
s 3, 4EAg A olofof 3.
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Azl Ao] efyet Alo|HEo] 222 R E e Y|k 3k
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Essential Elements of a Great Game

Classic Game Structure

O Interesting and meaningful choices
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A Series of Convexities

A Series of Convexities

Episodes or Chapters gives the player a sense of accomplishment
And allows them to save the game

Allows game to adjust difficulty level and to train players to handle
greater difficulty

Incorporate more choices as players
become accustomed to using them

In long RPGs players can sense the end of the game coming & become
more impatient. Start reducing size of convexities toward the end.
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Flow
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Flow

o Al7kaid)et A2 ek, metel 4 A= n s (Mihaly
Csikszentmihalyi) - Flow: The Psychology of Optimal
Experience
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Dr. C suggests The Flow Channel - the
path between 2 extremes of difficulty

Too Hard
(Becomes Frustrating to player)

Increasing
Difficulty

Too Easy
(Becomes Boring to player)

Increasing Time (and Player Skill)
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An even better way to introduce difficulty
is as follows...

Too Hard
(Becomes Frustrating to player)

Increasing
Difficulty

Too Easy
(Becomes Boring to player)

Increasing Time (and Player Skill)
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Mapping Flow to Convexities

Relax and vary difficulty
In-between convexities but
still with a general trend toward

. : I i ifficul
Place increasingly nereasing difficulty

difficult at each
convexity
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Rapid difficulty increase
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Slower increase

Typical Game Mechanisms

o 3L4Ho] &=: Boss monsters, climactic battles, quest
resolutions

o A o] =: Bonus levels, new resource- and treasure-rich
areas, series of easy “minion” enemies
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Story and Character
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Interactive Storytelling
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It's All About Interactivity
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Characters

O Characterst= AlY A A E & © A2 & o]la Av|d =
Fow WS 9l
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Gameplay Trumps Story
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Announcement
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O Tl © Game Design & Brainstorming
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