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Self-Control
Needs and Incentives

Social Norms
Learning Experience
Dispositions
Intelligence
Reaction Time
Heart Rate
Genetics

'\‘
‘ \ \ \\
" '\ ‘ ° o
y B Upbringing
i \ . .

”
d

Preferences



s _?‘V'/"
A —

Perception Interpretation B
Genetics

Evaluations
Attitudes Experience-.

Reception
Belief Forming

Feelings
Biography Reactions (

Verbal Output BEh aViOr
Fun






Fun

Can we measure it?
Does it help us predict behavior?

s it specific enough to help us improve our
products?
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Satisfaction of

fundamental needs

Intrinsic motivation

Self-Determination




Satisfaction of

The need for Competence
The need for Autonomy
The need for Relatedness

Intrinsic motivation

Self-Determination




The need for




The need to feel
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The need for

Autonomy
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The need to feel volitional
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¢ Forced Action
&> Fake Opportunities
& Loss of Control
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Autonomy # Choices




Relatedness



The need for
meaningful relations









- Being Acknowledged
-~ Receiving Support
e Making an Impact



fﬁ’ Isolation

& Hostility
¢ Indifference
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Tank Deathmatch

Real-time Multiplayer



101.1 Jﬁw i _‘.

N

.ll.'l!'vl'lll-.l — —

A m X
> o Q
L I @)
c L ..w
7 R
o LL
-
\»



ndie eveloper




Death Star 1

[ — —
Imperial Battle Station ===u™ v e
.- Pola.r Trench — T pical Surface Sect.é; '

" Arctic Trench I.....

~Temperate -

Death Star1__ -

5

. Main ishi—
tenna Dish \
[ [ [ | T B e 8
Planstary Profan
Y




ME

Usability Heuristics
GameFlow
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Inventory for Game Motivation and Experience
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Inventory for Game Motivation and Experience

Developer Training
Player Questionnaire

Motivational Review






»,How many strategies lead to success?‘

»»JO What extent can players influence their
identity?

»,How frequently are mastery moments
offered?

»What kind of feedback is given?*

», What elements of the game scale in
difficulty?“
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»,How is the player‘s impact on the world N |
made visible?“ T ‘/
\ \
»,HOW is a supportive community &’
\’ |
encouraged?* % \R ! /



TankWars - Gamer Opinion

Greetings, gamer!

We believe that gamers are experts on gaming! As a game developer we want to make awesome games.
So who better to ask for feedback than you? Share your experience in video gaming with us. Let us
know what you feel and think about our game.

Objective: Complete all items in this questionnaire.
Rules: Don't think too long. Answer spontaneously and quick. Be honest!

Now go forth!

Please indicate how strongly you agree or disagree with these statements about TankWars:

Strongly disagree Strongly agree
1

It was easy to keep orientation in the game environment.
Everything in the menu was clear and easy to find.

The game camera was hindering me at times.

T always knew where I was.

The interface was annoying.

I had no trouble to tell the tanks and the target area from
the game environment.

My first experience with the game was fun.

I felt personally involved in the game. (&)

Strongly disagree Strongly agree

I felt that my contributions were helpful to the other players.
I felt like I was advancing most of the time.
I felt that the game was fair.

I had an idea about what I had to do.




| strongly agree

»When I failed | knew why.

......................................................................................................................
......................................................................................................................
......................................................................................................................
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Motivational Review

FANICWARS
INIL WAIKD

Client: yoone UG
Product: TankWars




1. Introduction

2. Need Satisfaction

2.1. Competence
2.2. Autonomy
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3. Contingency Design

3.1. List
3.2. Evaluation
3.3. Suggestions

4. Usability
4.1. Score
4.2, Explanations

5. Appendix
5.1. Pictures
5.2. References
5.3. Impressum

Competence

Context

Feedback

Challenge

Did you know?

When playing action games, player behavior is more strongly influenced by

2. Need Satisfaction

9.2

Autonomy

Identity
Opportunities

Choice

competence satisfaction than with other game genres.

AR

Relatedness

Acknowledgement
Support

Impact
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2.1. Competence

Feedback

Micro-Feedback

TankWars gives immediate visual feedback on these player actions: Mov-
ing, shooting and using abilities. Acoustic feedback is given on shooting
and using abilities. However, no acoustic feedback is given on movement.
A central issue with TankWar’s micro-feedback is that no prominent dis-

tinction between success and failure is given.

1. Hit/Miss

Though feedback is given on explosion of the projectiles, no distinction
between hitting terrain (= missing) or an enemy player is made. The enemy
player’s life bar can be used as an indicator but is restricted to sight range
and can not distinguish between the source of the damage taken.

Did you know?
Excellent benchmark games for micro-feedback are Diablo 3, Guitar Hero and
League of Legends.

Overall Feedback




Community Analysis
&
Player Typology
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Questions?

References?

Feedback?



InGaME AL

Inventory for Game Motivation and Experience

Ben Dressler

bj.dressler@ GM 21l.com
(@BenDressler
Ben Dressler Linked [T}



