-4 1 BTl PO IR R

Fun-Gaming,
a study of interactive gaming mechanism
in video game design

s e
TR e PRSI

ER R



e-4 FESEER D T E il R D P

Fun-Gaming,
a study of interactive gaming mechanism
in video game design

’FTEZI‘;’&E : ?%“?%%E? Student: Chi-Hsin Liang
aléﬁtif Advisor: Teng-Wen Chang

B 2 5
SRR A
it @

A Thesis
Submitted to the Program in Graduate of Architecture
College of Humanities and Social Science
National Chiao Tung University
in partial Fulfillment of the Requirements
for the Degree of
Master

in
Architecture
July 2008

Hsinchu, Taiwan, Republic of China
flis S e i )



et SR IR Y
Fun-Gaming, a study of interactive gaming mechanism in video game design

R E

i e M R e (R BT R 1 0 B R R O G e PSR R S T
SRV M B T TR A 2R o W R Y A
R IR S!S R I AL o )RR T PSSR [TV 5
R B R R T
ELEV 385 % 7 0 7 ) L RO ) - L R 8

+ [HJ °

4+

PR CEE AR EEES RS EEES 5
e S 11 O O G S R R (W 50 BB A
SRR S B L OB R R OS] 0 8 F
B (e BB e e R A 4 -



e - OO H FRS ﬁr;lzjf [
Fun-Gaming, a study of interactive gaming mechanism in video game design

Abstract

Video game is a computing interact experience that provides player fun.
Due to the computing characteristic, game media has transfer from a pure fun
into a representative complex human culture entertainment in 50 years’ rapid
developing of computing technology. Although the technique of obtaining
fun in a videogame design involves a wide aspect, the key issue is the design
of interact mechanism; not only sort of basic theories in the game industry,

but also the goal of this research.

In order to understanding the abstract process of player obtaining fun,
the study divides into two sections in “Why player wants to play video game?”
and “How player plays video games?”. The research sorts out past game
theories and proposes two models to describe player’s experience in
accordance with particular sections then guide to a game implementation for

the feed-back in the game design.
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Advancement
Progress, Power,

Accumulation, Status

Socializing
Casual Chat, Helping

Others, Making Friends

Discovery
Exploration, Lore, Finding

Hidden Things

Mechanics
Numbers, Optimization,

Templating, Analysis

Relationship
Personal,

Find and Give Support

Self-Disclosure,

Role-Playing
Story Line, Character

History, Roles, Fantasy

Competition
Challenging Others,

Provocation, Domination

Teamwork
Collaboration, Groups,

Group Achievements

Customization
Appearances, Accessories,

Style, Color Schemes

Escapism
Relax, Escape form RL,

Avoid RL Problems
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