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Players value arcade-style games like Modern FPS titles such as “Gears of

Geometry Wars because they War" reward competence by unlocking
satisfy the need for competence through  harder difficulty settings and enabling
progressively harder waves/levels greater competence satisfaction
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Table 1: Relationship Between Player's Feeling of
Competence and Important Outcomes (across genres)

Player Qutcomes il Buy
More of Recommend
Fun/ Feel Value  Developer's  Game to
Enjoyment Immersed  Game Games Others

Experience of Competence
(Adventure/RPG) ** *** **
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(MMO)

ok ok
E i fC t
xpananca;::ps?mpe =lple] l . . ' .
*k O

Experience of Competence

*k ook
ook ok ok
*k ok kk
x ok kK

{Strategy)
*** = Very Strong Relationship
** = Strong Relationship

* = Significant Relationship

®= No Significant Relationship
H 1 2 Zg8st s"8=2 2AHoHAH 20H=FD UK HAIGHA
CIAtelEl 0l s 2+ &S50 et PENS ZBItE 3ol
ULL. fel= 0 E28= g HEUM S8 CXel0 s8 EHE
A0 BFEAIZIED HYZA0IE M50 TS BN 72}
O A0 ZZG= Jtg 20| Ot wEog Mgz & UCh
Olgd SHE 22 48 e 0 gyol 2&5F 20 (M0oI =0
Z22)E =3Fol= 20l otler =AM B2 FHas4H0 2st
JE)H =ES EF0 Jlls A2 TSt Rels HLEH oIt
HY HE(EE &) F Iz s8 =27 80 23 222
A L2500 & JFX Ate0l 22 ZAHE KL US W
ZEXFol 20t Lh20= s A/

Fe He Hxol EAECE =35 =40 Zst Z2UE UEUH=E

AZ 20| OtLlet B HS0HA =38 S22 =8 A0S 2H 2 20|



H =2 ZAHE IHXND Js A oz 2 4 QCh
23 4(Civilization IV)UHIA ZAl 242 XEHGIHA Lile s™
231= IJI2H AEect0l3(Counter  Strike)lA  S& FIEAS
L2HA s AW 49 SAGHH HY = Alao ‘s'e %
%l‘:g of=Xl= &%=Ch. &def H2HM= OtHolAM  &HHE X8t
e SJI80 =23, §3dl X&4(autonomy)0l IOl SL0HM O
= ‘é*é*l]

CtS0le PENS 2RE0AM & B SII20 322 &4 (Autonomy)
= AHEE=E oA

X2 A (Autonomy): NRE

Z0tote DS 0l SAHE S = Feature ™S T

LHel= ZEO0lLt F=Ite
AN =SS Mesls A= By Scnnﬁrgbgam:cﬁ'ardﬁgan -
LIEtLtH=E Xr= 400 Leldb 881 AU=IF AU EHAe dssS
Sl A0l ot o2 dssS & I 0ld d=s= ofBHA O
A HH =sdl2 SIIE F0 & U 0lgd Hds £¢
Sl It HHMds W HdEs ¢ e 20d 2=0
=0 AP SdIoItA 2=0l Motdles dESR= OtghebIr 23l
A2 2o SHAS U A= WO, 201X E=
JI2YSICHALE, A=) RIDF JUCHD FH2ASHH SHSXICHOUIS
ZE=S oMol Rlol Lpgtdt W2tH S0l OFRHLE XAE ==

S L Rethmkmg Eafrots

el

O N JE MY X 4> 0
m&ﬂ@.grloﬂ'rlrgb

Ol

Goh  Aldze sz E0il A6 =@ SstXY
ofZ N2 85 XH2H XA HAOEIN) EMot=E Z<0IC0.
=sd80 UEH E5= HE H0AM 2doloe N=E gt ZUS
S0F= A0 MRt WY HE SdO0IE MSots HE0l =2
JIXIE XNile 0lIs0IDI= ofth. HI=E <22 X=0 2lotH
SdioIoA TAEsds H3otH B= H=29 AWM 1O 0SS
g = Ullse A= &2 = UK 0olg LANA =02 GH=
"&IAIEI(Sim City) 2t 28 "MHESA"SE EOIS0ICH



FIGURE 2: The Need for Autonomy
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Simulations such as Sim City 4 are the pinnacle of open-ended
gameplay and the degrees of freedom that can maximally satisfy the
player's need for autonomy
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Table 2: Relationship Between Player’s Feeling of
Autonomy and Important Outcomes (across genres)

Player Outcomes Will Buy
Maore of Recommend
Fun/ Feel Value Developer's Game to
Enjoyment  Immersed Game Games Others

Experience of Autonomy
(Adventure/RPG)
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ook dok ok X

Experience of Autonomy
(FPS) *

Experience of Autonomy
(Strategy)

Y& = Very Strong Relationship
*‘k = Strong Relationship
* = Significant Relationship
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Waorld of Warcraft enables players to
connect socially and cooperate with
others, thus satisfying the intrinsic need

FIGURE 3: The Need for Relatedness

Even in FPS like Counter-strike, players
have their relatedness need satisfied by
relying on each other for protection and

for relatedness achievement
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Table 3: Relationship Between Player's Feeling of
Relatedness and Important Outcomes (MMO and FPS)

Player Qutcomes Will Buy

More of Recommend
Fun/ Feel Value Developer's Game to
Enjoyment  Immersed Game Games Others

Exparience of Related
xperrencie r;mo?a eSS 1 < Yok * *
* xk

Experience of Relatedness * ,@

(FPS) |
**= Strong Relationship
*
-

ok
yok

= Significant Relationship
No Significant Relationship
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Table 4: Relationship Between all PENS Measures and
Important Outcomes (across genres)
Player OQutcomes Will Buy
More of  Recommend
Fun/ Feel Value Developers  Game to
Enjoyment  Immersed Game Games Others
MMO
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Table 5: How Player Need Satisfaction (PENS) and enjoyment in
March correlates to their behavior/feelings in November
(i.e. after B months)

PENS Enjoyment/Fun
(In March) (In March)

In - =
Still Playing/
November... Subscribing

Intend to Buy Sequel

Will Buy More of
Developer's Games

Recommended Game
to Others

Value of Game

“This Game Rocks!"

X 5 2 2 2| 2
XX %000

(Correlation Analysis) Strong Relationship

Mo Significant Relationship
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Table 6: What REALLY explains the outcomes?
PENS v. Enjoyment/Fun
How players’ experience in March relate to their behavior/feelings
in November (i.e. 8 months later)

PENS Enjoyment/Fun
(In March) (In March)

In

e T Still Playing/

Subscribing

Intend to Buy Sequel

Will Buy More of
Developer's Games

Recommended Game
to Others

Value of Game

“This Game Rocks!"

X X3 0 2 2
QR0

* = Strong Relationship

(Regression Analysis)
® = No Significant Relationship
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Table 7: How Player Need Satisfaction (PENS) compares to
Game Ratings (gamerankings.com) in correlating with
enjoyment and value

PENS Game Ratings

Enjoyment ** *
Would like to play
g mors DAY
Would Recommend
Game i?

(Correlation Analysis) ﬁ* = Strong Relationship
* = Significant Relationship
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Table 8: What REALLY explains the outcomes?
How Player Need Satisfaction (PENS) compares to Game
Ratings (gamerankings.com) in predicting enjoyment and value
in regression analysis

PENS Game Ratings

Enjoyment ** ®
Would like to play

game more ** ®
Would Recommend

Game Yok O

(Regression Analysis) ** = Strong Relationship

* = Significant Relationship
® = No Significant Relationship
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FIGURE 4: Gifts that Keep On Giving

The rewards players truly value, and that keep on contributing to deep need satisfaction, are those that
enhance their ability 1o experience greater satisfaction of competence, aulonomy, and relatedness. Mounts
in World of Warcrafl (left) and the Grappling Hook in Zelda: Ocarina of Time (right) are both good examples
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