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e Aim: Classify methods of rewarding players
e Method: Analyzing existing studies, and surveys

e Results: 8 forms of reward

o They play on 3 common motivations
o Applications in the real world
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The 8 forms of reward



1. Score systems

- Simple point system

- Doesn’t affect gameplay

- Simple to compare

- Represents status or glory
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2: Player level

- Affects gameplay with more (and better) abilities

- Represents time/effort and experience, but not skill
- Can unlock game sections

- Also used as status and glory

- Relevant for social hierarchies, like teams/guilds
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3: Iltem rewards

- Encourages exploration
- Widely used in RPGs and MMORPGs
- A major




4: Resources

- Also encourages exploration

- Used to create better items, upgrade them, or to progress
- Can often be bought for real money in free-to-play games
- A major source of income for mobile games
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9: Achievement systems

e (Usually) titles bound to an account
e Encourages players to complete specific and often difficult tasks
e Sense of accomplishment + (social) bragging rights
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6: Instant feedback systems

“Perfect!” message from Dance Dance Revolution
Instant gratification (praise)
Encourages the player
Important for flow-state
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7. Plot animations & pictures

E.g. a cutscene of your in-game character finally reunited with their child
Break from action

“Visually attractive” (e.g. fully rendered cutscene or image)

Important milestones/something to remember




8: Unlocking mechanisms

Gives the player access to more game content

Arouses curiosity (intrinsic motivation!)

Player might begin to look for more “unlocks”

Player feels that there’s always something new to look forwards to
(deters boredom)
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Three motivations of
reward systems



|: Social value

- Tied to Reward systems:

1. Score

2. Player level
3. ltems

5. Achievements

- Active players may want to invite new players, increasing playerbase
- Game exists in a social space. If it's not talked about, few will play it.



ll: Gameplay value

- Tied to Reward systems:
- 2. Player level
- 3. ltems
- 4. Resources
- 6. Instant feedback
- 8. Unlocking mechanisms

- Players generally enjoy flow, progression, and competition



Collection/review value

Tied to Reward systems:
- 1. Score
2. Player Level
3. Items
5. Achievements
7. Plot and animations
8. Unlocking mechanisms

Looking at your newly built base after spending hours completing it
Collecting every single item / achievement hunting
Finishing games



Applications

e Real-world: Marketing, activism/awareness, training
e Can be used as: Social activity, motivation, even parenting

Kids earn points by doing chores, worksheets, & arts and crafts!
Use your points to adopt a pet cat & play dress-up games!

print a chart print a worksheet arts & crafts ideas
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Questions?



