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The goal of this presentation is to encourage closer
examination into these notions of demand, so that we can better understand the
|l i ved experience of todayos (and tomorrao
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WHAT IS AVIDEO GAME?

AAfilcomput er demonsshowdt i or

if(a) demonstrate as many o
resources as possible,

i(b) generate a new and ur
(programming language, referring to the
iIndividual usage of any given program), and

i(c) 1T nvolve the onl ooker
act i v eGraet@ 981, para. 26).
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WHAT IS AVIDEO GAME?

Video games
are a series of

nnteresting
decisionso
(Meler, 2012)
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http://www.gdcvault.com/play/1015756/Interesting

WHAT IS AVIDEO GAME?

Extensions of HCI Exemplars of HCI

EXPANSION SYSTEM
& SOLID STATE SPEECH
CARTRIDGES

w. MI Ts Kluge Room saw the creative Dirth
v of SpaceWdr the first video game



http://onmediatheory.blogspot.de/2014/04/video-games-steeped-in-creativity.html
http://www.google.de/imgres?imgurl=http://www.videogamehouse.net/mbxcatalog.jpg&imgrefurl=http://www.videogamehouse.net/mbx.html&h=843&w=802&tbnid=77pcAzXo-e5-vM:&zoom=1&docid=HqsohduGzwgjoM&ei=GVWSVavaAcGTsgH0_JvgCg&tbm=isch&iact=rc&uact=3&dur=29&page=1&start=0&ndsp=26&ved=0CCQQrQMwAQ
http://www.google.de/imgres?imgurl=http://www.videogamehouse.net/mbxcatalog.jpg&imgrefurl=http://www.videogamehouse.net/mbx.html&h=843&w=802&tbnid=77pcAzXo-e5-vM:&zoom=1&docid=HqsohduGzwgjoM&ei=GVWSVavaAcGTsgH0_JvgCg&tbm=isch&iact=rc&uact=3&dur=29&page=1&start=0&ndsp=26&ved=0CCQQrQMwAQ
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VIDEO GAMES ARE DEMANDING

A Video games are inherently
unfinished texts requiring
players to exert agency

A i é iavideo game, if somebody
scryingi t 6s | 1 kel vy
player both caused it and can

What happens next?

Thatés up to youSOlve it. O
(Oliver et aI', 2015) WEST VIRGINIA UNIVERSITY

DEPARTMENT OF COMMUNICATION STUDIES



VIDEO GAMES ARE DEMANDING

A Interactivity is Demanding
i Cognitively demanding
I Behaviorally demanding
| Affectively demanding
I Socially demanding?
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found to correlate w/
game performance:

COGNITIVE DEMAND (a few) cognitive skill

A In video game,
performance is based
on our abillity to control
the interactivity (form +
content)

A One such control is our
cognitive abilities

2D mental rotation

3D mental rotation
Moving targeting
Fixed targeting
Eye-hand coordination
Fine motor skill

Word completion

Y&



COGNITIVE DEMAND

Figure 2. Post-game play affect scores as a function of task demand from [Authors]. comparing

Table |. Controls avallable to the user in each task demand condition, at the start of game bored and stressed participants.
play.
Low task demand* Medium task demand High task demand 6.00 583
Fight controls Flight controls Flight controls B @
¢ [none] o Joysuck o Joystick =
e Throttle *  Throtte Y
=
» Rudders * Rudders 2 300 = B ored participants
Avionics Avlonics Avionics g P 'pm
o [none] * [none) o Afrbrake g] a7 = = Stressed participants
e Landing flaps & 138 o
e landing gear (1.83) @04
* Drogue chute 4.00
e  Wheel brakes Low Moderate High

Task demand condition
*The low+ task demand condition replicates the controls of the low task demand condition, with the

addition of the memorization task, Note: Standard deviations in parentheses. Means with different subscripts differatp < .05 level

or greater.
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COGNITIVE DEMAND (+BEHAVIORAL?)

Works!

2D Rotation
20 Rotabon
3D Rotation Y
Hand / Eye Mand / Eye
Performance

Fixed Target Ficed Target

Moving Target Mowng Target
Rating

Fine Motor Skills Fioe Motor Skigs

coefficients shown. 77 (28)=35.16, p = .16, CFl = .97, RMSEA = .05. « indicates p < 05 or greater.
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AFFECTIVE DEMAND

okimgkidding,
That 6s

Yeah |
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Adams: ...\We might not have a
choice

Lugo: Thereos




AFFECTIVE DEMAND

A Games can be as meaningful as carrots

N B the bitter truth we critics
must face, is that in the grand
scheme of things, the average
piece of junk is probably more
meaningful than our criticism
designating it so. 0




AFFECTIVE DEMAND
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When pl aye
eaningful gaming
2Xperiences, they
eported on how those
storylines helped them
eel a sense of
)oighancyand
sightfulnessas they
ere able to relate to
Q he story contenb
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AFFECTIVE DEMAND

- OO _Enjoyment | ____Appreciation _

L ] b .

Gender [ - 175*

R, 010 -.038
F(2 319) = .146 F(2,319) = 5.44

Step 2; Character Attachment

Identification -0

Suspension of Disbelief .059

Conwol oo
Responsibility RO28 0 fageE

V 2R (adj.) 125(.108)*** 180 (.165)***

F(6,315) = 7.50 F(6,315) = 11.56



BEHAVIORAL DEMAND

AAsail efamr war
medium, games are
one of the first forms
of entertainment
media that require
consistent physical
Input
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BEHAVIORAL DEMAND

‘ ——

S8 RS - 110 (63 )
- ' Training
n=57
Mission n=53

. 1 Roaming

Just axplore!




BEHAVIORAL DEMAND

When players are
faced with non
based moral
dilemmas,

<t


http://onmediatheory.blogspot.com/2012/09/gut-or-game-experimental-design.html?q=morality
http://onmediatheory.blogspot.com/2012/09/gut-or-game-experimental-design.html?q=morality

SOCIAL DEMAND

A Gaming and sociability

I Games as Nnt hi
di scour seo

I Extraverts prefer gaming
I Gaming fosters relatedness

I Task interdependence
fosters transactive memory

<€

TEAMWORK

Stop stealing my extra men, you bastard.




SOCIAL DEMAND

TABLE 1 Effect of Audience Presence on Video Game Perfformance

When playing in front

Low-challenge game

of an audience,

B SEB B
Rotation ability 17.06 2.88 570
Hand-eve targeting ability 9.07 2.62 334
AR = 435"

Ffor AR* = 24.48

Rotation ability 17.39 271 ‘
Hand-eye targeting ability 10.65 252 High-challenge game
Audience presence 16.31 5.47
AR = 073% B SE B B
Ffor AR® = 8.
il i 4.43 814 543
2.38 R2.739 3220
H AR = 414*
S di dnJt Ffor AR* = 20.81
Rotation ability 4.48 806 o
Hand-eye targeting ability 2.63 748
Audience presence 2,52 1.63
AR = 023

Ffor AR = 2.41

DEPARTMENT OF COMMUNICATION STUDIES



SOCIAL DEMAND %

A Enjoyment highest when co-playing (5.23)
than alone (4.69); especially w/prior inclusion

Ostracized 5.10a 5.19a choice (coplay)

{(32) =.237,p= .814 and game self
efficacy - but only

for those socially

Included 4.46b 5.29a included.

VJ] 1(35.4) =2.72,p= .01
- (— ’




SOCIAL DEMAND

anks (2013, 2015)

Tlayer-ﬂuatarﬂelaﬁomhip(?%)( A Work by Banks

——— — (2013) has found
— — QAP
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VIDEO GAMES: DEMANDING

A Gaming is a constant
co-production with a
dedicated and
demanding digital
partner

A Gaming is a process,
not a consumption




VIDEO GAMES: DEMANDING
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VIDEO GAMES: DEMANDING

Communi cati on by s
W4 \which we stimulate meaning in
B the minds of others. ©

(McCroskey & Richmond, 1996)




TECHNOLOGY: DEMANDING

A Games could be understood as bleeding
edge Interactive computing proving grounds
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http://www.uxbooth.com/articles/the-uncanny-valley-is-uncanny/
http://www.uxbooth.com/articles/the-uncanny-valley-is-uncanny/
http://www.slideshare.net/bowmanspartan1/through-the-looking-glass-self-the-impact-of-wearable-technology-on-perceptions-of-facetoface
http://www.slideshare.net/bowmanspartan1/through-the-looking-glass-self-the-impact-of-wearable-technology-on-perceptions-of-facetoface
http://spectrum.ieee.org/tech-talk/consumer-electronics/portable-devices/virtual-reality-pioneer-looks-beyond-entertainment
http://spectrum.ieee.org/tech-talk/consumer-electronics/portable-devices/virtual-reality-pioneer-looks-beyond-entertainment

