Psychology of Games

Student requirements

1. One critical comments based on class discussion per class

2. weekly project 1

a. take a part of your daily life and redesign it as a game –the play it twice

b.take a game you play and approach it as you would real live

c.compare and contrast the two and briefly describe the differences in your approach to games and real life.

3. participate in class activities and write up  group reports on each activity

4. all written reports are due  Sunday midnite  after the class in question.

5. major class project  design a game to describe and teach the human sexuality mating game

a. gender differences

b. different types of relationships or levels

c. scoring system

d. obstacle 

e. note this replaces the usual “cool project”

6.Psychology of Games  day  each group will 'sponsor' one game day

Bring your games ( and extra batteries  )

Here are the criteria for developing the big project.

1. putting usable science into game format ( like making better tires ) 

2. either using game to teach the science or 

3. using science to make the game. 

4. question what do hard core gamers need to know about psychology 

5. how can psychology help game industry attract  casual players and not traditional markets ( i.e. females ). 

Class Agenda

To look at games from a psychological perspective to 

1. understand why people play games and individual and gender difference therein

2. evaluate the consequences of game playing –the transfer between real life and game world

3. evaluate the uses of games “ serious games”

4. identify a constructive role of psychology in the design of better games

Defining the phenomenon  


there is a tremendous interest in playing games, working hard at games and even making games, more energy than has been observed recently and this effort and energy is particularly prevalent  evenamong otherwise  low energy  youths .  If we focus on video games the core population of hard core gamers and game world workers is overwhelmingly male and white (or asian).  My personal fascination with the understanding and harnessing of this tremendous energy.

The gaming population , if all forms of games are considered  is heterogenous and aging

to further analyze the phenomenon  we can ask

what are the key differences between game reality and the real world

Reality  what is it and how does it differ from what we want

overall we want 



we get

      structure

simple

linear

fair

just

single linear causation

np computable

fully disclosed

stable overtime 

with high density of rewards

availability of progress

control

rule driven(?)

safe

Game world what is it and 



what do we want

goals

rules

performance based

levels

safe

Variations in reality and what we want from it

male vs female

ethnic and cultual differences 

class differences 

Basic reasons for entering the magic circle and their implications

to escape reality

to pursue something positive in real life

It occurs to me that a discussion of specific games or classes of games may be more fruitful than talking more generally about the psychology of games

Clearly world of Warcraft is a phenomenon to be examined,  as are several others with large fan bases or striking eccentricities.

Bring a list of your favorites to class or mail ahead.

Ok guys your job from last week is to help develop the model attached

The first matrix  has several parts

1. a list of ‘properties’ of a game  ( remember the goal is to figure out how different groups select games to play) relevant to selection and participation  this might include genre, playability, amount of violence, costumes , music realism, etc.   ASK YOUR FEMALE FRIENDS FOR HELP WITH THIS. 

2. two for each group defined there is a vector of weights  ( i.e. relative importance for each of these properties ) e.g. for hard core gamers realism might be very important,  fun might not, etc. 

3. for obscure reasons it makes sense to  constrain the weights so that for any group the  weights sum up to 1 ( it is a measure of relative importance). 

Check this out
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The Price of Dithering
By John Tierney
Tags: behavioral economics, decision making, psychology
The results are in from the Shapes Experiment, featuring a game in which Lab readers repeatedly chose between two shapes and scored points proportional to the area of the shape. Most of the players hurt their scores by spending too much agonizing over decisions that didn’t make much difference — and therein lies a lesson for making decisions in the real world, according to Dan Ariely, the researcher who ran the experiment. 

Dr. Ariely, a cognitive psychologist who is a professor of behavioral economics at M.I.T., reports that the game was played more than 4,000 times by Lab readers. As they played, there were two basic situations they faced. Sometimes they had to choose between two shapes that quite similar in size — a difference in area of no more than 2 percent. Other times they had to choose between shapes that differed in area by 25 percent. 

Since it was a timed game and you wanted to get through as many trials as possible, speed was of the essence. If you were going to spend time making a choice, it was better to to do it when there was a bigger payoff — when the shapes were dissimilar in size. But most Lab readers did just the reverse: 94 percent of the players spent more time on the similar choices than on the dissimilar choices. On the whole, they spent 64 percent of their time deciding between similar shapes, and only 36 percent of their time choosing between dissimilar shapes, Dr. Ariely reports.

“This means,” he says, “that almost everyone could have made more points if they were able to take the opportunity cost of time into account.” In real life, he says, people are even more prone to wasting time on trivial decisions because the options and consequences aren’t nearly as clear-cut as in that game. In his new book, “Predictably Irrational,” Dr. Ariely explains further with an example from the aisles of Best Buy: Read more … 

