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1) What do games tell us about people?

2) What effects do games have on people?

3) What can psychology contribute to games?

Rules:

1) Have fun

2) Learn something

3) Be nice

4) Take risks

5) What is not prohibited is permitted

6) Don’t get the professor in trouble

HW: What part of your life could be considered a game? Take an element of your life and redefine it as a game. (by thurs)

Live that game (by tues).

When does it make sense to treat something like a game?

What is a game?
-winning (goals)

-other players?

-contol?

-fun playing?

-rules

-obstacles?

-game space (magic circle)

-challenge

-limited consequences outside of the game (acceptable risk)

Whether it is a game or not depends on your motives.

What is a game?

In class we posed the question: When does is make sense to treat something like a game and when does it not?

We didn’t really formerly answer this question but I think that my personal answer is that you can treat something like a game when it involves acceptable risk.  If something valuable like your life, or your grades, or your health is on the line, you are less likely to be inclined to take a situation as a game.

The criteria for a game that we came up with as a class was:

· Winning (goal)





· Fun

· Rules

· Obstacles

· Other Players (?)

· Control (?)

· Challenge

· Game Space (Magic Circle)

· Limited consequences outside the game

· Why are you playing a game? (------------think about this!

William Chang

Ralph Noble
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No More Hunger


The aspect of life that I chose to turn into a game was hunger. My motive behind this creation was my daily hunger pains that would distract me from my work. If I could master this game, I could never feel hungry again, and that would allow me to work efficiently, whether it be school work or in physical activities. At first, I thought I could have a meter that would decrease a fixed amount after every minute since the last time I ate. However, that would prove too difficult. Thus, I just devised a point system. There would be three point systems; one each for hunger, happiness, and nausea. Nausea would start from 0 at the start of the game, and hunger and happiness starts from 100. Happiness can increase above 100. At the start of the game, eating breakfast would instantly reduce hunger to 0, and the game would start from there. For every minute after eating, 0.5 would be added to hunger. As hunger increases, the happiness meter will decrease the same amount hunger increased. The goal of the game is to try to keep hunger at a minimum and happiness at a maximum. Thus, the player must balance between the two. By eating a meal, hunger would reset back to zero and happiness back to 100. However, the player must also take into account a person’s cravings, such as yearnings for sweets and pastries. Eating too much sweets or junk food will increase the player’s nausea. Each serving adds 10 to nausea. Also, one must consider performance of strenuous activities, such as exercising or working out. Each minute of working out would also add another 0.5 to hunger but also add 0.5 to happiness, as exercise has been proven to increase one’s happiness. Performance of leisure activities would increase happiness by 0.5 every minute. Every two minutes hunger is above 50, 0.5 would be added to nausea. There is no way to reduce nausea in a given day. At the end of the day, the final score will be tallied by subtracting hunger and nausea from happiness. 


I started this experiment on Saturday morning. Upon awakening, I ate breakfast, effectively reducing my hunger. I came back to the room, and I remember playing some video games with my roommate for a good hour. Thus, my hunger has increased to 30, but my happiness has stayed at 100 because it was a leisure activity. Then, I went to the mall with my brother to buy some clothes. We spent a good hour and a half there, and I had not eaten anything then. Thus, my hunger was already at 75 and my happiness dropped to 55. As a result, my nausea was up to 12.5. Sure enough, I was pretty irritable. Luckily, I ate some good old Taco Bell. Doing so reduced my hunger to 0 and happiness back up to 100. My nausea was up to 22.5. I went back to my room and started watching TV for an hour. Hunger rose to 30, and happiness stayed at 100. In order to not feel very hungry later, I ate dinner an hour after that. By then, my hunger was at 60, happiness at 70, and nausea at 27.5. I decided to eat a healthy meal, seeing as how I would try to sleep early that night. My hunger was at 0, happiness at 100, and nausea stayed at 27.5. I did not know that I would stay up until 1 AM playing rock band with my hall mates. We must have played for 2 hours and a half. Thus, my hunger was up to 75, yet my happiness jumped to 175. However, my nausea also rose to 40. Too tired to eat anything, I jumped straight into bed. That’s when I started tallying my total score for the day. 175 minus75 and 40 gave me a total score of 60. I thought that was a reasonable account of my happiness throughout the day. At the beginning of the day I was very irritable because I had not eaten anything for a very long time. I would immediately become happy after eating my meals, but sometimes I’d play for too long and become very hungry. I learned much from this experience. I know now that I should balance between eating and having too much fun, or else I’d become very annoyed. One limitation of my game that I realize, however, is that I based the point system on my metabolism. I have a very fast metabolism, and I know for a fact that I start getting hungry every 3 hours. While this game may work well for me, it may not so for another player. 

The game of drink.

Well the point system for the game, to me seemed to achieve the desired effect in the end.  most drinking games are to promote drinking and though rewarding mistakes, they often lead to people being completely over the edge.  While the point system for my game of drink does encourage getting shit-faced, you are punished for things that would be considered even by most college kids to be too much drinking.  The point system is as follows

+10 pts per drink

-50  pts - throwing up

-80  pts blacking out

-200 pts caught by police

-800 pts hospital visit

The basic principal is to get very drunk and have a good time while avoiding the negatives of ingesting too much alcohol.  Obviously heavier people will have a natural advantage in this game and im not gonna try to make it fair for everyone.  I guess to even it out easily i could have weight classes similar to wrestling or boxing or something.  whereas if i (a 200 lb relatively in shape male) were to go against a 130lb female well there just wouldnt be much competition.

Im not sure if you wanted our synopsis on how the game actually panned out for us in this email so ill give it to ya anyway.

Well i discovered that the high score method of drinking only really seems to work in a multiplayer game of drink as that also gives incentive to actually keep track of how much you have drank.  I found out quite quickly after a certain point you just dont care to keep track anymore then youre forced to guess which number youre on.  At around 200 points i just plain forgot to count so i cant reward myself the points.  Which I suppose also works as a hidden punishment for being too dumb to count.

The desired effect was successfully achieved as i had a great time and suffered none of the side effects of drinking including a hangover.  I would venture to guess the game promotes a more slow ingestion of alcohol than you often will find with other drinking games including the famous game of "drink your beer" where all someone has to say is 'drink your beer' and then you drink your beer, or perhaps the game of "shut up and drink"  which is very similar in nature.

I hope this is to your liking  lemme know if i need to revise at all.

-Sky-

2 paragraphs below

-Thomas Wentworth


The game that I came up with is one where you try to minimize your time spent traveling to and from class.  Your objective is to leave as late as possible while still arriving at class on time.  Your score is the time your professor starts the class minus the time you leave for class (so no bonus for arriving early and you have to take your professors tendencies into account) and obviously you want to minimize your score.  If you are late to class you lose.  Getting to class quickly is something that I have been challenging myself to do all year.  Earlier in the semester I would ride my bike which would be quite fast however the brakes broke so I can't do that now, which is why I want to minimize the time I spend getting to class.  One may just argue that this just comes down to how fast you can run, however there are many obstacles (ie traffic) which can often delay your trip so if you leave giving yourself so little time that you have to run there is a high risk of losing.


Thus far I haven't had much chance to play my game (due to the weekend) however I know (from previous experience with timing my trips to class) that for most locations I can walk to class in about 12 minutes, 7 if I jog most of the way.  I have also compared the distance traveled for different routs to all my locations and have tried to find the most efficient route.  I intend to time myself more accurately once classes start again.

Jeremy Crouse
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I plan on making getting to school a game.  This part of my life will be implemented into a game.  The rules are to get to your classroom as fast as possible.  For every second early to the class add on 1 second.  For every second late to the class add on 2 seconds.  Each morning, the player will record the time it takes to go from their house to the classroom.  My friends and I will compete in this game.  We have to have the same class in order to compete.  The lowest overall time wins.  The means of transportation and the way you get there is up to each player.  Some various ways that I could get there are by my car, a friend’s car, by foot, or by the shuttle.

Jose Medina









1/20/2008
Psychology of Games

Exercise is an element of life than can be defined as a game.  A game is defined by rules, goals, and boundaries.  The element of my life that I choose to mold as a game is the element of exercise.  As indicated above in order to ensure that any player pursuing this game is able to following the guidelines provided.  Also, in order for an action or situation to be defined as a game, it must have an element of fun.  To ensure that the game is fun, the level design of the game will be designed not to have a boring repetitive manner.  The game needs to have an overall goal to achieve as well as shorter goals.

During implementing exercise as a game, the rules in which the players to follow is a fundamental step.  For this game to be implemented in my life there will be two different styles of exercise.  By implementing the two different styles, this will ensure that the player will continue with the game and not stop playing because of boredom.  The exercises are implemented on muscle building and cardiovascular workouts.  The routine will consist of four days of the 7 days in a week.  The routine will alternate the workouts each day to ensure that different muscles are met.  So for example, if day one consists of running, then day two would consist of pushups and sit ups. 

The routines will first begin with the fundamental exercises.  For example, day one and three would consist of running a mile.  While day two and four would consist of performing 50 repetitions of pushups and sit ups.  As the next week progresses, the player has the option of adding a workout routine or switching a workout routine.  If the player chooses not to add a routine by week 4, then an additional workout routine will be added for cardio and muscle building to increase the difficulty.

As the player is pursuing the game, he/she will try to achieve two different goals.  There will be a long term objective as well as a short term objective.  The short term objective would be based on time trials.  For example, say player one starts the game; he/she has a cardio workout day one and complete running a mile in 10 minutes.  The player’s short term goal would be to beat the time in at least 30 seconds.  The long term objective would be based on the person’s body mass index.  The body mass index can be calculated looking at a person’s height and weight.  This information can be found online through sites such as National Heart Lung and Blood Institute – Obesity Education Initiative (http://www.nhlbisupport.com/bmi/).  The long term goal could be achieved through constant repetition.  

In order to encourage the player of completing the short term goal there will be incentives in the game.  Such incentives consist of different variety of music that becomes available to the player.  The game initially starts with a set amount of music as the game progresses; a greater variety is added in order to motivate the player to continue to play the game and to lose weight.  The overall objective of the game is to ensure that the player becomes physically fit.  Becoming physically fit will ensure that the wellness of the individual is at a greater level and confidence increases.   
Bryant Johnson
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The Eating Game


Over the past few days I have been participating in what I have called, “The Eating Game,” which encompasses all of the variables I encounter when I am eating throughout the day. There are foods that are good for me “or will give me points” and there are foods that are bad for me, “that will make me lose points.” In the game I have a “Health Meter” and a “Mood Meter” both of which are affected by what and how I eat. Here are some of the things that can affect these meters:

· If I eat healthy foods like fruits and vegetables, my health goes up, but sometimes these types of foods taste bad, causing my mood to go down.

· If I go to McDonalds or eat unhealthy food, my health goes down, however, some bad foods make my mood go up because they taste really good.

· I play lacrosse which takes up a lot of time so I have to strategize how I am going to get my food (am I going to cook it, is there something already made, am I going to go somewhere)…If it takes too much time to prepare, my mood goes down since I have less time to do other things, but if it’s quick or doesn’t take much time (someone else cooked for me, or delivery) my mood goes up.

· If I wake up late in the morning and I don’t have time to eat breakfast, my mood goes down because the 5 extra minutes of sleep is not worth the growling stomach I have in my classes.

· At the end of the day, I will decide how high my mood is and how high my health is, and if both are good, then I will maybe (hopefully) have a dessert, or if they are both low, I will have to go run a mile, or eat a salad. 

On Friday I did really well, both my mood and health levels were at full capacity. I woke up in time to make some eggs for breakfast, had a turkey sandwich for lunch, and chicken for dinner. Unfortunately, Saturday did not go as well. I had practice early so I didn’t get breakfast, and late at night I ate a few pieces of greasy I Love New York Pizza, which brought my health way down. 

Partaking in this game over the past few days was a very interesting experience. I became much more conscious of what I was eating, and tried to eat healthy foods that also tasted good. As a result, I found myself cooking much more than going out, which sometimes brought my mood down if it took too long. After playing I am going to try to think about these “meters” more often. Furthermore, paying more attention to what I was eating was usually caused me to eat much healthier and I constantly try to be as efficient as possible. Overall, my game was very successful and definitely gave me a new outlook on how and what I eat.
Bryant Johnson
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Raymond Coulter
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Make a game out of part of your life:

Game: Exercise 

Goals
Solo

Work out more each day of the week, with 1 slack day allowed.  Each week try and beat your previous week, or record week.

Multiplayer

If there are additional players it can become competitive. If you are playing with others the goal is to get more work-out points than the other person, or persons. In competitive mode you can win the day, the week and the month.

Other Players

Other players are optional; you can play alone or with multiple players. With many players it would become complicated but it may also increase the prizes.

Control

You are in complete control; you decide when and where you would like to exercise. If you would like lay down in the middle of class and do some sit ups feel free.

Rules

Solo
1) Be honest.

2) Use the scoring sheet.

3) Exercise is above and beyond what you do at work or school already, if you have to go up 3 flights of stairs to get to your office at work it doesn’t count as working out.  But congratulations for trying.

4) Though the goal it to do better every day, you get one day off.

5)  Prior to the start of the game you will right out a contract that states what your rewards will be for success and your punishments will be for failure, and the contract should be reviewed by someone to make sure it isn’t completely of beat.

Multiplayer

1) Read rules 1-3 of solo.

2) Prior to the start of the game every player of the game will have agreed to a set of rewards.  In the agreement/contract, handicaps, modifiers and other things may be negotiated and agreed to.

3) Also in the agreement it can be decided if it is straight points competition or if you will be competing to beet your own best each day and the difference is what your competing score is (as kind of a scale).
Obstacles
The main obstacle will be yourself, tolerance for exercise and laziness.
Game Space: Anywhere, mostly at home.

Consequences = acceptable.

POINTS
Aerobics 11.1 per minute

Basketball 11.3 per minute

Basketball (half court) 8.1 per minute

Cycling (10 mph) 8.2 per minute

Hiking 6.7 per minute

Jogging 13.9 per minute

Running 17 per minute

Swimming (slowly) 11.6 per minute
Tennis 8.9 per minute

Walking 9.7 per minute

Weight training 9.8 per minute

Ping Pong 5.4 per minute

Karate 8.82 per minute

Lacrosse 9.36 per minute

Racquetball 8.82 per minute

Rock Climbing (UP) 14.94 per minute

Rock Climbing (DOWN) 10.98 per minute

Roller blading 9.54 per minute

Rope Jumping 13.68 per minute

Rowing 14.4 per minute

Rugby 13.68 per minute

Soccer 9.36 per minute

Stair Climbing 12.24 per minute

Tae Kwon Do 6.84 per minute

If you can’t find your exercise these are just calories burned per minute for a 180 person. Not that I am 180 pounds but it seemed what the basis for many charts were or included.
Rohit Kumar
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Walking to class

I chose to turn my daily walk to class into a game.  I picked this activity because I find it very boring and I wanted to make it more enjoyable.  Everyday when I am getting ready for class I get in a bad mood.  I know that I will not enjoy the next two hours of my day.  I thought that if I made a game out of walking to class I would be more excited about going to class.


  The goal of this game is to make it to class in a fast, timely manner.  It is also meant to make walking to class enjoyable, rather than dreadful.  In the multiplayer version of the game your objective is to get to class before your opponents.  You find a friend or classmate and you start from the same place.  You each choose a different route to class.  You leave at the same time and whoever arrives at class first, wins.  Players are not allowed to run at anytime during the walk to class.  Players may not use any other forms of transportation other than walking, such as bicycles or cars.  If any of these rules are broken the player is disqualified.


The single player version of the game is played differently.  The player sets a time limit in which they challenge themselves to beat.  For example, if the player knows it usually takes five minutes to get to a class in the DCC, then they set a four minute and thirty second time limit to arrive to class.  Players still cannot run or use any vehicles to get to class.  If the player beats a previous time then they win.  If the time was not challenging enough, they can continue setting more challenging times to see if they can succeed.


This game will help me to get more interested in going to class.  I will no longer sulk before class.  I can now get excited to make the walk to campus.  This game will also help to motivate me to get to class on time.

Learning Assistant Rounds Game



As a Learning Assistant for the Quad, I have to do rounds every week for 2 hours in which I have to go around to each resident’s room and see how they are doing in academics as well as the rest of their RPI experience. In Quad especially, this is a very discouraging part of my job, since many residents are usually nowhere to be found, don’t want to talk to me, or simply don’t care about what I have to say. In order to motivate me to perform well on rounds and reach all my residents, I turned rounds into a game with these rules:

1. I have a 2 hour time limit in order to reach 181 residents.

2. “Reaching a resident” is minimally defined as:

a. Meeting them in their room

b. Asking them how their classes are going

c. Eliciting a response, no matter how unsatisfactory

3. If any one of the above three parts of “reaching a resident” does not occur, that resident is considered not reached.

4. My score begins at 0 and can become negative.

5. Every resident on academic probation is worth 5 points.

6. Every resident with at least one EWS notification is worth 3 points.

7. Every other resident is worth 1 point.

8. Since EWS and probation residents are more important, if I do not reach these residents, I lose their corresponding number of points.

This is a purely high-score based game, as there is only one player so I am effectively attempting to see more and more residents each time I play. I managed to play this game twice during the weekend, and these were my results:

	
	Points
	# of residents missed

	Playthrough 1
	103
	60

	Playthrough 2
	112
	58


Compared to my usual rounds, in which I usually miss from 80-100 residents, I felt I was much more motivated on rounds this week as I had some scale against which I could measure my performance, rather than just assuming that rounds happened the same way every week. All in all, in terms of enjoyment and game structure, I would say it was a very successful game.
Sovan Gusack
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HW: Take an aspect of your life and turn it into a game.

Due: Sun. 1/20/08

--

Aspect: Health.

Goal: Maximize Well-being. Well-being is the total of two different scores, health points, and [enjoy] life points.

Obstacles:


1 - Getting sick due to one's actions (too much stress, too little sleep, etc)


2 - Food allergies


3 - Poor choices (including smoking, unprotected sex, etc)


4 - Genetics / Chance

Methods of getting around obstacles:


1 - Schedule out your week so that you complete tasks in a more timely fashion, so that you can get regular sleep on a nightly basis, and so that the tasks won't stress you out as much.


2 - Don't consume foods that you are allergic to/ intolerant of. Avoid unlabeled products.


3 - Don't smoke. Don't touch the brownies at frat parties. Treat your drinks like you do your luggage at an airport.


4 - Take extra precautions to avoid getting sick.

The origin of this topic is due to an event that caused me to pay more attention to my health, more specifically, what I eat. So the primary focus, and most important obstacle, of this game is food allergies. I was tested, relatively recently, and found that the food I was allergic to was in almost everything I was eating. And despite labeling practices required by the FDA, I've found that I've still reacted to foods that don't list the allergen. My reaction is that I feel unwell. So, in this game, if I simply had health points, I could subsist on a diet with very little variety, or taste, Because this is not the goal I desire, I also measure enjoy life points. "Enjoying life" is somewhat intangible, but needs to be taken into account. For example, if you go to a company bakeout, where everyone brings in their own homemade dishes, from special "secret" family recipes, you'll have no clue of what is actually in them. One solution, and a very poor one, is to avoid these bakeouts. Or, you could attend, and either have to risk trying the dishes, or be seen as rude. Or you could bring your own, allergen-free dishes, and hope no one notices you're not eating any of their dishes. The point is, that not being able to attend an event because of health worries should not be exclusively encouraged. In my version of the game, working around these health issues would be encouraged: you would gain points for bringing your own dish, since you could "enjoy life" by still attending the event.

The game itself is guided by a number of rules for how one can obtain points. The general rule for this game is that if you stay healthy, you gain health points. If you get sick, you lose health and enjoy life points. If you can still have fun, you gain enjoy life points. For example,

- Eating healthy for a day = +1 Health Point

- Eating something you're allergic to (unaware) = -1 Health Point

- Eating something you're allergic to (aware) = -2 Health Points

- Smoking = -1 Health Point

- Brushing your teeth, etc = +1 Health Point

- Pulling n consecutive all-nighters to study for an exam and getting sick afterwards = - n Health Points

- Not being able to go to a party with some friends since they don't list food allergies on the snacks = -2 Enjoy Life Points

- Hanging out with friends (party, movie, etc) = +2 Enjoy Life Points

- Avoiding restaurants = -1 Enjoy Life Point

- Your activities leave you sick enough to interfere with your studies = -10 Health Points, -5 Enjoy Life Points

- You have to take medication due to sickness = -10 Health Points, -5 Enjoy Life Points

Sam Acevedo
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Living Life as a Game

What is a game and what is real in this world.  Well over the last few days I have treated one thing that used to be real as a game.  The part of my life that I treated as a game was showering.  I decied that showering can be treated as a game since it will help effency in showering.  That is how I decied to score the showering game, based on effeicecny.  I was trying to beat the clock while making sure my whole body is clean and fully showered.  In this vein the scoring was as follows, scoring is based on the fact that the average shower is 10 minutes.  So to score I take subtract whatever my time was from 10 minutes, and figure out how many seconds that is.  I then minus any 100 points for each body part not clean, the body parts are head, face, arms, torso, and legs.  This gives me the final score for the session.  The challenge of this game is to beat the clock and to be effeicent in your methods of showering.  The game is a sort of time trial, where I am the one going for the highest score.  The rules and gamespace where pretty simple, just use what you have in the shower and nothing more.  If you did not take it behind the curtain with you then you can not use it, making the game space the shower.

Treating showering as a game, made me realize that I can be really effiecnet in my showering and save time for other things.  It made me think about how I do things more and think of ways to better improve my life.  Having something be a game really does change how you look at it.  It is a competion, something that you are doing for fun, and not just because you have to.  I think I might change some other things in my life as games, it can help with some things.
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Jan 20th 

Game: The Morning Bathroom Ritual


My game involves rethinking the morning bathroom ritual as a game, in such a way to make my mornings more interesting. My bathroom ritual “game” involves multiple events: a brushing teeth event, flossing event and a shaving event. The events are designed to make daily hygiene related activities more efficient and save me time. Currently I usually spend too much time shaving, making me not do it as often as I should, and I often have to wait in the morning for the bathroom mirrors to defog (I share the bathroom with 3 other freshmen). For that reason, a key aspect of the game is to perform all three activities blindfolded, to stimulate the feel of the fogged up mirrors, and another key aspect of the game is to instate a points system based on time; to encourage me to go through my bathroom ritual faster. 

The first event involved shaving in three minutes, with my eyes closed. The event let me look at the bathroom before stepping in for 5 seconds, and followed by spending 3 minutes putting on shaving cream, shaving, and washing away the cream with my eyes closed. Time was kept by a 3 minute timer on my stopwatch as I entered the bathroom. In this game, I started with 10 points. For each cut I received that oozed a noticeable amount of blood I lost a point. I also lost .5 points for each square inch of face left unshaved after the game. Finally, in the rare case I finished early, I gained .05 points per second left over. I tried the game once, and scored a dismal -1 point. I received 7 cuts that oozed bloods, and left around 8 whole square inches (eyeballed figure) of my face unshaved (mostly around the neck, near edges). There was not nearly enough time for me to do the shaving, and when I did I hesitated too much so I wouldn’t get cut. In the future I might change the game to using only an electric shaver (which I have) which probably would be faster and less dangerous. 


The flossing game was simpler. In this game, I had to floss between each and every gap between my teeth within 90 seconds. Each gap had to be flossed 3 times (that is, the floss had to go into and out of the cavity 3 times). My time for this game resulted in my score: a lower time, a higher score. If I went beyond 90 seconds, I stopped the game, and added 5 seconds for each gap missed. My points for this event was calculated by taking 90, dividing that by my time in seconds, and multiplying by 10 (eg 90 seconds = 10 points, 100 seconds = 9 points) Also, If I lost the game (didn’t finish by 90 seconds) I had to use mouthwash that day. If not, I didn’t. I tried playing this event a few times, and found it pretty fun. It was interesting to try to manipulate your hand as quickly as possible to do one oral hygiene activity that dentists recommend (flossing) to avoid another less important oral hygiene routine (mouthwash). 


The final game involved brushing. This too, was done blind. In this game I timed myself going to the bathroom, eyes closed, finding my brush, finding my toothbrush, putting the toothpaste on the brush, brushing (the usual time I spent brushing), and then rinsing and putting away my brush and toothpaste. The goal of this game is to achieve the smallest time possible. However, this goal does employ a penalty system: every time I motion with my hands to find something (eg my toothbrush or toothpaste) but don’t touch something in the bathroom that is my brush or paste, I add on 5 seconds. The point system was as follows: take180 seconds, divide that by the time I spent doing the event, and multiply by 10 (eg 180 seconds = 10 points, 172 seconds = 11 points) I played this event and found it rather boring; it amounted little more to just timing my brushing, since it was rather easy to find my stuff and brush with my eyes closed. In addition, it didn’t really seem to motivate me to do something faster: speeding up my brushing would probably only result with me having poorly brushed teeth, which isn’t advantageous to me at all. 


The final score of the game was the sum of the points for all three games. The one time I tried all three events, I got a score of 19 (-1, shaving, 9 flossing, 11, brushing). 

Turning something in our lives into a game:

Game: Going on a skiing trip.

Players: For 1 or more people (preferably at least 2).

Objective:  Ski more trails than your friend!  For single players, ski as many trails on the mountain as you can.

Motivation:  Players are motivated mainly by competition.  Other motivation includes speed skiing being extremely fun and very demanding on the body (it’s an awesome workout).  In addition, skiing every trail (or most of them) on a mountain is not something everyone can do.  

Game space: One Mountain.

Game Time:  To be decided by players.

Equipment:  All relevant ski/snowboard equipment, radios/cell phones for communication. 

Scoring:  
Basic:  At the end of the game time, count the number of trails skied.  Whoever has the most, wins.



Advanced:  Points are awarded based on difficulty of the trail.  Additional points can be awarded for skiing the most new trails, per run.  More complicated rules need to be set beforehand and would be based on the mountain.  
Game Progression:  After deciding on what day and when to go on said skiing trip, you need to prepare the night before, because you defiantly don’t want to be looking for your left hand glove at 6 in the morning!  Gather all your equipment the night before.  Packing the car is also desirable, but not necessary.  You want to set a good time to wake up, but don’t make it too early, or you’ll be sleep deprived, or too late, and you’ll have less skiing time.  When arriving at the mountain, those that need to rent equipment and purchase lift tickets should be given the courtesy to do so.  Season pass holders and owners of their own equipment can use this opportunity to look at the trail map and plan out their runs down to maximize the number of trails they can do in one run.  After finishing a run, use a pen to mark off the trails you visited while waiting on the ski lift.  Proficient planners and skiers will get the most trails at the end of the game.


For multiple levels of difficulty, limitations on what color trails do not count can be placed.  For example, you may ski down “Black Diamond” trails, but they do not count towards your final number of trails.  Or, you can place the restriction that no “Green Circle” trails count (because they are too easy).  More advanced players may want to increase game time from one or two hours to three or four hours.  Skiing competitively for more than 4 hours is likely to get you hurt.  


Not everyone in your skiing party will be up for a solid day of competition.  With this in mind, you should agree to take mandatory lunch breaks and limit the game time.  Communication via radios or cell phones is highly recommended.  

Homework 1

Assignment- Take some element of your life and structure it as a game.

The element of my life I would structure as a game would be being on the Track and Field Team. This game would involve two main parts, track practice, and the track meets. The main goal of the game would to be outperforming not only your best times at the meet, but other people in the races or events. In order to do this, you need to get the most out of each practice. The object of practice is to get the most points possible with to compete at the meet. By getting more points, it will ultimately make you stronger.

During practice, points will be awarded for doing the warm-ups correctly and effectively, for doing the workouts within a certain time frame of what the target time is. Points will be taken away for not doing the warm-ups correctly or effectively, for slacking off during practice, and for not running the workout in the time frame given.

If the warm-ups are not done correctly, it can cause injury during the workout. Therefore, one point is awarded for doing each warm-up exercise correctly and effectively. For the workouts, let’s say we are running 3 sets of 3, 200m runs, and the target time is 30sec. For each 200m that’s run within ±2sec, 5 points will be awarded. Points will be deducted if it is run faster or slower than that. As the distance for the workouts increases, say from 200m to 400m, the target time would be 70sec and 5 points will be awarded from running it within ±4sec. Slacking off during practice can be up to 20 points off depending on the situation. 

Every person in your event group is competing for the maximum number of points and the top three in each event group would get to compete in that event for the meet.  

At the meet, you can earn more points by the higher place you finish in the race and if the ratio of your time compared to your best time is above a certain number. Also, the number of events you compete in is taken into account so if you do 4 events and score low, you will get more points compared to someone who did 2 events and scored a little bit higher. 

Points are cumulative so that you have to keep building every week to get more points which makes you stronger. If you take more than 2 days off in a row, your points will start decreasing slowly, but the amount of points detracted increases logarithmically as the days go on. 

At the end of the season, the top two competitors in every event get a cash prize.

1/18/08

RPI students don’t use drugs……………they play games instead

We got into groups and discussed the games we came up with.  The games were created by taking an aspect of our daily lives and turning it into a game.  
Psychology of Games






        1/18/08

My game will revolve around my weight-gaining efforts; needless to say I am the only player. This will mainly center around establishing a workout schedule; I intend to both run and lift weights as a part of this. Every day I run, I’ll award myself 25 cents. Lifting will be more complicated; first I need to go to the Mueller Center and establish a baseline for how much I can lift on each device they have there. From then on, I’ll set aside 50 cents for every ten pounds I lift in excess of these baseline amounts. Furthermore, from now until the end of the semester, I’ll set aside $1 for every pound I gain beyond my current weight of 120 lbs. In order to discourage the obvious morbid obesity strategy, if any of my pants stop fitting as a result of weight gain I’ll have to use the money to replace them. Hopefully this is enough to ensure that I focus mainly on building muscle mass.

At the end of the semester I’ll use whatever money I earn and buy myself something nice, probably a Wii or alcohol or something. I think the rewards roughly in sync with their degree of difficulty. (though I’m about to start a steroid prescription so who knows what effect that will

have) Hopefully this will prove to be an even better incentive to exercise than boredom was.


In class last Friday, we presented our assignment of taking an element of our life and redefine it as a game as well as discussing the concept of state-dependent learning, and Games Vs. Reality.  For my first assignment, I redefined partying as a game.  However, I was unclear with the goal states of the game, because there were multiple ways to “win”.  Thinking it over, the winners would be the ones who could maintain a good buzz while the losers would be the ones that were binge drinking and becoming sick.  The point system also needed work, but I think that for each drink you consume (1 beer, 1 shot, 1 glass of wine) you get a point.  The person who gets the most points without going overboard becomes the winner.  This “game” is definitely something people everywhere do, and the winner gets bragging rights.  


We also discussed state-dependent learning last class.  Someone brought up the point of how some individuals play better in beer pong when they become more drunk.  This is the possibility that the individual is always drinking when playing the game.  I also can relate to this phenomenon of state-dependent learning.  I remember I used to take tennis lessons indoors all the time, and when it came time to play outdoors, I would perform so much worse.  There were more elements of distraction outside, and I could not focus as I could before.  The same applies for when I study for exams; I am so used to studying in a quiet place like the library but then when I take the test in a room full of other people, I start to forget things that I studied for.  Sometimes I try to make things as familiar as possible when I study.  For example, I chew gum when I study and when the exam period comes, I’ll break out a piece of gum and then it helps me remember some things when I was studying.  


Simulation was also discussed in class.  There are some games that are just simulations of real life games.  The Nintendo Wii is a good example, because it has games that simulate bowling, tennis, boxing, etc.  I think the difference between simulation and games is that in simulation, you play for the experience where in games, you play to win.  In flight simulator games, people like the experience of flying around, and could care less about the objective.  The same holds true for many Wii games, the experience is the most entertaining aspect and winning is a little bonus.  In games, winning is the primary objective
Sushma Chandran

Psychology of Games

1/15/08

What is a game?

In class we posed the question: When does is make sense to treat something like a game and when does it not?

We didn’t really formerly answer this question but I think that my personal answer is that you can treat something like a game when it involves acceptable risk.  If something valuable like your life, or your grades, or your health is on the line, you are less likely to be inclined to take a situation as a game.

The criteria for a game that we came up with as a class was:

· Winning (goal)





· Fun

· Rules

· Obstacles

· Other Players (?)

· Control (?)

· Challenge

· Game Space (Magic Circle)

· Limited consequences outside the game

· Why are you playing a game? (------------think about this!

1/18/08

RPI students don’t use drugs……………they play games instead

We got into groups and discussed the games we came up with.  The games were created by taking an aspect of our daily lives and turning it into a game.  

Group 1: Drinking Game ----- > Goal: Get Trashed (state dependent learning)

Group 2: Track/Field Game ------- > Goal: Beating your own score in events

Group 3: Drinking Game ------- > Goal: High Score Game (lose points for blackouts, vomiting, etc.)

Group 4: Getting to Class Game ------- > Goal: Get to class in the fastest time and with the most amount of points [My group]
Group 5: Driving Game: Goal -------- > Get to where you need to get with the most points ( (-)points for red lights, (+) points for green lights)

Group 6: Bathroom Game: Goal ------- > Do your bathroom routine with your eyes closed and with a time limit.

Group 7: Heating Game: Goal --------- > Save money by not heating the apartment

An important question we came up with was: How do you effectively reward yourself for getting to and achieving your goals.

We also touched on the idea of the difference between games and simulations.

Games








Simulations

Goal is to win






Substitute for real life 

Maximize score






Get and experience

Tuesday January 22, 2008


In class on Tuesday we talked about how games differ from real life.  When playing a game we tend to focus more on the smaller goals that we need to accomplish in order to get through the game.  While in real life we seem to focus on the bigger picture because we have so much going on in our lives.  In games you’re more alert to minor details because you focus on all your goals.


While talking in our group we discussed how when playing our own games we focused far more attention to detail.  In one person’s game, the object was to arrive at class before the other people you were competing against, and at the same time avoid touching people and touching academic buildings.  Because she was playing the game she paid attention to all of her surroundings, however if a person was just walking to class on a normal day, they would be far less concerned about their surroundings.  Playing games also help motivate you to accomplish certain goals.  For the most part, competition causes people to want to do well in what they do.


In class on Tuesday we discussed the difference between games and reality, and I feel that the biggest difference is the consequences (or lack there of). In a video game you can jump off a building, receive multiple gunshots, get hit by a car and still be able to sprint like nothing happened. In games you can die and respond within seconds, so you are able to risk everything, however in the real world death means game over.


People can live out real-world fantasies in their video games. Un-athletic people can play quarterback without the risk of a 300 pound linebacker hitting them from behind. A person can steal a car, rob a bank and commit murder without spending a day in jail. Games are becoming more realistic which in turn is enhancing the mental feeling too. In a game, there is nothing to lose except a score, in reality you can lose everything.

Class One Response: 1/15/2008


We were asked to take some element of life and restructure it as a game. The first thing that came to my mind was driving. Every time I drive, I think of the game Crusin’ USA that they have in arcades…The only difference is that you CANT mess up. I see driving as an adrenaline rush, especially driving in the city. People are so crazy and unpredictable. Since that was brought up in class, I said I would do driving. Next I thought of getting to class as a game. You start the game by leaving your residence in the morning and you finish and win by arriving at your class. There are so many different routes, obstacles, and players that this seemed to be the best idea. One saying that stuck in my head was when Professor said, “It ain’t the things that I don’t know that gets one in trouble, but the things I do know that ain’t so.”

Class Tow Response: 1/18/2008


We spoke about real space, game space, and the difference between the two. When games are good, I believe more than just a game space is created, a game atmosphere is created. When my friends and I get together and play Madden on Playstation 3 or Monopoly, we do not notice our surroundings. We become entrenched in the fun and competitiveness of the game. Real space has nothing of that caliber, in my opinion. In real space the likeliness of risk taking is dramatically decreases but we pay more attention because a mishap or failure in real space can get you injured whereas in a game, you do not physically get hurt. However with the new Wii by Nintendo, it is possible to hurt yourself in game space because it is interactive. The Wii is the best combination of real and game space that we have. I began to think of programs like Avitar and Second-Life but those are next generation concepts that are to complicated to discuss for these purposes.
Thursday January 24, 2008


On Thursday we discussed what fun is, what produces it, and what are the consequences of fun.  In class we used a chart to show how if a game is too difficult and a gamers skill level was not high enough, then the game would not be fun.  This is because they would not be able to complete the game, let alone enjoy it.  On the other hand if a gamer has high ability and the game is not very difficult, then the game therefore becomes boring and is not fun.


We also talked about what produces fun in a game, which comes down to how enjoyable the game is.  A person should be able to play the game without having to stress about or be annoyed by the game.  The game should also be continuously entertaining.  An example from class of a game that is not fun is exercise.  If you do not enjoy running and other physical activities you should not treat it as a game because it will not be fun.


Topic 1: Motivation of Gamers

Along the lines of what was mentioned in class I believe there are 2 distinct types of gamers. The first would have to be those who play games for mastery, or a sense of accomplishment. From my observation, I find that those who play the game for this reason usually put forth more time and effort than those who play for other reasons. We have one such person in our suite. He plays the game “Rock Band” constantly, always seeking to either achieve, or maintain his high score. 


The other type of gamer would have to be the one that purely plays for the enjoyment. How they define enjoyment is up to the individual person, but it could be the general enjoyment of the game, or maybe the social connections that the game develops.


I’ll admit that in prior years, I was a borderline mastery gamer in World of Warcraft. I couldn’t tell you exactly what caused it, but it probably was a combination of my roommate being on co-op, and me wanting some recognition in the game, so that all the work that I put in wouldn’t have gone to waste. What broke me out of this cycle was that I realized, in that type of game, no matter how much effort I put into it, it would count for naught in the long term. The game developer would continue to introduce new things, putting the task of getting the best gear just that much farther out of reach.

Tuesday – 1/22/08


In class on Tuesday we discussed the difference between games and reality, and I feel that the biggest difference is the consequences (or lack there of). In a video game you can jump off a building, receive multiple gunshots, get hit by a car and still be able to sprint like nothing happened. In games you can die and respond within seconds, so you are able to risk everything, however in the real world death means game over.


People can live out real-world fantasies in their video games. Un-athletic people can play quarterback without the risk of a 300 pound linebacker hitting them from behind. A person can steal a car, rob a bank and commit murder without spending a day in jail. Games are becoming more realistic which in turn is enhancing the mental feeling too. In a game, there is nothing to lose except a score, in reality you can lose everything.

Last Tuesday’s class, we discussed the concept of how people are different in real space vs. game space.  We decided that rules are more well-defined in game worlds, and that there are more risks taken in games.  Comparing my life to a game such as, “Risk”, the game is not fun if you play conservatively, and the outcomes can be ridiculous.  However, I think that games are taken very seriously.  When I play online competitive strategy games, everyone acts like winning a game means everything; whenever one player says, “it’s just a game”, everyone else freaks out.  Comparing the amount of seriousness in a game world to a real world, I am much more relaxed and casual in the real world.  


On Friday, we went over the relationship between life and game life, and “What is Fun”?  One game that I picked to treat as life was “Warcraft III”, the strategy game.  While playing online, I ordered my units to gather resources, and I tried to be friendly to other players online.  The response I got was, “WTF ARE YOU DOING?!”  This was because I was not building any combat units, and in order to win you must defeat your opponents.  By treating it like life, I simply explored the terrain area, and constantly chatting to the other team and my team while being ignored or yelled at.  Playing Warcraft III casually is not recommended, as many people are extremely competitive and the trash-talking definitely does not welcome people looking to make friends.  

Class Summary 1/22/2008

In class, we began discussing the difference between a game and "real life", and where the distinctions might blur. We noted that by making a part of our lives into a game space, we tend to pay more attention and use more control, as opposed to real life, where repeatedly performing these actions has created automatic reactions and behaviors. We also noted that when playing a game, people have a different outlook on risk. When taking large risks in a game does not heavily affect real life, people are more likely to take those risks. For example in a video game, "dying" does not equate to any physical effects in real life. In fact, it may even be advisable to take major risks that can get you "killed" in a game, because it gives you information on the obstacles ahead for next time. It was also pointed out that a game tends to be segmented into short-term goals that lead you to the final goal.


However, the idea of short-term goals is often applied in real life--making it into college, getting better at running, etc. And, in my opinion, one of the reasons we pay more attention when we treat life as a game is because of the novelty. After playing a game for the thousandth time, you may well have automated responses as we do in real life.


I think one of the fundamental differences between life and games is freedom of choice. Usually, you choose whether or not you wish to participate in the game. You only get one life to live. But there are a wide variety of different games you can choose to play, and, even if you're in the middle of it, you can choose to quit. 


A second fundamental difference is a sense of certainty. Games are rule-based. You can pick up the guide to a game and learn everything you'll need to know to play that game. There are fewer variables in a game as opposed to real life. Even when the game is chance-based, you are made aware of this element of uncertainty from the onset. And if you lose, you can rationalize that you only lost because the Lady Luck didn't favor you.

Summary of class on 1/22


The main discussion in class on this day was two questions, how a game is different from real life, and how is your behavior in a game different from real life. We split up into groups to answer these questions then shared them with the class and discussed everyone’s answers. Our group’s answers to the first question were that in a game, people are more motivated and there is a defined space, and a game can be simpler than real life because there are so many outside circumstances that are involved in real life. Our answers to the second question were that people take games more seriously and in real life, they don’t care as much or if they win or lose. In a game, players are willing to take bigger risks and also they would do things they couldn’t do in real life, like jumping off a building and not getting hurt. 

1/22/08:

In considering reality and games, the game environment is different from that of reality, and the mindset involved is also different. In games, there are often fairly well defined subgoals in a task, or at least subgoals can be easily inferred. Not so in reality, where tasks may not advance any specific agenda, and a overall goal may not have a clear direction behind it. A second difference in game environments and reality is that games are contained within a Magic Circle, which is often much simpler than the potential scope of the real world.

In terms of mindset, in the game mindset there tends to be a movement towards efficiency and maximization in the process of achieving goals, due to the greater number of subgoals. Every action is intended to advance towards some goal or subgoal. On the other hand, in reality, focus is more on eventual completion, rather than constant progress.

Additionally, more attention is paid to the environment in a game mindset. But the biggest difference is in motivation - in games, winning is what counts, and winning feels good, so motivation is strong, whereas in real life, where there may be no defined end, there is no sense of winning and closure.

Notes 1-22

Multicomponent tasks vs multi tasking was brought up.  The distinction was made that mulitcomponent tasks have multiple tasks that have different parts but are trying to accomplish the same goal.  Multitasking is where you have different tasks which different goals and you are balancing the resources you apply to each, so that you can have many tasks going and accomplish them in the most efficient way possible.  This led us to the conclusion that some games require the player to multitask to be any good at the game.  In fact gamers have a term for multitasking in a Real Time Strategy game called micro.  Micro is how efficiently you can micromanage all the aspects of a RTS, such as resource management, combat, and strategy.

Another aspect that was brought up in that class was the fact that people act differently in the world of the game, then they do in real life.  People take more risks in games, pay more attention to a game then other things, they manage their goals both long and short term, multitasking is a must, and they have certain controlled responses to things that happen in the game.  All of these things are part of the mindset when gaming, and must be taken into account when we look at what people are thinking when they are gaming.  They appear engrossed making decisions which are very important to the game.

Jeremy Crouse








Psyc of games











Life Game


I plan on making getting to school a game.  This part of my life will be implemented into a game.  The rules are to get to your classroom as fast as possible.  For every minute early to the class add on 1 minute.  For every minute late to the class add on 2 minutes.  Each morning, the player will record the time it takes to go from their house to the classroom.  My friends and I will compete in this game.  We have to have the same class in order to compete.  The lowest overall time wins.  The means of transportation and the way you get there is up to each player.  Some various ways that I could get there are by my car, a friend’s car, by foot, or by the shuttle.

Day 1:

Jeremy:
Time left- 9:39
Time arrived- 9:55
Overall time- 21 minutes

Sam:

Time left- 9:42
Time arrived- 9:57
Overall time- 18 minutes

Day 2:

Jeremy:
Time left- 9:45
Time arrived- 9:58
Overall time- 15 minutes

Sam:

Time left- 9:48
Time arrived- 10:02
Overall time- 16 minutes

Day 3:

Jeremy:
Time left- 9:41
Time arrived- 9:58
Overall time- 19 minutes

Sam:

Time left- 9:46
Time arrived- 10:05
Overall time- 24 minutes

Day 4:

Jeremy:
Time left- 9:44
Time arrived- 10:00
Overall time- 16 minutes

Sam:

Time left- 9:40
Time arrived- 9:55
Overall time- 20 minutes


The game of getting to class was played between Sam and me.  On the first day, I tried to get up early and catch the shuttle to campus.  I got to class, but I was very early and therefore got a lot of time added on.  The second day, I got a ride to class by a friend.  This method worked extremely well because he parked close to the building that my class was in and dropped me off.  This was my lowest time throughout the week.  Then I drove to school the next day and got there early, so some good amount of time was tacked on.  The last day I decided to drive to school again, except this time I would leave a little bit later.  I ended up getting to class right on time.  While I tried different methods of getting to class, Sam on the other hand just tried different departure times.  He tried leaving later each day until he kept on getting to class late.  Being late to class and penalized twice the time after 10:00 really hurt his score.  After the third day, he chose to leave early again, but this time left too early.  The dynamic of the game and how each of us played changed after time.  There is a learning curve to this game just like any other.  Treating this part of my life like a game made it more interesting.  It wasn’t as fun as I had expected, but it made that small portion of my life each day that more enjoyable.  Also, I learned some good time management skills.  This helped me to realize how much time I spend and waste going to school each day.  Overall it was a good experience and an okay game. 

Summary of class on 1/22/2008


One of the major things our group had seen while playing our games is that the game has to be really good to get you to continue playing it.  For example, my game didn't really achieve this due to the fact that there is such a delay between a player's actions and the rewards since it takes so long to get a heating bill back for a month.  With a more immediate response, I would probably continue treating my heating as a game.  One of my group members also noticed another problem with these games is that setting up a reward and punishment structure is very difficult.  Since nobody is really forcing you to take any punishments that may me included in the game it is hard to force them upon yourself.  Instead, you are much more likely to stop playing the game altogether.  We also found that games that made the player record their actions all day were rather tedious and didn't promote continued gameplay.


As for my experiences living my game, I didn't really see a huge difference between treating heating the house as a game or not.  As I mentioned earlier, I think that it stems from the fact that the results are so delayed and there's not much that can be done about it.  Despite that fact, I feel that the rest of the game is relatively well designed, and unless I could fix that one major problem I won't be able to figure out the rest of what works and what doesn't.

I managed to play my game today however due to my need to get coffee and food getting to class ended up taking 20 minutes.  However I don't really find my game all that fun.  I find that one of the reasons I try to leave so late for class (besides a few minutes extra sleep) in the morning all I really want to do is go back to bed.  The below freezing temperatures don't help either.  One of the things I believe may help improve my game is a better reward system for doing well, though I'm not sure what I would implement.  More complexity may help too, for example maybe arriving to class on an odd minute would have bonus points, or not being out of breath when you get there (I want to get there quickly, but I don't like running).  My game was also a bit too particular so I don't get to play it much, I think I may want to make it more general so that I could perhaps play it between every class.

Jan 22 2008

One of the big things I took from Tuesday’s class was that the line between games and reality is really kind of fuzzy.  While that is what we concentrated on most of the class we kind of as a class agreed to disagree on the differences between games and reality.  In many cases people are more motivated in games, but some people are more motivated in life. Almost nothing we discussed did we come to a conclusion on.

You also made a clear definition of fundamental attribution error, but I missed it but I have “peoples behavior” in my notes and that’s it. I thought that games were simpler than life but it could be seen as either way. I really didn’t have much in my notes but I will definitely put more down next time I seem to be forgetting most of what happened in class that day
Friday – 1/25/08


In class on Friday we discussed playing it safe, and having fun. We decided that overall the more you have to lose, the harder it is to play it safe, and that in most cases it is even better to just relax and have fun. When you are having fun you are paying close attention to what you are doing, your surroundings, and you are completely focused on the task at hand. If the task for some reason becomes too difficult or easy, you will have less fun which will result in the loss of attention.


Fun can be perceived as the Flow on the graph of difficulty vs. skill. As difficulty and skill increase at the same rate, fun is present, but if one side increases or decreases too quickly the line exits the Flow region. Flow is a slim linear margin on this graph which in some cases is different than pleasure. People playing the Nintendo Wii are having fun, while a person playing Medal of Honor is having pleasure, or just striving towards a goal. When people are having fun, it’s not about the goals, it’s about the journey and having the most enjoyment possible. 

One of the topics discussed in class on Friday was fun as a motivation for playing a game.  Specifically we discussed the fact that there are many games where people don't seem to be having fun while playing (i.e. not smiling, laughing, etc.)  I think that there can be many things that motivate someone to play a game for reasons other than immediate fun.  One major reason is competition.  Even if someone doesn't have fun playing a game, they may play simply to compete with one of their friends or even some random person online, and their enjoyment of the game comes from the fact that they can win.    I think this is a result of the fact that fun in a game is something that is very hard to retain past the first few times it's played.  May times, fun is a result of novelty, and once you get used to a game the novelty is lost.  This is when the game needs other qualities of the game take over to provide enjoyment.

On Friday, we went over the relationship between life and game life, and “What is Fun”?  One game that I picked to treat as life was “Warcraft III”, the strategy game.  While playing online, I ordered my units to gather resources, and I tried to be friendly to other players online.  The response I got was, “WTF ARE YOU DOING?!”  This was because I was not building any combat units, and in order to win you must defeat your opponents.  By treating it like life, I simply explored the terrain area, and constantly chatting to the other team and my team while being ignored or yelled at.  Playing Warcraft III casually is not recommended, as many people are extremely competitive and the trash-talking definitely does not welcome people looking to make friends.  
Summary of class on 1/25


During this class, we were first asked what seemed to be a simple question, what is fun? When we thought about this, we realized that it’s a tough question to answer so we were asked some other questions to help answer the first one. These questions were: What does fun feel like, What produces it, and What does fun look like? One of the conclusions that we came up with was that is your having fun, your paying attention to what you are doing. An example of this is the Wii and Medal of Honor. For the Wii, players are going through the motions of the actual game and are happy so it’s easy to tell when people are happy. In Medal of Honor, players are so focused on the game that it seems like they are not having fun, and sometimes it doesn’t look like it but they are having fun. 

Notes 1- 25

In the last class the main topic was fun.  We concluded that many gamers do not appear to be having fun when you watch them play games, and this seems a contradiction to why people would game.  We concluded that having fun is known by continuous positive  reinforcement to keep doing the thing you are currently doing.  In this vein we also talked about the fact that it is much easier to learn things when they are fun, because then we feel more motivated to continue doing them and thus learn them.  Fun is inherited in play and it seems like next class we are going to delve and discuss this issue further.

Another thing that was brought up in class was the fact that video games are sold used.  This is hurting the industry since in funnels money away from the publishers and creators of games and to the companies that sell the used games.  If you buy used games you are not supporting the company that made the game and thus not voting with your dollar that you actually like the game, and want to see more and keep the studio that made it profitable.  Many of the game companies are taking ways to curb the sale of used game, with the biggest being digital distribution.  Digital distribution is when you purchase a game over the internet and have no hard copy.  It is the future of how games will get to consumers.

Suggestions for the class

I think in the class we should cover how games effect people, and try to investigate the mind of the gamer, as he or she games.  We should look at the parts of the mind that are active when gaming and how gaming improves things.  We should also explore the social aspects of gaming becoming apparent in this day and age.

Treat a Game as Life
I generally treat most games as I do life. They say you can tell how a person’s mind works by the way they play chess, or go, or some other similar strategy game. I play relatively conservatively. I usually plan ahead so I don’t have to bluff too much in card games like BS. I generally honor my alliances as long as possible. I suppose the main differences would be near the end of the game. If it has become obvious I’m not going to win, I often throw everything into a final turn, either to support another player, or to decimate another player. If I treated these games as life, I would more likely play seriously to the end, continuing to strategize just as I did throughout instead of giving up.

So for a game, I would choose a racing car game. As a game, you drive as fast as you can. But when you treat the game as life, suddenly, surviving the race supersedes winning the race. You no longer go as fast as you can—only as fast as you can safely control the car. You keep an eye out for other cars—you can’t just nudge them over at speeds of 200mph and over. You don’t take shortcuts across grass and avoid ice—the change in friction could send your car out of control. Crashing into barriers when you can’t turn fast enough will kill you, so you slow way down, rather than chance it. In summary, you drive slower, pay more attention to your surroundings, and use a good deal more caution.


1/25/08:

In life, if one's goal is to be or feel safe, how would one go about it?

Even in small scale, say money, there is no realistic way to eliminate risk. Anything you could do, banking, investing, diversifying, etc., will have some amount of risk. So being completely "safe" is distinctly impossible in reality. But suppose we wanted simply to minimize risk. The rewards then would be minimal, necessitating long periods of time to make significant gains. Most importantly, this strategy is not _fun_, requiring massive amounts of effort to make those minimal gains.

So then, what is "fun"? In a sense, fun is a type of learning - psychologically, playing is a form of rapid learning of some type, though how learning is taking place may not be immediately obvious at surface level. It should be noted that children play much more than adults, and predator species of all ages play more than prey species. Also of note is that amount of fun is tied to performance in learning high-level tasks, and is in fact often necessary to effectively learn. Going back to the example of minimizing risk, it can be noted that lack of fun relates to the lack of novel concept being put into practice in the minimum risk strategy. A fun strategy could be as simple as setting you slightly out of your comfort zone with moderate (but not prohibitive) risk and allowing you to learn the best way to make or keep from losing money.

Jeremy Crouse
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What is fun?  Fun is when you are participating in an activity that is enjoyable.  What does it feel like?  People have a good time and are happy when they have fun.  What produces it?  Fun is produced by some sort of game, activity, or social interaction.  

The difference between fun and competition is sometimes when money is involved.  If a game is being played without money, then it’s being played for fun.  When the factor of money is involved, then it changes the dynamics of the game.  The game becomes a competition and people are more conservative.  

Fun can be either immediate or long term reinforcement.  Normally people do things for fun on the spot.  The immediate reward of fun is why people play games.  Games take us away from the stresses of the real world.  They take us to a game world.  The game world has no effect on our real world, so we feel as if we can do whatever we want.  The consequences don’t go over from one to the other.  

How can you tell if someone is having fun?  They are smiling, laughing, and focused on the task.  Fun is a very recognizable trait.  Some people play games that aren’t fun.  Games are sometimes played for achievement, satisfaction, or accomplishment.  

What should be in the body and content of the course?  This course should cover the basic idea of game play and how it affects people.  Including the different kinds and genres of games is also important.  Sometimes games affect the user and their actions.  We should discuss how it changes the psyche of the players.  What is behind the games that make them so interesting?  Talk about why people play games and how they play them.  Some people take risks and others are conservative.  Does the game play resemble a way a person would act in real life?  How much does the game play roll over to the real world?      

Weekly Assignment


In this week’s lectures, I learned quite a few things. I was asked to compare reality to my game, and after examining my game last week, this is what I found . My game was about eating. Basically, I had to try to eat at certain times so that I'd never feel hungry. I think my game was too bothersome to remember what you ate the entire day and at what time. However, when I did take the effort to record everything, I found that in the end my happiness score reflected my happiness throughout the day. One positive outcome, however, was my tendency to eat about every 3/4 hours, and now that I follow that rule, I rarely feel hungry anymore. I also had a sickness point system included but that didn't work out too well. On Thursday, i thought a few key points included to try treating game as life and consider the meaning of fun. Without taking risks, life is just meaningless. The main point was that you can’t be safe and have a good time, so take risks! 
Sushma Chandran

Game Psychology

Life Game

*Corrections Presented by my class/group

Going to Class

Players: 1 and up

All players must start the game at a certain building on campus and agree to the time limit.

Objective: Your goal is to get to your class in a certain time limit.  Along the way if you touch another person you instantaneously lose.

Winning: Person who reaches class and has the greatest number of points wins.

Rewards/Penalties: 

Falling on ice:  5 point penalty

Touching another player: 10 point penalty

Getting to class: 1 point for every minute early you are. (Lose a point for being early or 2 points for being late….you want to be exactly on time)
For every RPI building you touch (academic): 2 points

*More than 5 mins late to class = instantaneous loss
Limits:

You must move about only through the RPI campus.

Challenge:

Time Limit decreases for multiple rounds of play.

Hints: Avoid people throwing out things, people traveling in pair (you’ll get blockaded).  
Multiplayer Game: All players must start no more than 15 minutes before class starts.  All players must be going to the same class (aka a 10:00 am class)

COURSE SUGGESTIONS
I believe that the context of this course should expand upon how games are already part of every person’s life, even if they do not recognize it.  Also, how when people play games their mentality changes towards others and towards themselves.

I can’t think of anything especially that I was to see discussed in the class. Maybe a discussion of personality types versus game preference.

Content/Body of Course-


I personally like how the class is going thus far. I feel that if we have something new to discuss in class everyday, we can have small and larger group discussions while staying to the subject. A few other things we could discuss include: 

· The future of video games.
· The future of board games.
· The impact games have on society.
· The difference between educational, sports, shooter games, and the people who play them. 
· How different games impact different cultures.
· What makes different games more popular.
· What makes a game “Fun.”
Every few weeks we could have projects where in groups or alone we create a game, research and present a report or something similar. These reports could be in many different mediums such as PowerPoint’s, Papers, or even simulations. 

Honestly I registered for this class based on the word “games” in the title. I was mostly looking for an interesting class within my areas of interest, so until now I haven’t really thought about what I want from it. That said, what I’d most like to get out of this class is to better understand how to make games that are interesting, memorable, and fun.

Getting a better sense of what “fun” actually is is a good place to start, but I’d like to know more about the positive and negative effects games have on people, especially as pertains to entertainment value.

This semester in class I think we should learn what makes people play games.  I do not understand why some games are considered good and some are not.  We should learn what keeps players interested in a single game.  I also think that we should learn what a person thinks about when they play a game.  

I would like to have some sort of required reading assignments since I’m a visual learner and retain information best when I have some textual reference. I think the current setup for the scope of this class is good, but I think that learning about the psychology of games by actually playing some and analyzing our responses to them would be something that we could focus on, maybe as a possible class project or weekly assignment. Other than these two suggestions, I am satisfied with the course as it is right now and am really interested in the material we will be covering in the weeks to come. The connections between real life and games are especially intriguing; special focus can even be put on these connections in the syllabus

Here’s a list of a few topics I feel would be nice to have covered in the course:

-The Second life and Word of Warcraft Phenomena 

-The affect of organized games on society

-the Videogame console wars

-Possible future innovations in gaming

-Reasoning into why certain games appeal to certain people.

If we could perhaps get some guest speakers from the industry (Like the people who made the Game of Life) to find out what they look at when they design a new game that would be great too.

As for suggestions to the syllabus for the semester, I would be most interested in what can be learned about life and people's behavior in the real world based on what is observed of people that play games.  I'm not a game design major nor do I have a huge desire to make games, but I think there may be a lot of potential information to be gained from studying how people play games and seeing what can also be applied to real life.

During the two classes, there were many discussions based on how games can relate to actual life.  The discussions touch an array of topics including fun, certain life strategies, and the consequences of playing a game.  The topics in the class show how there is a need of fun in order for the game to be enjoyable.    A way in order for a game to be fun is that there usually contains an aspect of learning.  Several video games involve learning different techniques in order to advance in the game.  Even primitive games such as repetitious mathematical problems involve some aspect of learning.


As the element of fun is added, in order for the game to be interesting, the aspect of fun needs certain awards in order to get the player to continue to play the game.  The certain awards can consist of beating the opponent, high scores, or unlocked secrets to improve upon game play.  The other aspect discussed in class is of life strategies.  Life strategies is the unique aspect in which everyone caters there life to playing a “game”.  Some individual’s life strategy is to be safe.  For the individuals life strategy to be safe is to involve little risk.  So for an individual to have a million dollars, in order for the person to play it safe, he/she would have to spend it over a period of time.  That would involve low risk because to the person, spend the wealth on valuable items that can produce happiness is the goal the person wants to achieve.  The class emphasized elements of fun and certain life strategies.
Course Content Suggestions
A topic of interest might be how you would alter a game to be more lifelike. What factors were omitted from the game to make it simple enough to catch on but complex enough to realistically depict the scenario? You mentioned this at one point during class, when you mentioned that gravity and physics don’t work in video games like they do in life. For example, if you take the game of Risk and try to make it more lifelike, you’d have to add in politics and economics: the UN and other worldwide organizations, various alliances, the financial backing needed to fund a war, the approval and support of the countries’ politicians and populations, how to integrate a captured nation, how to raise troops and the effect of doing so on the economy, keeping morale of the military and population, the logistics of attacks, the communication and rivalry of the different military branches and intelligence agencies, espionage, weather and its effects on planning attacks (ex. D-Day WWII), military vs soft targets, resources and supply lines, etc. From all these omitted factors, it becomes apparent that Risk is not an accurate representation of world domination, and explains why controlling all of South America and/or Australia would not be a prerequisite to winning control of the world.
Jose Medina

Psychology of Games

HW2


The body of the class should contain information on different aspects of games.  For example, we should emphasize elements of fun.  Since, there are different definitions of fun; we should see what each individual student should tell their aspect of fun.   Another topic that should be discussed is the variety of games and how the games make an impact of humans.  For example, how brain age for the Nintendo DS allows people to refresh their memory on simplistic mathematical equations.  Also, how board games such as taboo or yahtzee can attract a multitude of people.  We should talk about the social interaction about games and how games can encourage association with family members or friends.  There should be a distinction between online games, video games, and board games.  Another topic of discussion is how gambling has affected the way games are played.  These are the topics that should be discussed in class.

The one topic that struck me this week was the concept of fun vs. mastery and the fact that they are distinct entities and (in many ways) cannot be shared by a given activity.  I was always under the impression that I played games for “fun” and probably will continue to do so for a long time to come.  However, I look at the game I play most often, World of Warcraft, and ask myself if the game is “fun”.  The answer, surprisingly, is a resounding no.  In fact, the majority of the game is based on mastery of one aspect or another.  After thinking about what aspects of WoW are strictly “fun,” I found only the role-playing aspect as having nothing to do with mastery and would therefore be considered “fun.”  This disturbs me because I have never role-played any of my characters for more than a few minutes as a joke, as I generally don’t enjoy long periods of role-playing.  So, why do so many people play WoW?  Surely the mastery aspect of the game cannot attract 10 million people like no other game as before it.  What is it about mastery that keeps people playing if mastery is not “fun?”  This is one of the topics I would love to discuss at length in the class.  
Suggestions for what’s to be in the body of the course and what to achieve at the end of the course.


Some of my suggestions for what’s to be in the body of the course are the difference between styles of games such as card games, video games, board games, etc… Strategic games in how they influence personality and character and the psychology behind strategic games. The history of games and where they started and how games spread. Why people play games and what keeps them playing. Do people relate games to real life? For example, governments that want to ban violent games that could be a corrupting influence to kids.  What are the strategies that are used to create and develop games to keep players interested and keep coming back? 


What I hope to achieve at the end of the course is a better understanding of everything involved with games and the psychology behind it. Also, how games influence society and culture. 

Other topics I feel this course should cover would be the following (in no particular order or level of desire):

1) Anonymity on the Internet—effects on personality.

2) Violence in games – effects on children

3) “Obsession” with Games

4) Use of games as a Simulation (escape from real life)—healthy?

Suggestions for the class

I think in the class we should cover how games effect people, and try to investigate the mind of the gamer, as he or she games.  We should look at the parts of the mind that are active when gaming and how gaming improves things.  We should also explore the social aspects of gaming becoming apparent in this day and age.

My game was working out.  It didn’t work out. I had been doing ok, I got up early maybe ran a little, lifted some weights and did some sit-ups and or pushups.  That was all in a couple weeks prior to the game.  The week I made the game I stopped.  I kinda didn’t live the game because I guess the game wasn’t really part of my life.  Like getting up and getting ready, or driving to school or work or a 1000 other things.  But I chose working out because I was hoping that the game would motivate me, instead I have decided playing on my computer is much more fun and a way better game.

1/25/08

Some interesting things I picked up from class were:

“A big part of games is learning”

“What victory is in real life is not as clear”

“Absence of mistakes is absence of learning”

“If you are skilled you can do well and not have fun, but if you are trying to become skilled quickly it is easier if you are having fun.”

“Puberty takes the fun and play out of life.”

“Fun is immediate positive reinforcement”

You called Marines, Baboons. Just kinding you said Baboons perform like Marines.

“No play is boring.”

And I also have the flow chart I my notes.

I think that the schedule variation that we were talking about is very interesting, how you hook someone with continual positive reinforcement then slowly wean them off. I think that it sounds like the schedule of positive reinforcement for many addictions, also it sound like how character building in games work, in the beginning it is easy to go up a level, it is easy to upgrade weapons and armor, when you get toward higher levels the payout is a lot farther away.


Getting to Class Game

Day 1: Winner (had 2 points because I got to class 2 mins early)

Day 2: Loser (-4 points because I got to class 4 mins late)

Day 3: Winner (got to class right on time!)

So the game wasn’t nearly as fun to play as I imagined it would be.  It was fun the first day because I was trying very hard to maximize points.  I moved really fast to my class in the DCC and I avoided all people on campus.  I focused on getting where I needed to go so I would be either early or on time to class.  

During my game I felt like I was very confined and controlled mentally.  I focused on only where I had to go and how to get there the fastest.  I made small goals such as 1.) Get to the footbridge without falling.  2.) Keep watch on the ground for all the icy patches 3.) Dodge people on the bridge because touching someone = instantaneous loss.  Basically my game caused me to be more focused and attentive because I had a specific goal in mind.

By today (3rd day) the game seems to be getting a little boring.  I think it might get a little more fun if I added more players into it.  I have yet to actually play the game with someone else because nobody has class at 10:00 am when I do.

In conclusion I think that I need to figure out how to add some fun elements into the game.  Maybe there should be an earlier start time and more things you have to do before getting to class.    

What should be in the course?
I think that learning how to make an effective and addictive game would be helpful.  I think learning some advanced strategy would be cool. Maybe learning more about digital games as well as classic games. That is all I can think of
Also, we are supposed to suggest some things to do in class. When I first signed up for this class, I imagined that we would be able to do more than just talk about fun. Like someone suggested in class, if we could go into the games room and experience it ourselves, I’m sure it would be a much more fun experience for everyone. But just exactly what is fun? Like we concluded in class, if it is fun, students will more likely pay attention, for fun can be positively reinforcing. And in the absence of fun, strange behaviors may arise. Thus, fun is definitely necessary in this course. Lastly, I think it would be much more interesting if we talked about
