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EMBODIED EXPERIENCES THROUGH GAMES

Namita Mary Thomas
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In the history of our species, games are
perhaps the first designed interactive systems



Abstract

In the history of our species, games are perhaps the first The study gradually started to reveal how there are various
designed interactive systems. They play a significant role in the parameters such as personal experiences, social contexts,
social, educational, cultural, and religious aspects of character cultural practice or traditions, memory associations,
building within any society. An element of "play" has always multisensorial factors all come together to drive an
given a mental boost and driven entertainment that has kept our AF<ANA<M9DeK ?9E= HD9Q =PH=JA=F
ancestors engaged in various games. We may not realize it, but
every object, every game, has a story to tell through our An archive is being created from the visual narrative sketching
experiences with them. and other supported data, which directed me to look at
experience in a more holistic manner.
C%lJ=9L¢K GJ C$SMF¢ 9J= @9J<DQ KM>>A; A=FL LG <=K; JA: = L@=
exhilarating experience of playing games with friends, family or This document starts with an Introduction to understanding
by ourselves. | have been trying to learn, what encompasses an %9E= J=K=9J;, @ 9F< C#E: GSAE=FLg¢gK
AF<ANA<M9DeK ?9E=HD9Q =PH=JA=F; =H ' F inlkr@atinglard imglementi®y viSubl Kabrative sket@ring
KO9E=K MK=< ; MDLMJ9D 9FL@JGHGDG? Qa K activityl Ehe fext pa@®CGovels my fur@ér &ady tArel@@@ame
to study people's experiences playing games. experience survey and how both these activities helped me
; J=9L= C2@= wW9E= #PH=JA=F; = J;
+Q KLM<Q LJA=K LG =P9EAF= 9F AF<ANA < |daptureskandsliowcase gamel experiences ofindividuals<
how societal, cultural, technological, multisensorial factors and through the above approaches. The document concludes with
memory, shape a player's attitudes and motivations. Through a personal reflection and how my research will continue to
the same, | inquire what the influencing parameters are that shape and evolve through further envisioned scopes.
guides their gameplay experience. These parameters become
traits to their human embodied experience. Through the capstone project, | engaged with a people and
their game experiences that made me feel how insightful and
My research gives an overview of visual narrative sketching, an rewarding autaethnographic research can be. | learned that
auto ethnographical approach that | used and will continue to, games and play experiences are not simply isolated from the
to derive richer insights into player game experiences. rich meaningmaking practices of lived reality, but rather part

of them.



Introduction

Game research

'‘Games Research' brings together multiple disciplines such as
computer science, humanities, media studies, social sciences,
and the arts. Topics range from creating serious games to
studying the social effects of gaming to creating algorithmic
breakthroughs that advance technical aspects of games.

Researches conducted for studying game experiences of players
urge for objective evaluation. With technological advancements,
it is possible to conduct automated studies where numerical

data is logged on irgame playembehaviour. These collected

data falls under the context of temporal, spatial, and
psychophysiological experiences of the player. Game companies
have moved towards collecting quantitative data in game
evaluation using biometric evaluation techniques, like
electromyography (EMG), electroencephalography (EEG), and
eye tracking.

Is there a common framework of methods that
are appropriate to evaluate the user experience
In games? Or are current approaches just mainly
focus on several aspects of user experienc®t

GF 9 ?=F=J9D ; GF; =HL G>

Looking at the discourses of current digital game cultures,

@Q?9E=HD9Q =PH=JA=F; =e AK MK=«<
=PH=JA=F; =K ML 9J= =Rdgdmel A=F;
=PH=JA=F; =¢ GJ C?9E= E=; @Q9FA,;

K¢

CHD9Q=JK

LG
K ;GF
|_|'

Embodied experiences

Blythe andHassenzah AF C2 @= 1=E9FLA; K G>
"A>>=J=FLA9LAF? #FBGQ9: D= #PH=1J
=PH=JA=F; =K 9J= 9DKG C¢; GFL=PL <

Players actively take part in the construction of these
experiences: they bring their desires, anticipations and previous
experiences with them, and interpret and reflect the experience
in that light. Experiences are also largely context dependent: the
same activity can be interpreted as highly pleasant in some
contexts but possibly unattractive in other kinds of settings
(Blythe.Hassenzahl2003)

2=JEK DAC= ¢C>MFK >DGO 9F< HD9Q9
explain user experience in game design. A discussion has been
opened to include other factors that could have relevance for

games. Various methods are used to evaluate user experience

and related concepts, but there is no general framework for
determining which method should be used. | sought to learn

9F< MF<=JKL9F< 9: GML C@GME9F =E:
context of games.

=Efmbodiméntirdicates aholistic experiencing individual. | use

L@= L=JE C#E: GRAE=FL¢ LdGive@9N= 9
experience in association With games It could also help us

an wer why ords actions have a

a§| ularm % \}4 %E how the embodied
Xpeniencesd| er atlons'> Gail Weiss in the
HO9H=J C G<Q ' E 9 ? Istd¢dorpatelityick AEXFF QK

on relevant discussions of embodiment in phenomenology.



#E: GKAE=FL? AF; GJHGJ9L=< E9FQ L@AF?K2@®K BEHgpJE H2@KGFSGKANI9LAGFI9D
biological (somatic), intellectual, emotional, bodily, social, "=L=JEAF9LAGF 2@=GJQ HHJ G9; @¢
gendered, artistic, and spiritual experience, within their cultural Przybylski tries to understand how well an existing theory of

and geographical location(Weiss. 1999) human motivation, namely selletermination theory (Ryan

and Deci 2000) applies to and accounts for player motivation
in gaming contexts and also investigate the shddgrm impact

Context of play of game play on psychological weliieing.

Context surrounds us all, whether we are aware of it or not. It Rigby argued that a true theory of motivation should not focus

provides the basis upon which we understand other people, on behaviouralclassification constrained by the structure of a

situations, and ideasEvery action, thought, and word we particular games, but instead address other factors associated

express is a reaction to the external stimuli we experience in our with enjoyment and persistence across players and genres,

daily lives. and how games that differ in controllability, structure, and
content might appeal to basic human motivational

People can make informed decisions based on the context. An propensities and psychological needs.

AF<ANA<M9DeK H=J; =HLAGF G> 9 ?29E= ; GMD< : = AF>DM=F; =< :Q L @=

context in which it is presented. Ryan, Rigby and Andrew | wanted to look beyond constraining my lens within the above

. JRQ: QDKCA AF C2@= +GLANS9LAGF9D . MD Dtwé&factos. My intént fHQ tb stuflkwas to 1éam @isout
"=L=JEAF9LAGF 2@=GJQ HHJ G9; @¢ K @9 J =Ikdfivational triggers that contribute to player experience.

B'"L AK ; D=9J L@9L ?9EAF? =FNAJGFE=FLK @9N= LJ=E=F<GMK 9HH=9Dj

and players are highly motivated to engage in them. Outside of

laboratory settings, involvement in gaming environments is

largely voluntary, and as game developer Bartle (2004) points out,

BL@= HD9Q=JK EMKL =PH=;L LG ?=L KGE=L@AF? GML G> L@=AJ =PH=JA=F,;
o Ht @®RRy@anddRyan. 2006)

Players seem to find their own motivational triggers while
playing, making the games they play pleasurable and gratifying.
Motivational triggers can be found within the game but are there
triggers that are an external stimulus through their context of

play?

\



Questions

| decided to discover what are the other influencing parameters
>G)J 9F AF<ANA<M9DeK 9LLALM<-=
their experiences. These parameters becoming traits to an

A F < A NAwumd® dnbadied experience when playing games.
The following questions is what | intended to learn next to
understand playergame experiences:

A How does societal, cultural and technological exposure to
games play a role.

A How does multisensorial parameters play a role in an
AF<ANA<M9DeK =PH=JA=F; =H

A How does gender play a role?

A How does place play a role?

Assumptions

A Situation is clearly a major factor determininigehaviour, but
on a deeper level, it also influencéghaviour, the expression
of different personality traits.

A There could be micro experiences ( a small, subtle, and
memorable experience that resonate with the player for
years) that trigger their motivation and game engagement.
They encompass multiple experiences that may or may not
give the player a direct response or feedback.

A Knowledge about games and personal attitude towards
games in general can shape player attitude and motivation
that could reflect on their game experiences

A Intrinsic and extrinsic motivation can shape player
experience.

9 F<

Qualitative Research

My inquiry is sharpened byterpretative phenomenological

providing an evaluation of what is presented in the study, it
also focused on what the participant has said.

GPA is a qualitative approach which aims to provide detailed
examinations of personal lived experience (Smith et al.1). It has
three primary theoretical underpinnings. Phenomenology is a
philosophical approach, initially articulated by Husserl, which
aims to produce an account of lived experience in its own terms
rather than one prescribed by pexisting theoretical
preconceptions. IPAecogniseshat this is an interpretative
endeavoulbecause humans are senggking organisms. In IPA,
therefore, the researcher is trying to make sense of the
participant trying to make sense of what is happening to them.
Finally, IPA is idiographic in its commitment to examining the
detailed experience of each case in turn, prior to the move to
EGJ = ?=F = ]Sinidh JADOsBOMKWL 2015)

This approach helps me to understand people experiences
with games tapping into their lived experiences. An experience
involves multiple dimensions to each individual and it is
difficult to articulate. Hence using IPA, | could give importance
to understanding peoples experiences which is better
=PHJ=KK=< AF L@= J=K=97J;
HKQ; @GDG?Q¢K : Q 4AJ?AFA9

@ H9H
JOM

F

AFL2ZIZROKAKe R OEEKML @9 N = mpgditor tRF L = J F

J



QPA is wed to a phenomenological epistemology (Siattman,

& Osborn, 1999; Smith & Osborn, 2003), which gives experience

primacy (Holloway &odres 2003), and is about understanding

H=GHD=92K =N=JQ<9Q =PH=JA=F; = G> J=9DALQ) AF ?2J=9L <=L9AD)] KG 9K LG
gain an understanding of the phenomenon in question (McLeod,

R OO @Bsaury V., & Clarke, V. 2006)

This approach called for a combination of empathetic
engagement with an antenna ready to probe further into
interesting and important aspects.



What | did

Sketching through elicitation

1. Creating the activity
2. Conducting the activity
3. Analyzing the activity

Phase 1: Transcribing, gathering observation and analysis to gather broad codes

The game experience survey

1. Creating the survey
2. Collecting responses
3. Analyzing the survey

Phase 2 (Sketching through elicitation): Identifying themes, assigning codes
Phase 3 (Sketching through elicitation): Patterns across themes for focus group

through re-interview, Correlating with survey data, ldentifying embodied game
experiences of focus group participants.

The game experience archive

1. Creating the structure and layout.



Brief

What | wanted to learn?

My method for understanding the influence of extrinsic and
intrinsic motivators, micro experiences of games, is a step
towards understanding individual differences exhibited in play
behavior, which could be useful for Design and Game user
research. Through my activities, | would like to discover what
they are.

| wanted reallife experiences of people around me that have
played games to learn about their gameplay experiences.

Through an ethnographical approach, | decided to create an
activity that can probe my participants to share their game play
experiences. My intention was to not limit the type, genre or
medium used to play the games, but be able to talk to people,
learn about their gameplay experiences.

Recollection and recognition

Interviews can be daunting to some participants and sharing
their game play experience requires a visit to their memory and
having to answers questions thrown at them may not be
comfortable. | wanted the whole session to ease in to get
gualitative information through an activity and follow up
guestions.

If we are to meet a person in college, | first try to recognize your

face, and then try to recall a memory of us. The memory is
embedded with my feelings, motivation and attitudes towards
you, If we havdnavehad a previous encounter, my experience
with you is recalled through the mentioned factors, and other
micro experiences that | would now recall.

The activation (a measure to how fast it can be retrieved) of a
memory chunk is influenced by three different factors:

A Practice: Frequency of the memory used in the past

A Recency: Recent use of the memory chunk

A Context: An individual's focal point of attention at the
moment

Recollection requires retrieval of memory chunk that may be
difficult to perform for some participants. There could also be
biases in terms of their attitudes and motivation they felt while
experiencing the game, to now, which needs to looked into
through qualitative follow up questions and observations.



Making: Sketching through
elicitation

Recognition
Recollection

Recollection

Recognition
Fig 3.Recollection to recognition to recollection2022

The activity begins with participant recollection, followed by
recognition and again by recollection. My intention was to use
visual method as a tool for my qualitative research. This is done
to put my participants at ease and aimed at triggering responses
and memories, unveil participants' attitudes, views, beliefs, and
meanings.

To make my participants have a journey from recognition to
recollection of their experiences, | decided to prompt them in a
way that through the activity, they themselves create and

find recognition. It is what | felt would be a good prompt for my
participants. Sketching while telling a story helps elicit
information and veracity clues during a single interview. The
sketches act as a prompt to help participants express abstract
ideas or as an adjunct to verbal communication which is better
=PHJ=KK=< :Q (GF=KK . AF C2a@-=
@=9DL @; 9J=¢K

9JLK

L@=J9HA=KK

B-F= J9LAGF9D= >GJ L@= HGL=FLA
is rooted in the psychoanalytical school, which theorizes that
drawing or modelling will enable things to be expressed visually or
KQE: GDA; 9DDQ L@9L OGMD< : = J=H.
-(Jones, P. 2005)

The activity is designed to prioritize participant mental and

physical wellness; hence they were priorly given instructions to,
C5@9L L@=Q ; GMD< =PH=;L¢K : ML |
doing. Even though | was not able to indirectly influence their
CHJ9;, LA; =¢ 9F< CGJ=; =F; Q¢ G> L @:
their context. They were asked to contact me when they are free
and relaxed within a particular timeline so that their focal point

of attention at the moment is only for the activity. | decided to
conduct the activity offline or online depending on participant
requirements.

Taking inspiration from a sketching activity Pausing to sense'
session byineetha0 9L @ <MJAF? C #! k - >
i J=9LAN=¢ L@9L @=DH=< E= KC=L;
decided to make a prompt for a sketching activity

J=NGDMLAGF AF



Design

The following prompt was created after putting much thought
into how the activity should be framed. The following was Take a blank piece of paper
designed on Adobe photoshop and exported to share on mobile.

A Content Intentions: To make the content legible and Start by drawing yourself in the centre of your
readable page, and sketch a memory of a game you have

. .. played. You can use very short phrases to

A Art Intentions: To make the participant feel relaxed and support your sketches. To help you imagine and

Calm, to be visuaIIy attractive recall here are few steps you can try:

You can start by grabbing a cup of tea or coffee,
sit by your favourite seat near a window. You can
close your eyes and begin to focus on the sounds

I made sure the font and its size are readable and legible for all around you. Try to slowly identify the sounds

H N around you. When you feel relaxed and focussed,
age groups. I want(_ad the main steps of the activity to pg_ Timagiie Jourselt ow seated Grabbing 3seacin
hlghllghtEd, hence it was given an acceawlour. For |eg|b||lty, | a time machine, going back to a particular

period of your lifetime. Through your journey:

separated the steps using bullet points. | added converging

yellow lines to guide participant eyes to the chunk of text. The T P T )

bluish-violet color was chosen as it has a variety of effects on the ~ - When and where did you play
mind and body, including uplifting spirits, and calming the mind == Womidid yaupRy Wit

. . + What was happening around you
and nerves. With a mix of yellow, the prompt promotes = How did yoii feel

happiness and optimism for the participant.

Sometimes memories can do wonders by
conjuring even the smell of the air or the sounds
of you playing or what is happening around you.

Note: It's okay if you feel you can’t remember the exact
details or if you can't express them through sketches.
You can use any form of drawing methods. They say
colours expresses your thoughts and feeling to help you
give more detail. Grab some colours and let your mind
flow through the blank sheet of paper. What you share,
your sketches, will help my research. Thank you!!!

Fig 4. Sketching through elicitation prompt, 2022



Circumplex model
| wanted to learn how the sketching activity influenced their - ACT'V”'OZM ™
recollection of their gameplay experience. | tried to find it oed
through the emotion they felt during the activity. o~
/' stressed o
James Russel created a circumplex model as it is commonly
used to study an underlying experience of feeling, emotion or
mood. UNPLEASANT PLEASANT

upset happy \

. . . . . . \ sad contented
In the model, emotions are distributed in a twdimensional \ /

circular space. The-axis represents valence and theaxis \ depressed serene
represents arousal. Valence refers to the positive and negative relaxed
degree of emotion and arousal refers to the intensity of emotion. bored caim

Using the circumplex model, emotional states can be presented DEACTIVATION

at any level of valence and arousal. The model contains

Activation and Deactivation at opposite ends of the horizontal Fig 5.Circumplex model. 2005 (Photo credits: Cambridge
axis and Unpleasant and Pleasant at opposite ends in the University Pres$

vertical axis. Circumplex models have been used most

commonly to test stimuli of emotion words, emotional facial

expressions, and affective states.

B2@= ; AJ; MEHD=P EG<=D G> 9>>=; L HJGHGK=K L@9L 9DD 9>>=; LAN= KL9L=K
arise from cognitive interpretations of core neural sensations that

9J= L@= HJIJG<M; L G> LOG AF<=H=F<=FL F=MJGH@QKAGDG?A; 9D KQKL=EKt Y
(Posner, J., Russell & Peterson 2005)



Creating the model

Alert

| decided to create the circumplex model on Mural, keep it open . "
and ask my participants to move their circle to emotion they feel e Pick the emotion felt from the diagram
on real time under the following conditions: Elated corresponding to the following
A When the saw the activity Hapey Yourfeeling when:
A During the activity Upset \ / 1. You saw the activity
A After the activity |. ~ \ 2.You were sketching
\ & S 3. After sketching
While creating the model on Mural, | realized how showing the / \
model in prior can set the participants intention to feel a certain sad Serene
way knowing they would be asked to do this at the end of each
stage. | want them to focus on the activity than their thought for Frema Felasec
my response activity.
© J=:;=AN=< 9 >==<:9;C LG =FKMJ= —
L@=K= H9J9E=L=JK O@AD= KC=L; @QAF? GJ <GAF? L@= 9; LANALQkx C' > L@=Q
already have seen it, there is a chance to subconsciously ensure Fig6. Circumplex model on Mural. 2022

L@9L AL >9DDK GF L@= @HHQ GJ =P; AL=< KA<=K¢



Creatin g aCtiVity response form Sketching activity feedback form

" L@=F ;J=9L=< 9 >GJE e>A? O O@=J .
present feeling; after the sketching through elicitation prompt. '

They had to also match their emotion to a list of parameters
within a dropdown menu. The drop down menu contains the list 2. How do you feel?
of words representing emotion states on the circumplex model.

| also asked them to rate the activity to ensure if | have to make
any further changes to the activity.

* 3. Pick the emotion you felt when:

1

You saw the activity
After the activity
* 4, Approximate time spent on the sketch
() A couple of mins
(O Less than an hour
O An hour
(O couple of hours

* 5. Rate the activity

Fig 7. Sketching activity feedback forra022



Follow up questions

The sketching activity is to be followed by an unstructured A Follow up questions Probing the participant to reveal more
interview to gather more insights. information pertaining to an already established set of
information by repeating certain words so as to clarify the
| intended on getting a narrative from the sketch, hence | meanings of the relevant aspects of the answers. Showing
decided to let the participants talk freely and ask them follow up myself to be attentive, listening through non verbal and
questions. verbal communication such as nodding, using sounds such as
CEEEkaahkK CC- @¢ LG C=-= L@= ,; GF
5@9L AF>GJE9LAGF ' AFL=F<=< LG ; GDD=;Lg
A Participant thoughts and feelings of their chosen game. A Probing questions Asking probing questions to gather more
A How they recalled their experiences through sketches; AFKA? @LKk C! GMD< QGM L=DD E= |
recollection to recognition to recollection. cQkKkKKGK C&GO <A< QGM >==D 0@=

A.9JLA; AH9FLeK KM: DAEAF9D EGLAN9LGJKEK

My challenge would be to keep the conversation flowing. Hence,
| created an interview framework:

A Feeling Having the participant share how they felt after the
sketching activity.

Alntroducingk &I9NAF? L@= H9JLA; AH9FL <=K; JA:. = L@= KC=L; @« C! 9F
QGM L=DD E=kk¢ K C5:@9L AK @IHH=FAF?kk¢K C" G QGM J=E=E: =JKKG¢



The session

I conducted the activity with
10 patrticipants. | chose two
sets of three participant each,
consisting of family members
to see how experiences have
translated or differed through
generation.

The third set included
individual people who are not
related. This demographic was
chosen so that | can see the
differences in life experience
among the various age groups
and how regions played a role
in player experience. | created
a Mural board with player
profiles so that | can add the
conversations and analyze
data withing itself

Name: Reshma
Age :24-35
Childhood: Thrissur

Participant profiles

Name: Juliet

Age : 65+

Childhood: Thrissur

Present: Thrissur

Currently: Retired

Activity session: Offline

Present: Thrissur
Currently: Retired

Activity session: Offline Family

Documentation: Video

-

Name: Anila

Age : 55-64

Childhood: Thachampara
Present: Nilambur Currently:

Homemaker

Documentation: Video

Name: Sara

Age : 45-54

Childhood: Thrissur

Present: Nilambur

Currently: Homemaker

Activity session: Offline
Documentation: Mural,

Video, Audia

Family

Name: Reenu
Age :24-35
Childhood: Nilambur

Present: Chennai

Fig 8. Participant profiles set 1 & 2022

Activity session: Offline

Documentation: Audio, Mural

Name: Susan

Age : 24-35
Childhood: Nilambur
Present: Bangalore
Currently: Working

Activity session: Online
Documentation: Mural, Audio

Currently: Homemaker

Activity session: Online

Documentation: Mural



Participant set Participant profiles

A Participant set 1 (fig.8): Juliet (Grandmother), Sara (Mother)

‘ Name: Srijana 1 Name: Amala
and Susan (Daughter) Age 18-24 Age : 18-24
A Participant set 2(fig.8)Anila(Mother),Reenu(Elder daughter) Childhood: Kalampong Childhood: Delhi
Present: Bangalore Present: Bangalore
et Reshma (Younger daughien Currently: Student Currently: Student
A Participant set 3(fig.9)Srijana Amalaand Soumya and Joseph Activity session: Online Activity session: Online,
Documentation: Audio, Mural Mural, Phone call
Name: Soumya Name: Joseph
Age:18-24 Age : 54-65
Childhood: Saharanpur Childhood: Coimbatore,
Present: Bangalore Nilambur
Currently: Student Present: Nilambur
Activity session: Offline Currently: Working
Documentation: Audio, Mural Activity session: Offline

Documentation: Mural

Fig 9. Participant profiles set 2022



Activity preparations

Online participants

A The participants were asked to setup their comfortable place
to do the activity and prepare any stationery they might need
to sketch.

A The activity was sent to selected participants through
Whatsapp

A They were spoken via phone call to explain the activity and
for any further clarifications.

A They were made awareness to the follow up questions in
prior.

A The conversation was documented through notes, Mural
sticky notes, video and voice recording.

A The participants were made awareness that their personal
details, sketch, conversations, audio or video recordings will
be made available to public.

A 1 wanted to let the participants carry out the activity in their
own pace and freedom. Hence, | asked them to call or
message me after the activity.

A >L=J L@= 9; LANALQK L@= C9; LANALQ

with them, followed by interviews through phone call to learn
more about how they feel, to understand the sketches, within
which the participant organically shared their memory, and
its associated feelings and motivations.

Offline participants

A Offline participants comprised of participants above 45 years
of age. The participant request that the activity be done at
their place as 2 out of 4, suggested that would be quicker
than having conversation via a call, the other two did not use
Whatsapp so | suggested | could conduct the activity in their
place.

A Stationery required for the activity such as pens, pencils,
eraser, scale, sketch pens, pencilours, were carried along.

A The conversation was documented through notes, Mural
sticky notes, and call recordings.

A The participants were made awareness that their personal
details, sketch, conversations, audio or video recordings will
be made available to public.

A 1 made sure to not intervene them while sketching. My
presence with the participant depended on their personality.
Before the activity | made sure to converse with them. If they
insisted me to sit next to them, | do or if they begin to

J e vt mesa@l BHage thérInkmoly @iBild sketching, |
listen to them and probe them with follow up questions. For
those who felt comfortable to do the activity alone, | was
seated away but observing them. I identified it through the

| M=KLAGFK L@=Q HGK=< E= KM; @ 9

O@AD= ' >AFAK@ L@= 9; LANALOQK
doubts or made arrangements for their ease of sketching.

A After the activity, | was seated next to the participant. | made
sure to make them feel comfortable, | appreciated their time
spent and began follow up questions.



During the activity

Fig10. Sketching ongoing2022



Shared sketches

By Amala Hopscotch

Figll Sketches2022

By JulietTIrhumbithullal By Susun- Hopscotch



Shared sketches

By Reshma Monopoly,Postman and more

Fig10. Sketches2022
By JosephliSnakes and Ladders ByAnilaT{ooking games



After activity

Observation

A The participants were asked to setup their comfortable place
to do the activity and prepare any stationery they might need
to sketch.

A The activity was sent to selected participants through
Whatsapp

A They were spoken via phone call to explain the activity and
for any further clarifications.

A They were made awareness to the follow up questions in
prior.

A The conversation was documented through notes, Mural
sticky notes, video and voice recording.

A The participants were made awareness that their personal
details, sketch, conversations, audio or video recordings will
be made available to public.

A 1 wanted to let the participants carry out the activity in their
own pace and freedom. Hence, | asked them to call or
message me after the activity.

A >L=J L@= 9; LANALQK L@= C9; LANALQ

with them, followed by interviews through phone call to learn
more about how they feel, to understand the sketches, within
which the participant organically shared their memory, and
its associated feelings and motivations.

Offline participants

A Offline participants comprised of participants above 45 years
of age. The participant request that the activity be done at
their place as 2 out of 4, suggested that would be quicker
than having conversation via a call, the other two did not use
Whatsapp so | suggested | could conduct the activity in their
place.

A Stationery required for the activity such as pens, pencils,
eraser, scale, sketch pens, pencilours, were carried along.

A The conversation was documented through notes, Mural
sticky notes, and call recordings.

A The participants were made awareness that their personal
details, sketch, conversations, audio or video recordings will
be made available to public.

A 1 made sure to not intervene them while sketching. My
presence with the participant depended on their personality.
Before the activity | made sure to converse with them. If they
insisted me to sit next to them, | do or if they begin to

J e vt mesa@l BHage thérInkmoly @iBild sketching, |
listen to them and probe them with follow up questions. For
those who felt comfortable to do the activity alone, | was
seated away but observing them. I identified it through the

| M=KLAGFK L@=Q HGK=< E= KM; @ 9

O@AD= ' >AFAK@ L@= 9; LANALOQK
doubts or made arrangements for their ease of sketching.

A After the activity, | was seated next to the participant. | made
sure to make them feel comfortable, | appreciated their time
spent and began follow up questions.



Mural

Collecting data on Mural

Srijana

Games mentioned

pauoilusw sswes

Fig11, Participant frameSrijana 2022

A frame is created for all the 10 participants in the study. The The board is duplicated for all 10 participants to collect. The top
board consists of their sketch, photograph of the sketching left sticky note indicates the media collected by the participant.
activity (if present), A brief about participant profile that covers

the demographic, Conversation taken as notes on sticky notes,

Picking game names mentioned to learn about the participants

exposure of games.



Mural

Collecting data on Mural

Anila

Figl2 Participant frame Anila. 2022

pauonuUaW SawWes
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Mural
Observation

Susan

Fig13. Participant frame, Susar2022

pauonuaw sawes
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After activity

Observation

A 1 observedhow players started sketching their childhood game
experiences even though they could sketch any favouring game
experience until nowThe keywords in the prompt were to

Analysing

Intent for Analysis A thematic analysis to find key parameters that
=E: G<A=K 9 H9JLA; AH9FLeK ?9E= =F

@; @GGK= GF= >9NGMJAL= ?9E=aeK @E=E Gihg€ske&hing throl9 dlicitasidh hefp@difeilitateAdrPnurication.
K=9L AF 9 LAE= E9; @AF=eK @H9JL A; MDMey added additoral pathway3 GMdie @minkse OLfRIE =@ L @9

could suggest a particular occurrence in their memory
timestamp.

A Some participants prefer to converse while they sketahd
asking the right follow up question can provide us with more
information.

A Most participants used coloursihe colours formed layers to
their drawing to send more meaning across and for their own
recognition of their experience.

A Each participant has their own style of drawing. Some took my
suggestion towrite phrases and dialogues from their memary

A Some participants preferred | took notes of their conversation

analyses were carried out to ask further questionsart of the
challenge in ethnographic research @nalysingand translating
rich qualitative data. This took time for me.

| like to transcribe my own data because the very act of

transcribing interviews isstarting to get me much more familiar
withthedata9 F< ' ThE KL 9JL AF ? aralgeitLI@AF C
started transcribing onto Mural. | often make notes on the sitbf
things that | notice when I'm transcribing that | want to look at in.

These would be questions or clarifications | followed up with.

AFKL=9< G> 9M<AG J=; GIJ<AF?k 2@=Q <PAldeRtiylplayermetiBatignGF>A<=FL LG J=; GJ<

their conversations on real time as they have previously not
done it.| understood it takes time for someone to feel at ease
with a particular mediuml wanted them to be comfortable

while doing the activity and have organic conversations with

me. Having the participant exposed to recording mediums a
couple of times can help them feel easy around it. As the activity
was a onetime session with the participant, | took notes of their
conversation on Mural, asked follow up questions to clarify and
cross checked with them after the session.

A Frequency of expressive words used while communicating.

A To note the triggers in the drawing through which the.
participant shares their emotion, this can be element in the
drawing, parts of memories they have recalled.

A To find if participants game experience is an optimal experience
for them.

My decision to carry thematic analysis is because it seeks to
describe patterns across the data | collected. The data being the
conversations from the participants. The data is identified through
an inductive thematic analysis.



Phase 1

Firstly, the data and the themes will be identified through a _

semantic or interpretative level of thematic analysis. For this | tried
to identify surface level meanings that arose while | transcribed the Interests e Social/bonding
data. The conversation data on the sticky notess read through

over and over againl. wanted to see if there were patterns Gamenames Pain points Context of play
(represented by the violet sticky notes in fig 15.) emerging or any Memory Lifestyle Sensory
context that | should look into. | saw larger patterns such as

C! GFL=PL G> HD9Q¢K C*A>=KLQD= ; @G#4

HGAFLK¢K Cl=FKGJQ¢K C$==DAF?K 9F< =EOGLAUGFKG FFk PHase 1 codeV=; L=< L @=K=
words that matched the context of data received from other
participants. These became my initial set of codes (fig 14).

Recalling Not feeling
opponent Did not Game included in
locations -
spatial
memory?
—
=7
()
(@]
o
=)
<
0]
=
(%2}
Q
=
o
=]
Present
lifestyle
Game choices
knowledge
suggests
Games mentioned i

Fig15. Phase 1 analysi2022



The game experience survéjPhase 1

While my thematic analysis is going on slowly, | wanted:tmtinue
working on gathering more insights. With the codes | collected and
the continuous mapping of finding themes or patterns, | created a
pool of words (fig that are part of a gameplay experience, it is not
an individuals but a shared pool of multiple factors that could
affect gameplay experience.

The data collected can be used to create a bubble chart showing
relationships or connection between clusters through connecting

9F; @GJ HGAFLKkKk $GJ AFKLI9F; =K L @= C(
%9 E= LQH=g¢g i 9F = ; GFF=; L=< LG (.
in the future making scope. | used these following themes to create

the survey.
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The game experience survey

Is it possible to look at key indicators of game experiences. These Large questions:
indicators can be the place of origin, the medium used to play, the A To gain insights on how games are part of an individuals life
game mechanics used which includes strategy, design, A To discover participant exposure and knowledge to games
movements, player experience, etc. A To discover how regional, cultural and societal parameters
frame an individuals gameplay exposure and experience

Using surveys to collect data can provide generalizable and A To find if there is a strong correlation between age and types of
actionable insights into a players experience. It allows players to games played.
tell their own stories and identify their game play habits and
interests which are selfreported. Focus questions

A To find motivational reasons for playing games
| took another pool of participants to take part in an online survey A To discover regional games played by participants
to get quantitative data to understand how age, gender, region, A To find how gender plays a role-dgame experiences such as
personal attitudes and interests shape their game preferences. | stereotypes in the kind of games played by binary gender.

J=>=JJ=< LG C1MJN=QK AFBrihithvdr K MK =J AJTs e iDndutiis@sori® ang @Gdaphed parameters play a
and ElisaDMekle LG @=DH E= <=N=DGH L @= K MJrieiQuamedld=xperi@&Ee E Q

intentions. Irealisedhow exploring the gaming preferences of

diverse players would offer insights for the development of games

that cater to different demographic players groups. Quantitative and qualitative insights
. Player attitudes and experience¥hrough quantitative data, | can
Survey Intention get statistically reliable metrics. For instance, | can track the

attitude of individuals toward games. Using information about

To get insights into general public attitudes, perceptions and ) ! .
g g g P P P player experience based on their demographics, can help me

motivation towards games, measure the differences between

2JGMHK G> AF<ANA<MO9DK 9F< A<=FLAS>Q Jiscoygrihergare WCW%%{ES:'quiec&:“”%qt‘a}lit%iﬂel\ﬁ%ta:K 9

can also help me and other ga esigners understand player
interaction with a game and possibly suggest experience design
improvements.

experiences over time. Once the survey data is collected, | can use
the data, divide into various data groups based on demographic
information gathered from the survey to see how responses vary
and correlate between these groups



Motives:2 @) GM? @ L@= | M=KLAGFK ' O9FL

for playing a game at a specific time or in a specific situation. It is
to my awareness that the specific details and

L GSurvey fuestionsidbstae) Ke EGL AN=K

My guestions include demographics, exposure/ knowledge to

L@= ; GFL=PL G> GF=eK AFL=FL E9Q F G Uiffereattypeqaimangs andnpediwyy word apspciatipn tg gameN = Q

alone.

Player characteristicsA survey can allow a game to better
understand its player base and serve their needs. Players'
demographics, their knowledge of genres and their overall gaming
expertise can all be collected as well as psychographic variables
such as their personality traits. These data will enable me and
other researchers to discover segments of players who may have
different needs, motivations, attitudes, preferences that could
shape their overall player experiences.

ComparisonsBy surveying players, we can compare their
attitudes, perceptions, approaches and experiences. We can make
these comparisons across different types of players, player
segments, demographics, type and medium of games played.
Research can be done on whether or not players' needs and
experiences vary across regions, their exposure, how frequently
they play, and their motivation.

What | need to keep in mind

While choosing questions, there are objective facts and subjective

facts. Objective facts are observable and can be verified by people.

This can be their name, age, gender, education and so on.
Subijective facts question types tries to reveal participant attitude,
emotion which are not objectively verifiable.

personal interests andavourite - be it type of game, name of
games favourableenvironmental locationsetc, understanding
player motivation across different conditionsselecting a

favourite game, distributing their motivation from least to extreme
based on scenarios starting from when they learnt to play to their
progression to now from their personal interest through memory
recollection. These memory recollections can lead to their attitude
towards the particular game.

Determining the sample size

| want to roll out the survey to all age groups from below18 years
to about 65years. Each segment of age group consisting of 10
participants. In total at most 70 participants.

Determining the sample size

Two type of usermormal users (who buy the game and play for

fun once in a while) and gamers who make it a custom to play

games on a daily or weekly basis. In the survey the participant type

can vary from:

A, GF ?9E=JK e +9Q DAC= ?9E=K

A Casual gamer (Play games but in short and infrequent sessions)

A Mid core gamers (Play games regularly but not super serious or
competitive)

A Hardcordgamers (Play games dedicatedly, and play seriously
and competitively)



Survey preview link

https://www.surveymonkey.com/r/Preview/?sm=I1X_2FP9sX46SD__
2BH_2FQ8hAKecTLTyVDclbvM9l7szg2g48Z_2BQ5Ekidajxa7ePaF54
Cb6

Please note: Responses to survey preview aren't recorded.

Survey making documentation

How | started

| had a couple of intents for my survey which | wanted insights to
from my participants. When | started framing my questions, |
realisedthat the survey could be long. It came up to 36 questions
initially. It is said that having questions ranging from 1% is the
best choice as people will not have to spent more time. But what
if, even though the questions are less, it poses more textual entry
and time from the user. | researched again and found that having
30 questions is alright as long as the questions are easy to
understand.

Survey design

| wanted to make my survey visually appealing and fun so that the
survey taker will not feel they spent too much time.

| decided to add photographs and GIFs instead of just mere text.

A The survey was designed usii8urveymonkey

A There are questions within the survey that ask for game
mediums or type of games played. | decided to use images
instead of textual response options. Photo elicitation can help
participants recognize the options better than texts. | was able
to use the photographs | captured of gameplay scenes that |
documented of friends, family and participants. For others, |
sourced images from Unsplash.com and Pexels.com

A GIFs make a great addition to survey when used right. It can
stimulate the viewers eyes to focus on the screen. Having
EGNAF? AE9?=K OADD ;J=9L= 9 >==
survey. The motion makes the GIF stand out enough so that
participants will engage with it. It is also used for the visual
appeal as it is interactive and fun. | tried to add GIFs as
instructional design, for subtldaumour and to build a
connection between myself and the participant.

A I wanted the Ul to be clean and minimal.

A 1 designed an introductory page giving details to my survey,
what | require from them and how their data will be used.

Mock up Run

I did a mock run of the survey with a couple of age groups. | shared
the survey with participants btw the age range of -B5. Four
participants were selected based on a couple of criteria:

A Participant 1- 29 years, working from home, good
comprehension, least interest in games (This participant could
give me feedback on time spent, comprehension, motivation to
respond)

A Participant 2 55 years, Homanaker, medium comprehension,
slightly interested in games (This participant could give me
feedback on comprehension, motivation to respond, ease of
use)

A Participant 3 35 years, Social worker, good comprehension,
interested in games (This participant could give me feedback
on survey comprehension, motivation to respond, ease of use)

A 4. Participant 4- 24 years, Student, Great comprehension,
very interested in games, good at data analytics (This
participant could give me feedback on survey motivation, ease
of use, layout structure)



Observations

A Not specifying the name of the game, instead responding with
type of games for certain questions.

A Participant's inability to comprehend certain questions. Some
OGJ<K 0O=J= ; GFKA<=J=< 9K ¢B91J
to grasp and understand meaning of the questions that used
jargons such as "playability”, "Tactile", etc. even though the
meaning was written in brackets right after the words.

A Participant's unawareness to certain words as it has its own
regional meaning or usages that changes the context of the
guestions. A case of homonym interpretation error. For
=P9EHD= L@= OGJ< @QL9KL=e@ 9Fc<

flavourH=J ; =AN=< AF L@= EGML@ O9K

H=JKGFIHK L=F<=F; Q LG DAC= GlJ

A To change some textual entry questions to multiple choice or
skip the same for focus group interviews

A 1 decided to look deeper into the questions that would help me
gather the required insights. | carried out the following
iterations by give individual reasonings to each question and
my assumptions.

?

A

Game experience Survey
Hello,

I am Namita Thomas. As my survey participant, I want to thank you for taking part in my study. My study attempts
to understand game experiences. Your responses will bring me mnsights that would help me further my study. Please
take 2 minutes to read the following details below:

Survey details

- The survey can take at most 10 mins. Make sure you are free and have the time.

- Grab yourself a cup of coffee or tea. I am hoping you be relaxed enough to take a trip down your memory lane.
- The survey consists of questions that would ask your personal information, interests, and your preferences.

- When in doubt, feel free to contact me.

- The photographs in the survey are taken from unsplash

and my own documentation. GIFs used are sourced from Giphy,

Survey requirements

- If a question asks you to "specify name", mention the name of what is asked for and not the type. For eg. If
you are asked to specify movie names, type the name; "Dead poets society" and not the type or genre of the movie;
"drama".

- You might be reached out for further clarifications for your responses.

Privacy_information
- Your responses will be used for my research.
- You will not be tracked by companies, institutions, or authorities.

- Taking part in the survey will be considered as your consent for collecting your data

/7 14%

Figl7. Game experience survex022




lterations

A" 9<<=< CKMIN=Q J=I MAJ=E=FLKg
survey to let participants know they have to specify game
FOE=«k C.D=9K=K KH=; A>Q ?9E=
the required questions.

A 1iterated the comprehension of the questions by removing
jargons and framing better questions in a way it can be easy to
understand by all age groups.

A 1 made sure to add further explanations in brackets for those
participants who might get confused by the case of homonym.

A 1limited textual entry questions to few by creating multiple
choices questions or Likert rating scales.

A 1 removed questions that were not a priority for this survey and
added much important ones

A 1integrated a skip logic in question 27 to tap better into player
motivation.

A 1 decided to have response options that can give me qualitative
insights.

Collecting responses

LF@=®onlink pdrtidigastsVl; LAGF H9?= G> L @=
A The survey link was shared to participants thoug¥hatsapp

FOE=¢ ;, GF<ALAGF O9K 9<<=< LG

A They were asked in prior if they will be able to spent at most 6
to 7mins on the survey.

A They were told to contact me in case of any clarification.
For offline participants:

| visited participant homes or arranged venues. | sat with them and
asked the questions. Their replies were entered in the survey.

Figl7. Game experience survex022



Survey question reasoning
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Fig 18.Survey question reasoning022
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Survey gquestion reasoning

The Interactive visualization can display where the
participants reside now
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The Interactive visualization can display the number of participants
that have taken the survey from a particular state
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Visual art that can display the word associations each
age group has given for Games.
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Trying to cluster individuals into groups based on their answers

Fig 19.Survey clusters beginning022 (WIP)



Srijana

Participant Thematic Analysis Phase 2

While my survey responses were being gathered, | moved to a latent level
of thematic analysis for my sketching activity to identify themes. This is
done by examining underlying ideas, assumptions and questions. For the
same, the texts from each participant were read through. The codes
identified in Phase 1 is matched with data extracts that demonstrates the

code on mural by color coding each sentence respectively. __hn

The following analysis was carried out with all 10 participants.
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Thematic Analysis Phase 2 Example: Sara

B vy sisters and brothdride around the house. | hide behind the
mango treecause its close by to go to the starting sat point. My
sistershide near the shedDur family cat on the wall. brother hiding
near the boundary walk ¢ Sara

The codes aligned to this extract are context, memory and
social/bonding. Player remembers the usual position of the players.
This could be from years of playing with the same group and
recalling repetitive hiding positions from memory. The player recalls
their cat walking across the wall. It must be a usual site for them as
they played.

GThe alphonso mango tree is what gives us shade and an
epitome of our playing days. The area around it is were we

pl ayo

The codes aligned to this extract are context of play, Feelings/
emotions. The participant recalled how their Alphonso mango
tree was an epitome of her playing days. They had a courtyard
outside their kitchen, with the tree at the center and the playing
area around it. How can environment serve contextual
experience and emotions for the participant? Does the
participant prefer playing surrounded by nature and with
nature? The participant later shared how they prefer indoor
games more. Why did the participant chose a memory of an
outdoor game?

SARA




Thematic Analysis Phase 2 Example: Susan

B5= MK=< LG := K; GD<=< :Q GMJ 7
the holes dug back with soil. It was fun to see him scold everyone. W
MK=< LG JMF 9F< @A<=t% F< L@9L

The codes aligned to this extract are context, memory and
social/bonding. The participantecalls a memory of being scolded
together as a group. Shares how the group was scolded together.
The participant says its fun to watch but might feel good as she
was not alone in this. The participant likes to be part of a closed
circle. Her motivation to stay strong comes through team support.

C, GO9<9QKK ' HJ=>=J AF<GGJ ?9E-
outdoor games or sports. | would like to relax and play Jenga and
3,- GF; = AF 9 O@AD=g¢

The codes aligned to this extract are interests, Lifestyle,
feeling/emotion. Participant shares how she in more inclined
towards indoor games. How has her interest changed over years?

Working
Age-23
Chilghood-Niambur

Present- Bangalore

Susan

Codes

As the participant enjoyed games like Hide and seek, Hopscotch
which are outdoor games. Where there other factors involved that
influencedtha participant who preferred indoor games to play
outdoor which became one of the fondest memories to recall?

DLC



Thematic Analysis Phase 2 ExamdReenu

(Boardgames were pretty much what we played inside hostel. We would bé have taught rock, paper scissor, hopscotch, tic tac toe. But these )
huddled up in dormitories, that meant five or six of us jumping on abed  thingscame duetocovil. U KSNBAaS%Z ¢S RARYyQuU KI O

FYR LXFéAy3ad ¢23SGKSN® 28 RARyQ( themalptatRaprIBgcausegvrBare;stiick ddep, wh gil startedr dzNA y 3

weekend. Its an evening time when we pldgually when we are playing playing games, pulling up childhood games. One day it would be my
board games, half our mind is on that one phone that would ring, hoping itshusband, coming up with his childhood game and the next day, it
our parents calling uB ¢ would be me. Good things about covid, this would be Bh&eenu

The codes assigned to this extract are context of play and memory The codes aligned to this extract are feelings/emotions,

social/bonding, lifestyle, context of play
Participant shared how even though they were playing boardgames, half

their mind would be on who gets the next telephone time with parents. ~ When I followed up the participant of the games her children play
The participant being able to recall what ran through their mind then could NOW: she shared how she taught them games hiaé following
indicate their priorities while playing games. sentences reveal why such sharing of gameplay rules arose. | got to

know that in this particular household passing down of games like
Hopscotch, rock, paper and scissors to next generation arose due

to Covid pandemic. The participant shared how generally, they do

not have to entertain their children at home as they would be at

K; @GGDK : ML KAF; = L@=Q 9J= CKLM;C
to entertain their children.



Using survey data

The survey was created using themes identified in phase fun
through the bubble chart. | received responses from 70
participants from different age groups. My intention for
conducting the survey was an off shoot at finding an individuals
game play experience and find if there are any similarities between
participant interest that can cluster them based on their
motivators. But as this process would require me to analyze data
and create visualizations for sharing insights, | needed to learn
more. | wanted to put a pause to all data analysis and focus on
correlation between collected responses from participants of both
sketch through elicitation activity and game experience survey.
This is to understand how responses through survey could be
similar or different that qualitative interviews.



The data extracts fronpahse2 of sketching through elicitation are The participant embodied game parameters are the identified

collated within the code in Google sheets. After reading, the experience parameters through thematic analysis. The parameters
selected text was examined to note down any questions or E9Q @IN= 9F 9>>=;L GF L@= H9JLA; /
assumptions. They were added on sticky notes analysis is still work in progress as it requires more sitting with the

_ _ data to find more emerging patterns.
Thematic Analysis Phase 3

| tried to refocus the analysis at broader level of themes with five Survey challenges
participants; Juliet, Sara, Susan, Joseph adijana This involved
finding patterns between the codes, the matched data extracts
and assumptions or questions | noted down. With them as my
focus group, | interviewed the participants again to see if there are
any similarities or difference to my assumptions, to discover
answers to the posed questions. | was able to find their embodied
game experiences. After collecting the data, the answers were
analyzed with their previous answers. Further | cross analyzed
survey results with the interviews of three participants; Sara, Juliet
and Srijanawhich are shared on the Google sheets.

As the survey data is huge, | want to take my time sit and analyze
it. | had planned data visualizations for few correlation but that
requires knowledge of creative coding which | am now very
interested to learn. The data collected is rich, and | need to
continue working to learn how | can find themes and correlate
with 3-dimensional visualization as motivation as a set is
dependable by many other and showing it in ortémensional
visualization may not do it justice.

Google sheet link

9JLA; AHO9FLK K9J9a@K =E: G< A= <Theinigcqntainkall thq ¢ptg collgeted for theJsyvey, thematic
analysis and participant embodied game experience parameters
Sounds (laughter, talking, bird, squirrelgjuiteness), Fun, social/ identified

playmate bond, playmates, repetitive experiences, spatial
memory, Ingame trickery for personal achievement, social
presence and pride, location of play (indoor room, nature) ,
multisensorial- smell (evening smell, jasmine, fresh cut leaves,
firewood smoke), heat (firewood heat), visual (a pleasant day with
green leaves and bloomed flowers, ), lifestyle routine, Weather,
relaxation, gender inclusion, social recognition, confidence, game
type and mechanics, family customs or rules, motivation,

https://docs.google.com/spreadsheets/d/10hOGRwWWnN5I57A4Z29S
wGhyNFapedNgRJIRgRHxtAgMI/edit?usp=sharing




Survey correlation to sketches

The survey helped me get quantitative data. | wanted to compare the survey

data received by the participants who took part in the sketching activity to see
how the activities makes sense of each other. | tried to do a thematic analysis
by finding patterns in both the data. Some are listed below, others are present

in the Google sheet link.

How often do you engage in
playing games?

Survey

Occasionally

The participant shared that at
present the games she plays are
in childrens magazines that she
gets from her granddaughters."|
play these games when | am free.
These games come in childrens
magazines that | get once in a
week or two ". This can suggest
that the participant being able to
play games, depends on the
availability of magazine".

Sketching activity

Juliet

The answer | received from the
participant from the image on the
left is valid that she only play games
occasionally but the input we got
from qualitative study tells us why
S0, it is because the only magazine
she can play games on comes only
once or twice a week.

The participant chose a sunny setting

as her favoured place to play game

even though she prefers indoor
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through qualitative interview but the

later gave richer insights,
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Survey

Sketching activity



