
WHAT MAKES PLAYERS 
ENGAGE IN PC GAMES 

Critical and Contextual Issues in Art and Design 



INTRODUCTION – PLAYERCENTRIC 
APPROACH 

 

 “It's important to remember, 
that what has made games 
such a long-lasting form of 
human entertainment is not 
intrinsic to any technology or 
medium but to the experience 
of players. “ 

 

 - gathering player’s feedback  

 - building physical prototypes 
of the game mechanics  



      WHY I CHOSE PC PLATFORM? 
 

 Differences between PC and Playstation experience 



 

 - Cause & effects essay 

 - Factors affecting engagement of the players 

 - Structure of essay : factors categorized in chapters 

 



 

 challenge 

 social / community 

 rules / functional 

 intimacy 

 flexible play and drama 

 flow 

 immersive experience 

 atmosphere 

 character 

 experience 

 visual 

 puzzle 



- Problem solving 

- Intelectual challenge 

- Chance vs skill 

- Conflicts, enemies and hazards 

- Judgement, punishment 

 

 

 

 

 

 

 

Solutions : 

Game difficulty can be solved by balanced skill levels, challenges 
should be varied and rewarding. 

"Games depend on the uncertainty of the 

outcome in every play for their dramatic 

tension. And players invest their emotions in 

that uncertainty, making it the job of the game 

designer to craft a satisfying resolution to the 

game, usually in the form of a measurable and 

unequal outcome." 

 

- Creates motivating 

tension 

- Is rewarding ( skills, 

achievements, 

equipment, missions) 

- Gives feeling of 

accomplishment, 

- Delivers varied types of 

interesting challenges, 

- Fairness 

 

- Leads to frustration 

(too hard) 

- Boredom ( too easy) 

- Repetitive types of 

challenge, 

- Uninteresting 

challenges, 

- Due to too much 

chance over skill 

game can feel unfair 



Good examples 



- Cooperation 

(Multiplayer, Coop, Online Communities) 

- Competition 

( Tournaments, Multiplayer)  

- Choice between cooperation and competition 

 

 

 

 

 

 

Solutions : 

Good cooperation and competition should break the ice and 
connect people and motivate them to work together towards the 
goal or rivalize.  

It is very impressive how deep can 

multiplayer connections be. 

- Creates connections, 

- Sharing experience with 

friends and family, 

- Meeting new people, 

- Supporting other players, 

- Excitement of competition 

- Satisfaction from winning 

 

- Not enough 

opportunity to 

communicate, 

- Lack of icebreakers, 

- Everyone having 

same role, 

- Not working together, 

- Bad measurements of  

     player skills 



Good examples 



- Constraints 

- Mechanics 

- Interface 

- Functional space 

- Help, feedback 

 

 

 

 

 

 

 

Solutions : 

Give player information while keeping the hero in a player.  

"Rules are respected because the players 

understand that they are a key structural 

element of the game, and without them, the 

game would not function". 

 

- When the information  is 

easy to obtain, 

- Introducing information 

without making player 

feel stupid, 

- Intuitive interface, 

- Comfortable game 

mechanics 

- Accesible help and 

feedback 

 

- Confusing, 

- Hard to understand, 

- Not intuitive, 

- Player feeling lost, 

- Too many constraints, 

- No feedback, 

- Bad mechanics, 

 



Good examples 

 



 

- As a result of stimulated desired emotions like 

: passion, pleasure, joy, fun, freedom 

- Emotions, friendship, love, control 

- Connecting emotionally with the experience 

- Maslov’s hierarchy of needs 

- predictability 

 

 

 

 

 

 

Solutions : 

Game should have a clear goal that player desires to archieve. 

“ How powerfully we can affect players on 

an emotional level. And I'm not only talking 

about excitement or fear, questions of 

friendship, loyalty, dread, tension, and 

exhilaration. The power of virtual touch-of 

the player holding the hand of the character 

he's charged to protect”. 

- Stimulating desired 

emotions, 

- Meeting internal 

motivations, 

- Entertaining, 

- Feeling passionate 

about experience, 

- Delivering pleasure, 

- Fullfiling needs, 

- Secret purpose 

 

 

 

- Negative emotions, 

- Feeling unmotivated, 

- Boring, pointless, 

- Not captivating, 

- Not meeting needs 

and motivations, 

- unpleasant, 

- Lack of emotional 

connection 



Good examples 

 



 

- Multiple ways of achieving goal influences  

- player and makes him feel more powerful 

- Meaningful choices 

- Player as a content creator 

- Encouraging exploration and experimenting 

- Open world 

 

 

 

Solutions : 

Keep good narration and story while creating open world, don’t 
confuse player, make the goals clear while maintaining freedom 
of choice. 

“ let the player have control 

of key narrative moments, 

either by triggering them 

through their actions, or in 

fact, having the game reveal 

key story In other words, 

when dealing with your 

narrative, create a priority 

for telling your story as 

follows: play it, display it, 

say it.”  

- Makes player feel 

powerful, 

- Feeling of freedom, 

- Content creator, 

- Flow of story 

-    Choices are confusing, 

- Overhelmed with 

amount of freedom, 

- Players do other things 

that they should do, 

- Bad flow and lack of 

narration 



Good examples 

 



- Action and interactivity 

- Visible progress 

- Development of world and the character 

- Impact on surrounding 

- Cut-scenes 

 

 

 

 

 

 

 

Solutions : 

For a good flow game needs to have a clear goal and character and 

The world need to be developing. 

“We often rely on the exact same techniques for 

time and location transitions as film, often in the 

form of cinematics or cut-scenes (no interactive 

story moments within the game).” 

 

- Dynamic dialogues (time 

limits) 

- Minigames, 

- Interactive cutscenes, 

- Player has goals that game 

designers want him to have, 

- Steady stream of gradually 

increasing challenges, 

- Player’s skills improving 

 

 - No clear goal, 

- Too many distractions 

from a goal, 

- Linear story, 

- No impact on 

surrounding and no 

development, 

- Lack of interactivity 

 



Good examples 



- Anthropology 

- Sociology 

- Behavioural psychology 

- Elements corresponding to life 

- Simulated reality 

 

 

 

 

 

 

 

Solutions : 

Creating a believable and captivating game world requires much 
knowledge from different subjects of social studies.  

- Captivating theme, 

- Technology, 

- Functional economy, 

- Detailed environment, 

- Complex characters, 

- Developed world, 

- Interesting objects, 

- Subtle HUD 

 

 

- Game world not better 

     than real world  

- Centered on a single 

story with no room for 

exploration, 

- Surrounding not 

believable, 

- Distracting HUD 



Good examples 

 



- Secrets 

- Special powers, weird elements 

- Creativity, imagination 

- Fantasy, theme, Memorable moments 

 

 

 

 

 

 

 

Solutions : 

Games need that special element to captivate the players. 

“Sense of engagement comes from different 

things for different players” 

- Captivating theme, 

- Fulfilling fantasy, 

- Players self expression, 

- Utopia, 

- Elements that feel magical, 

- Creates excitement, 

- Personalised experience, 

- Interesting surprises 

 

 

 

 

 

- Cliché, 

- Experience not 

personalized, 

- Lack of a theme, 

- Not more exciting that 

the real life 



Good examples 

 



- Traits, Skills 

- Transformation, Development 

- Dialogue, Interactions with NPC-s 

- Background, story, 

- Home 

 

 

 

 

 

 

Solutions : 

Make a player feel like a hero. 

 “We can allow you to walk in the shoes of 

anyone we can imagine. How powerful is that?”  

- Ally system 

- Care for party 

members 

- Interactions with the 

world 

- Good dialogue 

- Strong personalities 

 

- Uninteresting 

dialogues, 

- No hero in a player, 

- Lack of interaction 

with NPC-s, 

- Character traits not 

manifesting in his 

words, actions and 

appearance 

 



Good examples 

 



- Story and gameplay 

- Interactivity 

- Interest curve 

- Goals, motivation 

- Heroe’s journey, novelty 

 

 

 

 

 

 

 

Solutions : 

Games should deliver memorable experiences, that are more 
exciting that a real life. 

“Exciting experiences we share and talk about. 

They can, and do, have an impact and leave an 

impression, often in ways that traditional 

entertainment can’t, because when we play a 

game, we are active participants in the 

process.” 

- Epic stories and fairy 

tales, 

- Goals valuable for the 

player, 

- Capturing the essence 

of the experience, 

 

- Not delivering the 

desired experience to 

the player, 

- Conflict of 

motivations, 

- Not meeting players 

motivations 

 



Good examples 

 



- Toy, interaction 

- Makes player stop and think 

- New skills 

 

 

 

 

 

 

 

„Puzzles take something familiar and give it a 

novel twist 

good way to invite us to be playful, giving us 

permission 

to do something not practical”  

- Integrated into 

experience, 

- Fun, entertaining 

- Not too easy, not too 

hard 

- Interesting theme 

- Varied types  

- Fairness 

 

- Not challenging or too 

hard, 

- Confusing rules, 

- Not meeting players 

motivations 

- Disconnected with 

game theme and not 

integrated 



Good examples 

 



- Design, Theme 

- Esthetics 

- Beauty, Elegance 

- Models, Textures 

- Lights, Dynamics 

 

 

 

 

 

 

 

- Aesthetically 

captivating, 

- Matching the theme, 

- Clear 

 

 

- Not consistent with the 

theme, 

- Bad visibility, 

- Hard to look at for a 

long time, 

- Not visually attractive 



Good examples 

 


