Quantic Foundry’s nine gamer types and
their association with narrative
preferences

submitted as a requirement for the degree of

Master of Arts in Entrepreneurship

Berlin, Germany, July 19, 2021
r I Berlin University
I of Applied Sciences
by

Sofia Sabarini

(Previously obtained) Media and Communication Management
(B.A.), Macromedia Hochschule Berlin

Primary Thesis Supervisor: Prof. Dr. Jens Junge
Associate Thesis Supervisor: Sigrid Peuker



Sabarini, Quantic Foundry’s gamer types and narrative preferences, 1

ABSTRACT

The current pandemic has caused the need for diverse games to rise — and while there are
many research papers about which game genres, game features or game rules are preferred
to help game companies shape the best content, there s little to be found about game narrative
preferences. Thus, this explorative thesis focuses on identifying what kind of main
characters, settings, villains, moods, story structures, perspectives and narrators are favoured
by different kinds of gamers. In order to categorize them, the Quantic Foundry gamer type
quizzes are used, which reveal what drives users to play games and which Quantic Foundry
gamer archetypes (Acrobat, Gardener, Slayer, Skirmisher, Gladiator, Bounty Hunter, Bard,
Architect or Ninja) they align with. After posting an online survey focusing on narrative
preferences, 457 submissions were collected, and the narrative preferences of users with
either of the nine primary Quantic Foundry gamer types identified — providing another
perspective on player behaviour for the scientific field or a guideline for game developers.
However, it has been observed that within a group of users sharing the same primary Quantic
Foundry gamer type (e.g., Acrobats), some questions weren 't answered unanimously — votes
scattering across multiple choice options instead. The most likely reason for that is because
some gamers can also have a secondary Quantic Foundry gamer type (e.g.,
Acrobats/Slayers), hinting towards narrative preferences differing within a group of gamers
sharing a same primary type and that its presence has a heavier impact. Due to the scope of
the thesis, this assumption can’t be tested — giving opportunity for further research into the

game narrative field, in relation to the Quantic Foundry gamer types instead.

Keywords: Game narrative preferences, Quantic Foundry, gamer types, motivational drives
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1. INTRODUCTION

1.1. Subject relevance

While the corona pandemic has caused many industrial disruptions during 2020, not all of
them turned out to be negative - especially from the perspective of the game industry,
according to the third largest marketing research company called Ipsos'. Their recent
published report, called “Video Gaming in Lockdown”, starts off with monetary aspects such
as an increase in sales?. More importantly, the insights also reveal that video games have
developed into a supporting pillar during the lockdowns, helping individuals deal with
loneliness and anxiety, enabling family members to connect via online games and reassuring
parents, who confirmed that their children are having a better learning experience through

gaming?®.

It is highly presumed that the COVID-19 lockdown will continue throughout 2021 and that
people will still be in need of entertainment, distraction, and education®. That also means
that the needs and demands for games will continue to rise, which is why it’s important to
make sure that there are games for everybody. No product fits all players. To ensure the best
gaming experience possible for each kind of gamer, the first step begins with figuring out
what their preferences are. It should be pointed out, when talking about players or gamers
during this thesis, that any individuals are meant who enjoy and spend time playing video
games — regardless of whether they do so frequently, infrequently, as a hobby,

professionally, or on PC, console or mobile.

How can different players be identified? And what are their preferences regarding game-
related topics such as genres, designs, or features? Luckily, organizations such as Quantic
Foundry have made it their mission to figure out what drives people to play games to begin
with — specifically by identifying 12 different motivational drives and basing a motivational
model and nine gamer archetypes on them®. Whether one is playing games for the adrenaline
rush, educational purposes or just to relax - by simply completing a 5-minute test on the
Quantic Foundry website, the user can learn what drives them to play video games, i.e., their

motivational drives, which gamer type they align with, their gameplay styles and more®.

' Cf. Mena, E., Cook, N., & Davies, J., 2020, Pg. 2
2 Cf. Ibd, Pg. 29

3Cf. Ibd, Pg.3

4 Cf. Ibd

3> Cf. Yee & Ducheneaut, n.d.a

% Cf. Yee, N., 2020
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When referring to gameplay style, how the player interacts with the game’s mechanics, i.e.,

the rules of the game, challenges, and stories are meant’.

Such material is incredibly useful to understand player-behaviour, mainly because it helps
adjust gaming-related content to consumers’ preferences. Some companies have even begun
using the Quantic Foundry motivational model to focus on customers’ motivational drives,

instead of their sociodemographic factors®.

And while Quantic Foundry’s reports cover many aspects as mentioned before, one area
that’s been kept brief was players’ game narrative preferences, i.c., the elements that make
up a story’. The user reports only show how each of the nine gamer archetypes rate the
importance of story — but details such as what kind of main characters, villains, or settings
they’'d prefer, are not revealed. The scenario repeats itself when looking into similar
organisations such as GameRefinery — who also have their own gamer motivational model,
gamer archetypes and various reports on users’ game-related preferences. But there too,
insights about users’ narrative preferences were kept short — hinting towards a potential

unexplored topic, which will later be investigated during the research gap chapter'°.

Thus, the purpose of this master thesis is to identify the narrative preferences of gamers in
correlation to their QF gamer type. To do that, the thesis will focus on answering the
following research question: Which narrative elements of digital games are preferred by the

nine primary Quantic Foundry gamer types?

1.2. Own interest/motivation

The reason for choosing this topic for the master thesis, is due to a personal interest in
narrative elements and video games. While studying game development on the side, the goal
is to create story-orientated projects at some stage in the future. To do that, understanding
the narrative preferences of one’s potential target group is vital, followed by shaping

products according to their tastes.

The same fascination applies to the motivational model by Quantic Foundry, which was
discovered during the second semester of the entrepreneurial studies. While having
previously only used sociodemographic assessments to segment customers, using

motivational drives instead seemed like an intriguing alternative — even more so, after

7 Cf. Heussner, T., Finley, T. K., Hepler, J. B., & Lemay, A., 2015, Pg. 241
8 Cf. Yee & Ducheneaut, n.d.b

® Cf. Heussner, T., Finley, T. K., Hepler, J. B., & Lemay, A., 2015, Pg. 240
19 Cf. Julkunen, J., 2020
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corresponding with marketing managers working in the game industry, who have shared

their own positive experiences from using the QF models.

1.3. Research gap

One of the scientific fields closest to the game industry is game user research — understanding
player’s psychology and behaviour through methods such as playtesting, expert analysis, or
others'!. However, there are no scientific papers that deal specifically with QF gamer types

and their narrative preferences.

Existing studies are only indirectly related — focusing either on another motivational model
and their relation to players’ game-related preferences, or alternatively on narrative

preferences, but in connection to gamers” sociodemographic backgrounds.

To emphasize this, here are a few examples of scientific studies found during the preliminary

literature review:

e “Which narrative design elements of digital games are preferred by the general
adolescent population and what are the associations with gender, socioeconomic
status, and gameplay frequency?” by Games for Health!?. The study acts as an
example to identify gamers’ narrative preferences in detail by using surveys - but in
relation to the participants’ sociodemographic factors, not their motivational drives.

e Player Preferences and Motivations Across Gender and Genre” by Christine
Tomlinson, which analysed to what extent player motivation and game preferences
differ depending on one’s gender — the narrative aspects were only briefly
mentioned !>,

e “Personality & Game Design Preference: Towards Understanding Player
Engagement and Behavior” by Kourtnie H. Andrus, which focused on exploring the
relationship between game design preferences and personality traits using the
HEXACO model. During the game design section, narrative preferences were
explored as well — however because the HEXACO model was used, the focus was

on personality traits and not motivational drives'*.

' Cf. Drachen, A., Mirza-Babaei, P., & Nacke, L. E., 2018, Pg.1ff
12 Cf. Schwarz, et al., 2019, Pg. 195

13 Cf. Tomlinson, C., 2019, Pg. 1

4 Cf. Andrus, K. H., 2018, Pg. 2
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o ‘“Differences in students’ stem identity, game play motivations, and game
preferences” by Kathleen S. Jeremiassen!>. The author also explores game
preferences in relation to motivational drives, by using the older versions of Nick
Yee’s motivation concepts from 2005 — he is the one who later founded Quantic
Foundry and the motivational model in 2015'¢. But the narrative preferences weren't
the focus, only being briefly mentioned when asking participants which game genres

they’d prefer!”.

While the studies do incorporate separate elements of the thesis, none of them combine the
two concepts together, indicating a scientific gap. However, they all use a common
methodology when gathering empirical data — by conducting surveys, which this thesis will

follow.

In addition to that, the structure of the previously mentioned scientific papers can also be
used as blueprints or guidelines — as both the thesis and the other papers aim to identify a

game-related preference in relation to a psychological model.

Thus, the aim of the thesis in the scientific-context will be to enable a different perspective
on player behaviour — with a focus on narrative preferences and in connection to QF s gamer
types. It should be noted, that due to no data existing on the topic so far, this thesis needs to

be labelled as an explorative one.

1.4. Objectives and research questions

The research aim is to identify which narrative elements are preferred by gamers of either of
the nine primary QF types. It is also to be examined whether players sharing the same
primary QF gamer type, will have similar preferences amongst themselves — mainly because
sometimes gamers also have an additional secondary one, which will be explained later

during the theoretical framework. Based on that, the thesis’s research questions are:

e RQ1: Which narrative elements of digital games are preferred by the nine primary
Quantic Foundry gamer types?
e RQ2: To what extent are the narrative preferences shared by users with the same

primary Quantic Foundry gamer types?

15 Cf. Jeremiassen, K. S., 2018, Pg. V
16 Cf. Tbd, Pg. 29
17 Cf. Tbd, Pg. 43
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The hypothesises that the thesis plans to test are:

e Hi1: The preferred narrative elements of digital games differ per primary gamer type.
e H2: Gamers who share the same primary QF gamer type, will have similar narrative

preferences.

To answer the research questions and test the hypothesises, the author will use the online
platform Unipark, enabling the creation of online surveys, data collection, analysis, and
interpretation'®. The reason why Unipark specifically, is due to its recognition in Germany

and common use in dissertations'®.

In addition to that, expert interviews will also be conducted to understand the current stance
of the game industry towards motivational models, specifically the Quantic Foundry one —

but more to that during the methodology part of the thesis.

1.5. Limitations & scope

The first limitation regards the lack of scientific studies, elaborated during the research gap
chapter. Because there are no pre-existing data, there is nothing to compare the gained

insights with.

The second limitation focuses on using the QF model — one of the reasons why it was chosen
instead of another motivational model, such as the one from GameRefinery, was because QF
offered an online test on their website. Other platforms showcasing their own concepts and
archetypes, didn’t have a publicly accessible test for users to take?’. Selection was therefore
limited - conducting the thesis without an already-existing gamer type test and creating one

from scratch instead, would have gone beyond the scope of the thesis.

The third limitation focuses on the QF test itself — the website explains that their data is
based on over 450,000 players, but the methodology to potentially recreate the results are

not provided — giving a sense of uncertainly regarding its reliability and validity.

The fourth limitation is that any insights gained throughout this thesis will only be usable
for those who apply the QF concepts in their work. The process would need to be repeated

for other organisations, who want to know the narrative preferences of their own archetypes.

18 Cf. Unipark, n.d.
19 Cf. Ibd
20 Cf. Yee, N., & Ducheneaut, N., n.d.a
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The fifth limitation is connected to the survey — to see how the narrative preferences differ
between gamers with certain primary gamer types, the survey needs to incorporate questions
about both areas. As it is not possible to embed the QF test in the online survey, participants
will be asked to complete it separately on the QF website, before starting the provided survey

about narrative preferences — which will impact the completion rate.

Lastly, to ensure a defined scope, the thesis will focus on the nine primary Quantic Foundry
gamer types. All gamers have a primary gamer archetype, but sometimes they may also have
a secondary one. If gamers with a primary and secondary type are considered their own
unique archetype, it would lead to 81 combinations of possible gamer types. Identifying and
analysing each of their narrative preferences will not be possible within the given scope of
the thesis. Additionally, no research exists that identifies to what extent the narrative
preferences differ between gamers sharing the same primary type, but different secondary
ones. Thus, the focus will remain on how the narrative preferences differ between players
with either of the nine primary gamer types — regardless of whether they have a secondary
type or not. However, this will be elaborated further during the theoretical framework.
Should extra insights be gathered about gamers with an additional secondary type and its
influence on their narrative preferences during the methodology chapter, they will be added

in the appendix II for further reading or as a reference for further research.

1.6. Impact on the industry

Companies who already use the QF model can apply the insights gained to adjust and tune
the narrative aspects of their own games — making it more appealing to their audience s tastes

and ensuring an optimal gaming experience.

1.7. Significance for the scientific field

Insights gained can contribute to game user research, which as mentioned before, focuses on
understanding player’s psychology and behaviour through methods such as playtesting?'.
While other studies exist, this thesis will act as another perspective to observe player

behaviour from — with a strong focus on narrative preferences.

1.8. Structure/Overview

To answer the research questions and test the hypothesises, the thesis will begin with a

literature review, showcasing one of the earlier mentioned papers to serve as a blueprint.

2 Cf. Drachen, A., Mirza-Babaei, P., & Nacke, L. E., 2018, Pg.1{f
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After that, the theoretical framework follows, where the QF concepts, models and gamer
archetypes are explained. Once an understanding of the QF theories is established, the
concepts of narratives follow, going into different main characters, villains and setting types,
concluding the theoretical framework. Then begins the methodology chapter, focusing on
research design, analytic methodology employed & reason for choice, followed by findings,

discussion of findings and the conclusion.
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2. LITERATURE REVIEW & THEORETICAL
FRAMEWORK

2.1. Literature review - “Games for Health”

Before explaining the QF theories and narrative preferences, one of the earlier mentioned
studies during the research gap chapter, called “Games for Health”, will now be described
in more detail — mainly because its structure acts as a guideline, has a strong focus on
narrative preferences and initially inspired this thesis. Another useful aspect are the survey

questions, who play a role later during the methodology chapter.

To summarize, the study called “Games for Health” investigated the following in 2019:
which narrative elements of digital games are preferred by the general adolescent population
and what are the associations with gender, socioeconomic status, and gameplay frequency?2.
The purpose of the study was to use the insights gained and translate them into serious games

about health awareness, aiming to make them more appealing for their consumers.

Their methods consisted of conducting on-site surveys with 446 adolescents from 15
schools, aged 12 to 152°. The questions focused on sociodemographic factors such as age or
gender, how frequently they played games, and lastly, open-ended questions about their
narrative preferences, concentrating on characters, location, conflict, time, mood, and
atmosphere?*. The results were then analysed through a mixed-methods approach, using

thematic- and chi-square analysis?>. Some of the gained insights were?®:

e Human characters as protagonists were mostly preferred by all
e Girls and infrequent players liked to define their characters by their age
e Adolescents of non-academic education, more often than adolescents of academic

education, defined characters by criminal actions.

The research concluded that the customization of narratives in serious digital health games
should be warranted for boys and girls. It does mention nonetheless that the narrative

preferences of gitls or infrequent players could not be as deeply explored as the others?’.

22 Cf. Schwarz, et al., 2019, Pg. 195
2 Cf. Ibd

% Cf. Ibd, Pg. 197

% Cf, Ibd, Pg. 195

2 Cf, Ibd, Pg. 200

27 Cf. Ibd, Pg. 195
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After reading the study, the following questions came up: what if the same study was
conducted to fill the gap in Quantic Foundries reports, by replacing the sociodemographic
with the motivational model aspect and finding the relation to narrative preferences? And
would there be a way to avoid the exclusion of infrequent players and female players? That

will be elaborated in the next part, where Quantic Foundry concepts are examined.

2.2. Theoretical framework - Quantic Foundry

As mentioned during the introduction, Quantic Foundry is a market research company, that
focuses on understanding gamer motivations, i.e., what drives gamers to play video games
— by combining social science with data science. It was founded by Nick Yee and Nicolas
Ducheneaut in 2015, though they ve been working together on motivational-related topics
since 200578, Their most-known innovation is the motivational model — a table identifying
the 12 main forces that drive people that play games, based on empirical data of over 450,000

players?’. The upcoming section explains what it consists of and represents.

2.2.1. The motivation model and quiz

A~

Social Mastery Achievement Immersion Creativity

“Let's Play Together” "Let Me Think" “I Want More” "Once Upon a Time" “What 12"

Destruction Competition Challenge Completion Fantasy
Duels. Matches Pracl Gel All ¢ leingE some alse,

Design
Ranking ) iy ..'|||; ges. O ete All Missions here elss Customization.

Excitement Community Strategy Power Story Discovery

prises. Thrills Chatting. Interacting Making Decisions. Powerful Equipment teresting characters Experiment.
Figure 1: Quantic foundry motivation model®.

The above image depicts the motivation model. Each of the 12 motivations can be grouped
into one of the six clusters such as action, social, mastery, etc., giving a general impression
for what they stand for. By conducting a 5-minute test with 48 questions on Quantic
Foundry’s website, players can quickly find out what their motivational drives are for

playing games>!. The questions themselves start off with demographic ones, such as age and

28 Cf. Yee & Ducheneaut, n.d.a
2 Cf. Ibd

30 Tbd

3LCf. Ibd
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gender, as well as gameplay frequency, i.e., how often they play video games. It then
transitions to the main part, where players are asked to rate which game-related elements
they find either most important or most enjoyable*?. Here are some examples, while the

complete quiz can be found in the appendix:

Acquiring powerful weapons and artifacts

Mot At All Slightly Very Extremely
Important Important Important Important
Gameplay that requires quick reaction times

Not At All Enjoy Enjoy 3 Enjoy
Enjoyable A Little Somewhat A Great Deal

Figure 2: Motivation quiz questions*.

After the user finishes the quiz, the result page indicates their scores for each of the 6 clusters
or 12 motivational drives, followed by what the numbers mean>*. The next image depicts a

possible outcome of the quiz and how the results are presented:

Your Gamer Motivation Profile:
Fast-Paced, Spontaneous, Relaxed, Independent, Deeply Immersed, and Expressive

Action
(38%)
Excitement (86%)
Immersion Social
(90%) (3%) Fantasy (92%) Competition (7%)
Creativity Mastery
1 verv (13% haller (13%
(52%) (5%) Discovery (13%) Challenge (13%)
Achievement Completion (14%)
(9%)

Figure 3: Motivation model quiz example results®,

The grid on the left only showcases how much one scored in the clusters; one cluster being
the sum of its two subcategorized motivational drives (e.g., immersion cluster score =

fantasy motivation scores + story motivation scores). The cluster scores mean the following:

32 Cf. Quantic Foundry, n.d.a
3 1bd
3% Cf. Quantic Foundry, n.d.b
3 Ibd
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©)

O

Action cluster (excitement motivation + destruction motivation) *¢:

If users score more than 50,0%: users enjoy aggressive playstyles, jumping
into the fray and being surrounded by dramatic visuals and effects.

If users score less than 50,0%: prefer low action, slow-paced, calmer settings.

e Social cluster (competition motivation + community motivation)?’:

©)

If users score more than 50,0%: users enjoy interacting with other players,
regardless of whether it is for collaborative or competitive purposes.
If users score less than 50,0%: users prefer solo gaming experiences, where

they can take actions or make decisions independently.

e Mastery cluster (challenge motivation + strategy motivation)>®:

o

e Achievement cluster (completion motivation + power motivation

o

e Immersion cluster (fantasy motivation + story motivation

©)

If users score more than 50,0%: users prefer challenging gaming experiences,
with strategic depth and complexity.

If users score less than 50,0%: users prefer games that are forgiving towards
mistakes, accessible and spontaneous.

)

If users score more than 50,0%: users prefer games with collectibles and rare
items, even if it means grinding for a while.

If users score less than 50,0%: users have a more relaxed attitude, don’t take
in-game achievements too seriously and don’t worry about their scores either.
).

If users score more than 50,0%: users prefer games with interesting
narratives, characters, settings, and to immerse themselves into a new world.
If users score less than 50,0%: users prefer games that ground them and don't

pay much attention to the narrative experience the game has to offer.

e Creativity cluster (discovery motivation + design motivation)*':

©)

If users score more than 50,0%: users prefer continuously experimenting with
the game’s world, customizing it with their own designs.
If users score less than 50,0%: users prefer a more practical approach,

accepting the game as it is and don’t spend time changing any aesthetics.

36 Cf. Ibd
37Cf. Ibd
3% Cf. Ibd
39 Cf. Ibd
40 Cf. Ibd
41 Cf. Ibd
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While the explanations improve the interpretation of the left grid of figure 3, the clusters are
still the result of two combined motivational scores. Thus, the next section focuses on
reviewing the 12 motivations individually, to enhance the understanding of the right grid in

figure 342,

2.2.2. The 12 motivational drives
2.2.2.1. The destruction motivation

The destruction motivation is part of the action cluster. Scoring high (> 50,0%) in this
segment, signifies that the user enjoys chaos and destruction while playing games — either
by blowing up destructible objects in the environment or by just being able to cause
mayhem™®. That’s why tools such as guns or explosives are always found in games that
pursue this motivation - Call of Duty or Battlefield being two of them. Another common hint
that indicates a high destructive motivation, is by observing whether the players showcase

innovative ways to get their creations killed while playing the Sims**.

Scoring low (< 50,0%) on the destruction motivation, hints towards users preferring games
with minimal explosive weapons, if any at all, and no gore. They rather enjoy a serene
atmosphere instead, which can be found in games like Animal Crossing or Harvest Moon™’.

A summary of the two conditions can be showcased in the below illustration:

Halo,
Call of Duty, Destiny 2,

ldyllic. Serene. Evergreen. Prufes_sor Laytcn.. P Guns. Explosions. Mayhem.
Animal Crossing,

No weapons/gore. Entropy " Carnage. Gore.
Typically G/PG content. Harvest Moon Battlefield Destructible environments.

Destruction

Figure 4: The destructive motivation scale,

2.2.2.2. The excitement motivation

The excitement motivation is also part of the action cluster. If users score high in this area,
it signifies that they enjoy fast-paced and intense games, with a constant adrenaline rush?’.

The gameplay should be full of surprises, action, and thrills, rewarding the player for reacting

42 Cf. Ibd

43 Cf. Quantic Foundry, n.d.c, Pg. 20
4 Cf. Ibd, Pg. 13

4 Cf. Ibd, Pg. 20

4 bd, Pg. 13

47 Cf. Ibd
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quickly to unpredictable events. Such experiences are usually found in games like Super

Smash Bros or Street Fighter.

Scoring low on the excitement motivation, indicates that the player primarily plays games
to relax and tends towards a predictable gameplay experience, which can be paused at any
time, and is most likely turn-based*®. A popular example would be Civilization or Myst*. A

summary of the two conditions can be showcased in the following illustration:

Calm
Turn-based. Can be paused.
Relaxed. Predictable.
Low visual stimulation.

CS:GO,
Call of Duty,
Super Smash Bros. Melee

Civilization, Myst,
Master of Orion Il
Europa Universalis

Excitement
Novelty

Fast-paced. Action-based.
Surprising.
Adrenaline rush.

Figure 5: The excitement motivation scale.

2.2.2.3. The competition motivation

The competition motivation is part of the social cluster. A higher score showcases that the
user enjoys competing against another player in forms of duels, matches or team-vs-team
scenarios’!. The competition aspect doesn 't limit itself to just that, but also extends to other
scenarios where players wish to be acknowledged either through a ranking system or by their
teammates. Examples of games where these conditions are met are StarCraft or League of

Legends™2.

Scoring low on the competitive motivation on the other hand, indicates that the user enjoys
non-competitive games. If duelling scenarios are inescapable, they should at least avoid
making the players go against each other - and instead have them battle artificial intelligence-
controlled competitors instead>®. Ranking systems are also preferably avoided. Games who
fulfil such demands are for example Dragon Age II or Gone Home>*. A summary of the two

conditions can be showcased in the following illustration:

4 Cf. Tbd, Pg.20
“ Cf. Tbd

50 Tbd

51 Cf. Ibd, Pg. 14
52 Cf. Tbd

53 Cf. Ibd, Pg. 20
5 Cf. Tbd
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Games Game

League of Legends, High Conflict
Non competltlve M\g:a i{:‘;;ﬁrl“e Competition DotA 2, Adversarial.
No rankings/duels e ogDirnensions Social Comparison Call of Duty, Arenas. Duels. Matches.
against human players. & CS:GO Leaderboards. Rankings.

Figure 6: The competition motivation scale.

2.2.2.4. The community motivation

The community motivation is also part of the social cluster. Scoring high in this section
shows that the user enjoys socializing or collaborating with others while gaming>®. That can
involve in-game chatting, creating teams, or just generally working together towards a
common goal, strongly contrasting from the competitive motivation. For such players,
games are a way of maintaining social networking — examples that fulfil these criteria are

Portal 2 or Final Fantasy XIV>’.

Having a lower community score, hints towards the user being more of a single-player
gamer, preferring to complete quests by themselves and being independent of others. Game
examples that would suit these preferences, are Lego Harry Potter or Hatoful Boyfriend>®.

A summary of the two conditions can be showcased in the following illustration:

Games . Game
n

Teamwork
Lego Harry Potter, Destiny, Battlefield,
Hatoful Boyfriend, Community Final Fantasy XIV, Grouping up. Chatting.

Farm Heroes Saga Shared Experience Rainbow Six Siege Social interaction.
! Collaboration.

Single- player
Soloable quests.
Be in full control.

Figure 7: The community motivation scale.

2.2.2.5. The challenge motivation

The challenge motivation is part of the mastery cluster. Scoring high showcases that the
player enjoys a challenge, especially when the success rate is heavily dependent on their
skills and abilities®®. They are therefore prone to taking their time practicing and honing their

gameplay style, being persistent and taking on the most difficult missions and bosses a game

55 Ibd

5 Cf. Ibd, Pg. 14
57 Cf. Tbd

5% Cf. Ibd, Pg. 20
 Ibd

6 Cf. Ibd, Pg. 15
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has to offer. It is also important, that difficulty settings are provided — mainly so they can
choose the highest one, regardless how many times they witness a game over. Games who
are known for their constant challenging experiences are for example Dark Souls or Defence

of the Ancients (DotA)%!.

Scoring low on the challenge motivation reveals that the user prefers straightforward
gameplay mechanics, i.e., the game’s rules®’. They should be easy to learn and ideally not
include any skill-dependent tasks. Examples that fulfil these criteria are Stardew Valley or
Animal Crossing. A summary of the two conditions can be showcased in the following

illustration:

Oxenfree, Stardew Valley| Super Smash Bros. Melee,
The Longest Journey, Challenge DotA, osul,
Animal Crossing Skill Improvement Street Fighter V

Steep learning curve.
Complex moves/rules.
Difficult missions, bosses.

Quick to learn. Low skill barrier.
Straightforward mechanics.
No skill-based gates.

Figure 8: The challenge motivation scale®.

2.2.2.6. The strategy motivation

The strategy motivation also belongs to the mastery cluster. Users who score high on this
one, enjoy games that require careful decision-making, planning and just generally thinking
through their options to identify the likely outcomes®. The decisions can be related to
balancing resources, managing foreign diplomacy, or achieving long-term goals. Examples
of games that offer such experiences are Crusader Kings II and, when additionally combined

with tactical combat, XCOM or Fire Emblem.

If the strategy score is low, the user’s preferences tend towards games that require reactive
gameplay and not too much time spent thinking about decisions and their consequences®’.
A game like Sims would suit these terms. A summary of the two conditions can be

showcased in the following illustration:

61 Cf. Ibd, Pg. 21
62 Cf. Ibd

% Ibd

6 Cf. Ibd, Pg. 15
65 Cf. Ibd, Pg. 21
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% The Sims, StarCraft II, Crusader Kings II, " -
lay. : T 2 hink. Pl A
fs‘icsscn?j:-lecﬁ):; Disney Emaiji Blitz, ,s,trategy . Europa Universalis IV, L) \_'Unat‘lt'c(iomn-::lg:ed?rac;smns
5 : Mario Kart Wii, Covet Fashion Decision Complexity Stellaris, Eve Online s gl

Short time horizons. Consider consequences.

Figure 9: The strategy motivation scale®,

2.2.2.7. The completion motivation

The completion motivation is part of the achievement cluster. If scored high during the 5-
minute test, it indicates that the user enjoys finishing everything the game has to offer —
missions, collectibles, or the discovery of every hidden location®”. For others it even extends
to unlocking every possible achievement, character, or abilities in the game. Such features

are usually offered in games like Aura kingdom or any Final Fantasy game®®.

If the completion score is low, it indicates that the user prefers to pursue their own goals and
agendas, usually found in Sandbox games. RimWorld or Victoria II are good examples for

that®®. A summary of the two conditions can be showcased with the following illustration:

Self-Driven . , A o Task-Oriented
Decide what to do myself. RimWorld, Victoriall, Completion Dragon Nest, Aura Kingdom, Complete tasks/quests.

Kerbal Space Program, Lego Dimensions, A
Sandbox/open gameplay. Citieg- Skylin:s Source of Goals Einal o Collect stars/trophies and
Self-directed goals. . collectibles.

Figure 10: The completion motivation scale’.

2.2.2.8. The power motivation

The power motivation is also part of the achievement cluster. Users who score high, enjoy
striving for power in the context of the game’s world they are in — becoming as strong as
possible, either through seeking equipment or tools necessary to make it happen, by maxing
out their attributes or acquiring the most dangerous weapons or artifacts’'. That’s also what

separates this motivation from the completion one — here, items are collected to gain power,

% Ibd

67 Cf. Ibd, Pg. 16
6 Cf. Ibd, Pg. 21
% Cf. Ibd

70 [bd

71 Cf. Ibd, Pg. 16
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not necessarily to unlock everything the game has to offer. Games that pursue the power

motivation experience are World of Warcraft or Diablo 11172,

On the other hand, if the power score is low, users enjoy playing games where the character
is already fully developed from the start, i.e., in their most powerful form. That can be
showcased in games such as Night in the Woods or The Longest Journey’®. A summary of

the two conditions can be showcased with the following illustration:

LOW < o e o e o o o o e o e e o e e e = High

Games Game

Night in the Woods, Power World of Warcraft,
The Longest Journey, Ico, League of Legends, Diablo III,
80 Days, Her Story Growth Summoners War

Fully- developed characters
from the start.
Static. Level playing field.

Start weak and gnnd
Level up character/stats.
Upgrade weapons/spells,

Figure 11: The power motivation scale”.

2.2.2.9. The fantasy motivation

The fantasy motivation is part of the immersion cluster. Users who score higher here, want
a gaming experience that allows them to become someone else in another world”>. That
includes features which enable the player to explore the new settings, often found in games

such as Skyrim or Fallout.

Users who have a low fantasy score on the other hand, prefer generic settings with minimal
world-building or lore’®. Visually also tend towards 2D retro graphics, which is offered by
games like Candy Crush. A summary of the two conditions can be showcased with the

following illustration:

Games Game

Counter-Strike, Street Flghter Fantasy Mass Effect, Dragon Age
graphics. World of Tanks Disbelief Fallout pe ling wortd.

Minimal world-building/lore. Visually immersive world.

Figure 12: The fantasy motivation scale”’.

72 Cf, Ibd, Pg. 21
73 Cf. Ibd

7 Ibd

75 Cf. Ibd, Pg. 17
7 Cf. Ibd, Pg. 22
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2.2.2.10. The story motivation

The story motivation is also part of the immersion cluster. Users who score high, enjoy and
demand games with diverse storylines, multidimensional characters with in-depth
backstories and deep narratives’®. These features are usually found in games such as Dragon

Age or Mass Effect.

If the score is low, users find dialogue mechanics or long quests descriptions distracting,
more likely to skip the segments that are meant to explain story-relevant content. Characters
should therefore be kept simple and basic, with no overarching narrative — found in games
such as SimCity or Transport Tycoon’®. A summary of the two conditions can be showcased

with the following illustration:

- : Factorio, SimCity, Story Mass Effect, seriiud Drang
No gve_ra/rcthm'? I:;réatlve, PR P Web of Dragon Age. i rEIaboriutefna':rratn;erarc‘ith
saie > Quake Il Arena Human Drama Life is Strange, Persona 4 RIS G 01 CIacIe e

Blank canvas to build on. motive/personality.

Figure 13: The story motivation scale®’.

2.2.2.11. The discovery motivation

The discovery motivation is part of the creativity cluster. The users who score high in this
segment, often ask themselves “what if®!?”. For them, the game’s world and objects are
interactable, anything can be experimented with, and the possibilities are endless. That
includes swimming towards the edge of the ocean map, just to see what happens. Or testing
whether crafting outcomes differ depending on the time of day or which NPCs are present
in the surrounding area. Another common habit to identify a gamer that’s driven by the
discovery motivation, is by their gameplay style — they will usually play a game in their own
creative way, and not as the game developers intended. The Legend of Zelda or The Elder

Scrolls are good examples that offer such experiences®.

Scoring low in discovery, indicates that users prefer games with a given, fully detailed and

fixed ruleset - where there are as few to no hidden variables and interactions as possible®’.

78 Cf. Ibd, Pg. 17
7 Cf. Ibd, Pg. 22
$0 Tbd

S Cf. Ibd, Pg. 18
82 Cf. Ibd, Pg. 22
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FIFA or Scrabble are good examples of that. A summary of the two conditions can be

showcased with the following illustration:

Games . A Game
Practical Curious

_ Fully-exposed rulesets. CaIII::I:JEUW Discovery i Elde;aS"c;:tlls, e Explore world. Find hidden
Minimal unknown variables and Mahjong, Scrabble The Unknowns legenant 7= secrets/treasures. Experiment

possible interactions. with objects. Tinker.

Figure 14: The discovery motivation scale®.

2.2.2.12. The design motivation

The design motivation is also part of the creativity cluster. Scoring high indicates that users
like to express their individuality in the game’s world®’. That includes spending a lot of time
in the character creation processes, in city-building customizations, spaceships designs or
any possible object that the game permits to alter visually. Guild Wars 2 or Little Big Planet

offer such experiences®®.

Scoring low on the design motivation indicates that the user prefers games with fixed
elements, extending from characters to environments, ideally, with as little customization as
possible, which can be found in games like Super Mario Galaxy or Spelunky®’. A summary

of the two conditions can be showcased in the following illustration

Games . . Game
Curated Customizable

. " ! Braid, Spelunky, Design Guild Wars 2, The Sims, TR
Fixed, but often highly stylized Super Meat Boy, Expressing The Elder Scrolls Online, Expre§5 individualty.
avatar. None or few 5 Mario Galaxy 2 e Animal Crossi Customize avatar/house.
customization opportunities. LA ERDE Individuality LIRSS Lots of skins/accessories.

Figure 15: The discovery motivation scale®.

The next section focuses on Quantic Foundry’s new concept, known as the nine gamer types

— they are determined by the users’ scores in each of the 12 explained motivation drives.

% Ibd
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% Cf. Ibd, Pg. 22
87 Cf. Ibd
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2.2.3. Quantic Foundry’s nine gamer types

As explained earlier, the result of the 5-minute test on the QF website showcases the users’
scores in each of the 6 clusters or the 12 motivation drives. A new feature that has been

added is the gamer archetype the user aligns with:

Your Quantic Gamer Type :
BOUNTY HUNTER

Your Gamer Motivation Profile
Fast-Paced, Spontaneous, Relaxed, Independent, Deeply Immersed, and Expressive

Action
(38%)

Figure 16: Gamer type quiz result®.

Which of the nine gamer types a user aligns with, depends on their scores in each of the 12
motivational drives®. All users have a primary gamer type (e.g., Bounty Hunter), but in
some cases, they also have a noticeable secondary type and are referred to as blender gamers
(e.g., Bounty Hunter/Architect, which stands for primary type/secondary type) — how

common they are, is not specified. Nick Yee describes the blender types as:

“Think of a blended gamer type as a primary colour that leans towards
another colour—like a Blue that leans towards Green and results in a

Turquoise”™

-Nick Yee®!

Founder of Quantic Foundry
What each of the archetypes stand for, will be explained in the next section.

2.2.3.1. The Acrobat gamer type

If a user’s primary gamer type is an Acrobat, it means that they re a solo gamer, who favours

a challenging gameplay — they 1l keep practicing repeatedly, until they can take on the most

8 Quantic Foundry, n.d.b
% Cf. Yee, N., 2020
o1 Tbd
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difficult missions or bosses®>. Games should be moderately paced, with occasional thinking
moments or figuring out the rules. World-building doesn’t matter, nor complex
customization processes. Favourite games include Super Metroid and The Binding of Isaac.

Their 12 motivation scores would look like this:

100,0%

90,0% Motivations
& 80,0% Community B Competition
¢ 70,0% 59,0% ) :
§ 60,0% 49 0% 48.0% 51,0% Excitement Destruction
é 50,0% 42,0% 40,0%42,0% ’ Completion mPower
'g 0,
_% gg:g;‘z 25,0% 22,0% Strategy H Challenge
2 20,0% 11,0% 9 0% 13,0% = Fantasy m Story

10,0% Discovery m Design

o == N

Table 1: Acrobat motivation scores®3.

2.2.3.2. The Gardener gamer type

Ending up with the Gardener as the primary gamer type, indicates that the user is looking
for an experience where they can complete tasks in a quiet and relaxing manner — regardless
of whether they involve collecting items or just finishing off levels®®. Rules should be
presented upfront, as directly as possible, especially if the gameplay is spontaneous and
reactive. Planning things in advance should not feel either stressful or anxious. Favourite
games include Candy Crush and Animal Crossing. Their 12 motivation scores would look

like this:

100,0%

90,0% Motivations
380,0% Community ® Competition
2 70,0% _ .
S 60,0% R 52,0% Excitement Destruction
é 28,8:2 43,0%42,0% 37,0% 31 0% 37,0% " Completion ~mPower
2.4 !
°
=

31,0%
30,0% 23,0% 20’0%23]0% Strategy M Challenge
20,0% 10,0% 13,0% Fantasy B Story
18’83’ . Discovery M Design
,U%

Table 2: Gardener motivation scores®s.

2.2.3.3. The Slayer gamer type

Gamers with the Slayer primary gamer types want to be the heroic protagonist of a cinematic

story”®. They view games as highly interactive action movies, deeming creative visions and

2 Cf. Ibd
% Cf. Ibd
% Cf. Ibd
% Cf. Ibd
% Cf. Ibd
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detailed narratives as very important, whatever lets them experience the game is good — such
as slow-paced, solo experiences, and easy mechanics. Power progression or strategy
planning are distracting and should be avoided. Their favourite games include Uncharted or

Firewatch. Their 12 motivation scores would most likely look like this:

100,0%
90,0% Motivations
3:°' ?8’8? 62 0% Community B Competition
< ,U7 FIU70y o
8 60,0% 50,0% SR Excitement Destruction
é 50,0% 35.0% Completion  m Power
S 40,0% !
g 20 0‘;; 26,0%28'0% 23’0%17 0‘y27,0% 18 0% Strategy M Challenge
’ y 0.
20,0% = 14,0% 14,0% Fantasy m Story
18’83’ - - - Discovery M Design
,U7%

Table 3: Slayer motivation scores®’.

2.2.3.4. The Skirmisher gamer type

Players with the Skirmisher primary gamer type centre on the action-social clusters®®. Fast-
paced team arenas, who aren’t too challenging and don’t require much thinking/planning,
suit their preferences. Due to their low completion scores, they prefer starting new matches
all over again instead of playing long sessions to grind for high scores. Favourite games

include Call of Duty or Battlefield. Their 12 motivation scores would look like this:

100,0% S
90,0% 78,0% 78,0% Motivations
80,0% 71,0% 66.0% Community B Competition

Motivation scores (%)

62,0%

28,850 = Excitement Destruction

,07%
28'8:? 37'0%39,0%30 o 37,0%37,0% Completion M Power

,J70 27,0% rJ7%
30,0% o 23,0% Strategy M Challenge
20,0% Fantasy m Story
18;82;0 . Discovery M Design

y (]

Table 4: Skirmisher motivation scores®.

2.2.3.5. The Gladiator gamer type

Users with the Gladiators as their primary gamer type consist mostly of “hardcore gamers”
— individuals who enjoy long-sessions, discussing games with their community and keeping
up with game-related news'%. Gladiators have demands in multiple fields: they want an epic

experience, fast-paced and explosive gameplay, strategic thinking, the use of power

97 Cf. Ibd
% Cf. Ibd
% Cf. Ibd
100 Cf. Adams, E., & Ip, B., 2002
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progression mechanics and a rich world that permits exploration and customization'!.

Destiny or Black Desert Online fit these demands for example. Their 12 motivation scores

would look like this:
100,0%
2882;0 76,0%76,0%75 0% 78,0% 4 0% 79,0% Motivations
Y70 ! 9 ’

S 69,0% 68,0%
5 70,0% > ° 61'0%6210%6610%63,0% Community  ® Competition
g 60,0% Excitement Destruction
= 50,0% -
o = C let P
§ 20,0% ompletion ower
5 30,0% Strategy H Challenge
= 20,0% Fantasy M Story
18'82;" Discovery M Design
0

Table 5: Gladiator motivation scores'?2

2.2.3.6. The Bounty Hunter gamer type

Compared to the cinematic preferences of Slayers, users with the Bounty Hunter primary
gamer type seek to sculpt a game’s world into their own via customization and
exploration'®. Even more admirable is their dedication to their characters — wanting to see
them grow and become the most powerful beings in the game’s world, either through
levelling up or upgrading weapons. Saints Row or Mass Effect offer such experiences. Their

12 motivation scores would look like this:

100,0%

90,0% o Motivations
80,0% 75.0% 70,0%
70,0% 61,0% 61,0% 63,0%61,0%62,0% Community ® Competition

60,0% 45,0% Exciteme.nt Destruction
Completion H®Power
2810%31’0% Strategy H Challenge
Fantasy | Story
Discovery M Design

50,0%
40,0%
Table 6: Bounty Hunter motivation scores'®,

30,0%

20,0%
10,0%
0,0%

24,0%28/0%

Motivation scores (%)

2.2.3.7. The Bard gamer type

Users with the Bard primary gamer type are social players, who want to chat and interact
with others!%. They love a game world with rich lore, story, discovery, and customization.
But the ultimate goal is to be part of a grand story, shaping the world and the tales told

together with other players, creating their own communities. The game is a theatrical stage

01 Cf. Yee, N., 2020
102.Cf. Tbd
103 Cf. Ibd
104 Cf. Tbd
105 Cf. Tbd
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and elements like power progression or task completion matter little — they just want to
experience the world. The Secret World or Final Fantasy 14 offer such experiences, and their

12 motivation scores would look like this:

100,0%
90,0% Motivations
80,0% 68,0% 67,0% 66.0% 69,0% Community ® Competition
70,0% ©62,0%

Percentage scores (%)

60,0% 52,0% Excitement Destruction

50,0% C leti mP

40.0% 37,0%3510%3410% 32,0% ompletion ower

30.0% 26,0% Strategy H Challenge

oo 18,0%

20,0% Fantasy | Story

10,0% - Discovery M Design
0,0%

Table 7: Bard motivation scores!%.

2.2.3.8. The Architect gamer type

Planning and decision-making, leading to progression and task completion, is the main
desire of users with the Architect as their primary gamer type'?’. Intriguing settings and
stories are a big bonus, especially when offered as a solo experience, with no teamwork or
competition — just complete independence. Slow-paced, relaxing, and serene atmospheres
are preferred, with the goal to build something over time and not have it destroyed. Games

like Civilization offer that, and the user’s 12 motivation scores would look similarly to this:

100,0%
90,0%
80,0%

70,0% 59,0% 63,0% 59,0%59,0% 4 _
60,0% 52,0% 51,0%51,0% Excitement Destruction

50,09 }
40'01;’ 35,0% Completion  ® Power
30’0; 20.0%23 0% 23 0% Strategy M Challenge
0% e 15,0% Fantasy m Story
20,0% 2
10,0% . Discovery m Design
0,0%

Table 8: Architect motivation scores!’,

Community B Competition

Motivation scores (%)

2.2.3.9. The Ninja gamer type

While users with the Ninja primary gamer type enjoy tackling difficult challenges like the

Acrobats, they also enjoy gameplay consisting of strategic decision making and fast-paced,

109

match-based competition'™. Video games are a place to test one’s skills and wits against

other players, which is why in-game progression isn’t essential compared to skill-based

106 Cf. Tbd
107 Cf. Tbd
108 Cf. Ibd
19 Cf. Tbd
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mastery. Street fighter would be a perfect example for that. Their 12 motivation scores would
look like this:

100,0%

90,0% 82,0% 76,0% Motivations

80,0% 74,0% 69,0% _ N
70,0% Community ® Competition
¢ 56,0% ) )
60,0% 50,0% 50,0% 43.0% Excitement Destruction

28’85’ 0 Completion ®Power

30:04;; 22,0% 27,0% . 22,0% ! Strategy H Challenge

20,0% 15,0% Fantasy m Story

10,0% . Discovery M Design
0,0%

Table 9: Ninja motivation scores!!’.

Percentage scores (%)

This concludes the section that elaborates the Quantic Foundry’s motivational model, their
gamer types, and their preferences towards gameplay. The next section of the theoretical
framework focuses on introducing the concept of game narratives and the different options

for main characters, villains, settings and more.

2.3. Theoretical framework - narrative preferences

A game’s narrative can be described as the story’s structure in a video game!!!. To illustrate

it best, one could compare its use and application in other mediums, such as movies.

For the narrative to work in movies, screenwriters must primarily answer the question “what
happens next?” at the end of every scene. In video games however, the writers must answer
the questions “what does the player do next?” and “why does it matter?” — mainly because
compared to movies, games are interactive. They don’t have “viewers”, they have “players”,

and these players play an active role in the game''?.

The reason why this is important, is because a game can only progress when the player takes
actions through gameplay or in some cases, through choices during dialogue segments — also
known as the parts where characters exchange words in the game!'3. If the player doesn't
know what to do next or why it’s important, there’s a flaw in the narrative or how it’s being

communicated — and as a result, the player is stuck and can’t move forward in the game.

Into which fields do these responsibilities fall? Narrative design — the art of storytelling in a
computer game, using any techniques and devices available, while combining them with the

art of gameplay, as well as the sum of visual and acoustic methods, to create an entertaining

110 Cf. Tbd

"I Cf. Heussner, T., Finley, T. K., Hepler, J. B., & Lemay, A., 2015, Pg. 240
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and engaging experience for the players. The ones responsible to orchestrate all these factors,

are known as narrative designers'!'4.

While many elements make up a story, the thesis will primarily focus on the ones examined
during the “Games for Health” paper to ensure scope — the categories include characters,

115 Any additional topics added are based

locations, conflicts, time, moods, and atmospheres
on narrative design literature. It should also be noted that terminologies and applications

may differ, depending on the medium used (e.g., movies, series, books, etc.).

2.3.1. Characters
2.3.1.1. Player-Character types

In a video game, the most important character is the player-character''®. They act as the
player’s placeholder in the game’s world, enabling them to experience all the adventures and
challenges it has to offer. They are the main characters, simply because they are the players.
There are different types of player-characters nonetheless— some enabling the players to play
as themselves, by providing options to alter their looks and in-game behaviours. In other

117

cases, the player controls a fictional character with a fixed appearance and personality"’.

The different player-character types are:

e Cipher: have no noticeable personality traits and act more like “blank slates”,
windows into the world — mainly to enable players to feel as if they are playing as
themselves!!'®. That’s why ciphers won't have any visible desires or sense of agency
— also known as the character’s ability to make decisions and act upon their own
motives. The only thing they’ll have is a name, appearance, and a vague backstory,
to show that they are part of the game’s world. Everything else is left to the player’s
imagination. An example would be Gordon Freeman from the game Half Life.

e The fixed character: these characters have a defined personality, backstory, and
abilities, set by the game’s development team. Players have no to very few options
to change their appearance and instead control their moment-to-moment actions. The
benefit of a fixed character is that the narrative designers have full control over how
these characters behave in certain situations and how their personalities develop

throughout the game’s story. The consequence of that, is that these characters need

14 Cf. Tbd, Pg. 1

115 Cf. Schwarz, et al., 2019, Pg. 197

116 Cf. Heussner, T., Finley, T. K., Hepler, J. B., & Lemay, A., 2015, Pg. 78f
17 Cf. Ibd

18 Cf. Ibd
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to be well-rounded or at least likeable, as players will need to immerse themselves
into their specific roles or at least somehow identify with them. Good examples of
fixed characters are Mario from Super Mario Bros or Link from the Legend of
Zelda'?,

e The customizable character: On the other side of the spectrum are the customizable
characters — developers won’t know anything about who they are, because they let
players define and build them through a character creation process from scratch!?°.
That includes factors such as gender, race, talents and sometimes also occupation and
backstory. Due to that freedom, a solid world and well-developed side-characters are
necessary, so that the player has enough material to compare and define who their
player-character is and what role they play. Another consequence of this freedom is
that the game needs to allow different ways to complete certain tasks — one player
might create a thief in the character creation process, while another one could create
a knight. As a consequence, tasks should be able to be completed in different ways —
in this case, in a thief-like way and also a knight-like way. Such characters can be
found in World of Warcraft.

e Fixed background, customizable character: these kinds of characters are a mix of
the previous two, as suggested in the label'?!. They usually come with some fixed
features and some player-defined ones — though deciding how much of one and how
much of the other, usually depends on the story and the game itself. The biggest
benefit is that writers can create contents based on the fixed features, to develop the
story around the player-character. A good example of that is Commander Shepard
from the Mass Effect series — while his occupation and last name are defined, players
control whether he acts friendly or evil in various situations, as well as his appearance

in terms of gender and clothes.

2.3.1.2. Differences between a protagonist and a viewpoint-character

In most video games, the player-character is the one who the story centres on — also referred

to as the protagonist'?.

Nevertheless, there are a few cases where the player-character and the protagonist aren’t the

same person — and while the player roams around the world through his player-character, the

119 Cf. Ibd
120 Cf. Ibd
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story itself centres entirely on somebody else. A good example of that is the game called

White Knight Chronicles I. Players take control of a customizable character, but the story

focuses

on one of the other main cast members. In these cases, the player-character is not

the protagonist, but a view-point character — the person with whose eyes the player sees

the world and all the action'%.

2.3.1.3.

Arc types

Another important aspect regarding the player-characters is how they transform or develop

during the game’s progression - also known as character arcs!?4. The degree of change also

depends on the player-character type, but the arc types can be narrowed down to:

The positive arc: the most popular one of the three types, where the character starts
off with feeling some sort of personal unfulfillment or denial about something'%.
Over the course of the game’s story, they 1l be forced to confront and challenge their
beliefs about themselves or the world, conquer their inner demons, and once they ve
changed in a positive way, their arc is complete.

The flat arc: mostly used to feature a character who is already complete and doesn’t
need to undergo any personal growth to gain inner strength and defeat a villain'?S.
Because of that, no further character changes occur during the game's story, making
their arcs flat. They do still act as catalysts, sparking change in the game’s world or
initiating prominent growth in the arcs of surrounding characters.

The negative arc: while there are many variations of this type, they are essentially
the opposite of the positive one — instead of growing out of their faults, the character

ends up in a worse state compared to his original one at the start of the game'?’.

The next important characters are villains, who can also be differentiated by their motives,

activity, how they challenge the player-character and more.

2.3.14.

Villain motive types

There are different ways on how to make the game’s player-character and villain collide.

The first way is by making both have opposing goals — for one to succeed, the other one

123 Cf. Ib
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needs to get out of the way'?®. The second method consists of making both share the same

goal, but having different views on how to reach it, causing conflict again'®’.

2.3.1.5. Active or passive villain types

Another way to differentiate villains is by determining whether they are active or passive:

e Active villains are those who have their own personal goals. If the hero gets in their
way, getting rid of them may be required '*°.
e Passive villains: aim is to essentially stop the hero from achieving their goals in any

way possible — but if the hero didn't exist/didn’t act, neither would the villain'3!.

2.3.2. Story

The next chapter focuses on stories themselves — and how they can be structured in many
ways, depending on what the primary focus is, whether the narrative branches out during the

game, how they end, and more.

2.3.2.1. Story focus types

A story can explore different subjects at once — but usually, the primary focus is either on

the world, a character, a question, or an event. The four existing story focus types are:

e Milieu story: While it’s common for stories to focus on a character, that isnt always
the case. Sometimes the story’s spotlight is on the game’s world instead - the planet,
society, weather, all elements that came up during the world creation phase'*2. And
while characters may or may not dwell in it, players will learn little about their pasts
and who they are. The point of a milieu story is for the players to experience all the
strange things that can happen in the game’s world, planet, place, from the eyes of
their player-character and compare them to other worlds they ve seen. The structure
of a milieu story usually starts with an observer who sees things similarly as the
player would, enters a strange place, experiences all the things that can happen there,
gets transformed by what he sees and then returns to his original world with a new

perspective or decides to remain in the strange world forever.

128 Cf. Hickson, T., 2019, Pg. 56f
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o Idea story: the story focuses on the process of finding out new pieces of information,
usually through characters who previously didn’t know about them before!3. The
story begins by a raised question and ends when it’s answered — mainly found in
detective games, where a murder takes place, and the question focuses on who the
killer is. The player-character will most likely embody a role where gathering
evidence is expected, as well as questioning side-characters. The story then ends
when the killer has been identified, or the question answered. The player-character
will usually aim to mirror the player’s curiosity and beliefs during the process.

e Character story: focuses on the transformation of a character’s role in a community

that matters to him'3*

. While developed characters may not be required in the other
story focus types, it is certainly essential in this one. It usually begins with them
feeling unhappy about their present role in society, initiating the process of change.
The story ends when they "ve either settled into a new role — happy or not — or decided
to give up the struggle and return to their old initial role.

e Event story: focuses on a sudden disorder that occurred in the game’s
universe/world - usually through the return of an old evil, who was believed to be
dead'3>. The player-character starts off in a place they are familiar with, only seeing
little hints of the upcoming disorder. During the game, the disorder becomes more
apparent and through various events, the player-character will start caring about it
enough to get involved and recognize that their actions are necessary to stop it. The

story ends either when the new order is established, the old one restored or with the

world 