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Games Lubricate the Body and the Mind

I Benjamin Franklin




MOTIVATION

Some People Need More Than Others
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APPLICATION




Outline

Value of Play

Game Principles and Training

Near Future Tools and Technologies




Value of Play

THE OPPOSI!I TE OF PLAY | SNOT WORK,

I STUART BROWN M.D.


















Benefits of Play

Personal Health
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Summary

C Opposite of play is depression
C Play is rarely used in training

C Structure of t raining can fail to
provide motivation

C Use of mechanisms of play can
generate motivation to learn



Principles of Gaming
& Training

Gamification

Video Games as Training Platforms
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WHO IS PLAYING COMPUTER AND VIDEO GAMES?
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50°%

of Canadians
are gamers

Jamer. aperson who has played co

33

YEARS OLD

CANADIANS, BY AGE, WHO HAVE PLAYED A VIDEO GAME IN THE PAST 4 WEEKS
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Saurce: NP Group's 2110 Undenstanding the Carsdian Games



Novice A Virtuoso

10,000 HOURS

Average number  of hours
spent video gaming by age 21

~ 10,000 HOURS



gamification

~ the use gaming principles and
mechanics to enhance non -game
contexts ~




Low Motivation
Task

Game mechanic(s)



Quests
ot SKELLULORE
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4 Tues 3 August

Update resume

Arrange cycling holiday in

Mordor.

The Profile

Strength:
+

Stamina:

0

Intellect:



Gamification  Techniques

ACHIEVEMENTS /BADGES
LEVELS

LEADERBOARDS
PROGRESS BARS
UPGRADEABLE AVATARS
VIRTUAL CURRENCY
POINTS

GIFTING

TROPHIES
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Pointificaue hnigues

ACHIEVEMENTS
LEVELS
LEADERBOARDS
PROGRESS EXTRINSIC
UPGRADEAE

VIRTUAL CURRENCY REWARDS
POINTS

GIFTING

TROPHIES
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EXTRINSIC REWARDS

MOTIVATORS THAT ARE EXTERNAL TO THE INDIVIDUAL
(MONEY, GRADES, POINTS)

INTRINSIC REWARDS

Motivators thatare Internal » ' to the:individual
(Competence, Autonomy, Relatedness;,)

INTRINSIC REWARDS > EXTRINSIC REWARDS
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Blissful Productivity
we are never so happy as when we are
doing hard but meaningful work



C Quests / Missions
C Online Feed back
C Dynamic Difficulties
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Spatial Frequency (c/deg)

Blocks of Trials



Video Games as Training
Platforms
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http://www.youtube.com/watch?feature=player embedded

&v=vJG698U2Mvo

http://www?2.psych.ubc.ca/~rensink/flicker/download/index.htmi



http://www2.psych.ubc.ca/~rensink/flicker/download/index.html
http://www.youtube.com/watch?feature=player_embedded&v=vJG698U2Mvo
http://www.youtube.com/watch?feature=player_embedded&v=vJG698U2Mvo
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Video game players out perform non players on

measures of visual processing
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Group 1

TETRIS

Group 2
First Person
Shooter
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% Correct
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REDUCTION IN ATTENTIONAL COST
BETWEEN PRE AND POSTTEST
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