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Creation, Discovery and Transition : Discussion about Interaction Models
to Design "Enjoyment” in Entertainment System

SATORU TOKUHISAt and MASA INAKAGE!

In this paper, we propose 3 interaction models; ”creation”, ”discovery”, ”transition”, for-
cusing on mainly user’s active physical action to design ”enjoyment” in entertainment system.
This “enjoyment” is based on Flow Theory advocated by a psychologist, Csikszentmihalyi,
which models the features of human’s feeling in enjoyment. We discuss these interaction
models through the control experiments and the evaluations of 2 entertainment systems.
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Table 1 Constituent elements of Flow -

original sentences and paginal translations

BRER *FER

(1) a task that can be completed. FERY I RE 7R AR

(2) the ability to concentrate on the task. ARG ~DEH

(3) that concentration is possible because the task has clear goals. e = —1

(4) that concentration is possible because the task provides immediate feedback. EHE72 7 4 — Ry 7
(5) the ability to exercise a sense of control over actions. 112 O

(6) a deep but effortless involvement that removes awareness of the frustrations of everyday life. e gk

(7) concern for self disappears, but sense of self emerges stronger afterwards. KBt D H SR D3Rk
(8) the sense of the duration of time is altered. RE ] D FRIEIRTE DAL
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Flow is an experience “ so gratifying that people
are willing to do it for its own sake, with little con-
cern for what they will get out of it, even when it is

difficult or dangerous”
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Table 2 Elements of questionaries and relation to constituent elements of Flow
HRIER Flow IHH
Q1. &72721% Suirin 2B L TS E Lizn? TERL AT HE 7R AL
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Q5. Suirin D7 LA IZERTEE LA
Q6. TRNHE AL Fa— L LTWAEENRHY £ L2
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Fig.5 Overview of MYSQ
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Fig.6 Foot switches on the bottom
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MR E o TELT AL OBRELZ. Zhbic
LV, 2—PFEMRL—ICESE, BORBRIC
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WLEETVA LT D200 5T 72 a BT MY 554 9

22—V OROBE DA, =T =27 NONRTA—H L
LCA BT varTha  IZmh A=, MYSQ
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D7 L—AHO MYSQ V > 7 OfLEE RIS X,
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MYSQ O —Ah & LTOEL S ZFHET 572012,
2—PT o lr— N EEf L. 72— NEBIL, Flow
Mm% 77— LRI PEGE L7z Sweetser © D Game
Flow®® » 8 HHIZHASE{ERk L72. LLIFIC Game
Flow O&HA %77
Concentration: Games should require concentra-
tion and the player should be able to concentrate
on the game.
Challenge: Games should be sufficiently challeng-
ing and match the player’s skill level.
Player Skills: Games must support player skill
development and mastery.
Control: Players should feel a sense of control over
their actions in the game.
Clear Goals: Games should provide the player
with clear goals at appropriate times
Feedback: Players must receive appropriate feed-
back at appropriate times.
Immersion: Players should experience deep but
effortless involvement in the game.
Social Interaction: Games should support and
create opportunities for social interaction.
FEREENS7 5 Game Flow 1%, A 74 7 —A
WX LZOAEENRENTEY, MYSQ DX 57
7V A v a NS = MTIEMICEAT 5 2 &
DRFETHD. TOD, FREFBEZEEXS>OFY
CHNVOBEMEE AER L. R 31T, TOHEMX
LAHVY, Game Flow Of%%EH ZR~7. SRlO7T >
=T, BET DV AT A& ERER O KDDI
DESIGNING STUDIO®) ~D3%# T MYSQ %4
D TR Lz — I A 2K L. AREEER
1, 110 4, “FE4FEENT 18.72 5%, MR, B:35.5
%, 2Pk :64.5 % Thote. Trr— MEREH S IC
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Table 3 Elements of questionaries, aims and relation to constituent elements of Game Flow
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R4 BETNVORMCES S HRERROT > r — MMEFHER
Table 4 The questionarie results according to control experiment based on the
existence of each model
JEBRAER] none A B C A4+B | B4C | A4C all
P T (N) 18 18 18 18 18 18 18 18
Q1 a 33.3 50.0 | 61.1 38.9 94.4 44.4 83.3 94.4
b 66.7 50.0 [ 38.9 | 61.1 5.6 55.6 16.7 5.6
Q2 a 41.7 28.6 | 26.3 | 46.2 27.0 33.3 35.5 35.5
b 8.3 33.3 | 52.6 | 46.2 32.4 46.7 38.7 38.7
c 16.7 4.8 5.3 0.0 8.2 6.7 3.2 3.2
d 33.3 33.3 15.8 7.6 32.4 13.3 22.6 22.6
Q3 a 60.0 0.0 10.0 16.7 13.3 50.0 28.6 6.7
b 20.0 28.6 [ 90.0 | 83.3 40.0 50.0 35.7 80.0
c 0.0 0.0 0.0 0.0 0.0 0.0 0.0 0.0
d 20.0 71.4 0.0 0.0 46.7 0.0 35.7 13.3
Q4 a 60.0 29.2 | 39.1 30.4 28.0 55.0 31.8 31.9
b 10.0 45.8 | 52.2 | 47.8 24.0 40.0 54.6 54.5
c 15.0 0.0 8.7 17.4 4.0 5.0 0.0 0.0
d 5.0 25.0 0.0 0.0 44.0 0.0 13.6 13.6
e 10.0 0.0 0.0 4.4 0.0 0.0 0.0 0.0
Q5 a 0.0 0.0 16.6 0.0 44.4 5.5 33.3 50.0
b 27.8 72.2 | 27.8 | 444 55.6 38.9 50.0 44.4
c 50.0 22.2 | 55.6 | 33.3 0.0 38.9 11.1 5.6
d 22.2 5.6 0.0 22.2 0.0 16.7 5.6 0.0
Q6 a 0.0 27.8 11.1 5.6 55.6 5.6 44.4 61.1
b 27.8 6.1 33.3 | 22.2 44.4 61.1 50.0 33.3
c 50.0 11.1 44.4 27.8 0.0 27.7 5.6 5.6
d 22.2 0.0 11.1 44.4 0.0 5.6 0.0 0.0
Q7 a 0.0 0.0 0.0 0.0 22.2 5.5 16.7 27.8
b 11.1 50.0 [ 27.8 | 27.8 61.1 27.8 61.1 61.0
c 27.8 22.2 44.4 22.2 11.1 50.0 11.1 5.6
d 61.1 27.8 | 27.8 | 50.0 5.6 16.7 11.1 5.6
Q8 a 0.0 44.4 5.6 0.0 61.1 11.1 50.0 61.1
b 0.0 44.4 | 38.8 | 27.8 38.9 50.0 38.9 38.9
c 16.7 11.2 50.0 22.2 0.0 27.8 11.1 0.0
d 83.3 0.0 5.6 50.0 0.0 11.1 0.0 0.0
Q9 a 0.0 11.1 16.7 5.6 38.9 11.2 27.8 55.6
b 11.1 50.0 [ 27.8 | 33.3 61.1 33.3 50.0 38.8
c 38.9 389 | 38.8 | 27.8 0.0 22.2 22.2 5.6
d 50.0 0.0 16.7 | 33.3 0.0 33.3 0.0 0.0
Q10 a 0.0 5.6 11.1 5.5 16.7 11.1 5.6 16.7
b 5.6 16.7 | 27.8 16.7 38.9 27.8 33.3 44.4
c 22.2 44.4 | 33.3 | 38.9 33.3 33.3 55.5 27.8
d 72.2 33.3 | 27.8 | 38.9 11.1 27.8 5.6 11.1
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