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THE Question

Fact:

· People apparently find videogames fun or engaging.

Questions:

· What do we mean by fun or engagement?

· What is a fun game?

· Is fun the same for everyone?

· Is fun the same in all contexts?

· What kinds of fun are there?

· Are there special kinds of fun you can only have with computerized games?

· Is it possible to model the fun people may have with games?

While many of these questions seem to have intuitively obvious answers, the amount of published empirical work in the area is slight (see Malone’s work and Kim, Choi and Kim’s). It is my intention to generate a theory that answers these questions from empirical data.

Phase 1

A Grounded Theory approach (after Glaser and Strauss) is being used to generate a theory of what a fun or engaging interaction between a person and a videogame is. This initial phase was entirely based on qualitative data. 

Grounded Theory is an iterative approach to emergent theory generation.

In phase 1 the data sources have been a number of interviews and observations, along with what literature there is. 

The systematically interpreted data are revealing interesting features.   

Select, Approach, Play


There seem to be 3 stages of engagement, with different components or variables at each.






Another observation from the interview data is that ‘casual’ gamers will discuss all 3 stages, while more ‘hardcore’ gamers are less likely to raise issues of Selection.

Continue


The diagram of results above lays out an abstraction of what has been recorded so far. 

In future:

· Continue collecting and assessing data in order to complete a theory.

· Generate testable hypotheses from the theory.

· Test hypotheses suggested by the theory.

· Assess adjusted model for potential to inform design.

It is expected that this model will consist of several levels of abstraction, with relationships between dimensions and variables being revealed. 


Interestingly:

Sometimes people seem to have decided whether a game is fun or not before it is ever played (selection and approach stages).
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