






•

•

•

•

•







https://acolostico.blogspot.com/2019/08/a-theory-of-fun-for-game-design.html
https://creativecommons.org/licenses/by-nc-nd/3.0/
https://creativecommons.org/licenses/by-nc-nd/3.0/
https://creativecommons.org/licenses/by-nc-nd/3.0/
https://creativecommons.org/licenses/by-nc-nd/3.0/
https://creativecommons.org/licenses/by-nc-nd/3.0/











































	Slide 1: Modern Motivators of Play
	Slide 2: Do you REALLY know why people play your game?
	Slide 3: If you don’t know what motivates your players to keep playing your game, how do you know you’re making the right decisions?
	Slide 4: Micro-Agenda
	Slide 5: What’s a motivator?
	Slide 6: A motivator of play is one of the core psychological needs that a player seeks to fulfill when choosing to play a game of any kind.
	Slide 7: Where do motivators come from?
	Slide 8: Where do motivators come from?
	Slide 9: Where do motivators come from?
	Slide 10: More about the psychology of player motivation
	Slide 11: Where do motivators come from?
	Slide 12: Where do motivators come from?
	Slide 13: These are just some of the many frameworks. I couldn’t even fit all of these into the chapter.
	Slide 14: The Six Classic Motivators of Play
	Slide 15: But broadband and smartphones further changed what constitutes good gaming.
	Slide 16: The Three Modern Motivators of Play
	Slide 17: But how much has  REALLY changed?  Aren’t players still seeking competitive mastery-driven experiences?
	Slide 18
	Slide 19: It seems like we as a game industry aren’t in sync with today’s player needs.
	Slide 20: How might you think about your players differently?  Can your existing game support a  new motivator?  How might your game studio best serve the unmet needs reflected in current trends?
	Slide 21: If you don’t know where to start, try prosocial gaming.
	Slide 22: More about thriving communities and prosocial gaming
	Slide 23: Press record in your brain and keep these motivators handy.  Use them as a razor when making game design decisions.
	Slide 24
	Slide 25: The Nine Motivators of Play
	Slide 26: These topics are covered in The Game Development Strategy Guide in more detail!
	Slide 27
	Slide 28: When you design for player motivation, your games are more likely to thrive.  GLHF!  Cheryl Platz Author,  The Game Development  Strategy Guide  gamedevelopmentstrategyguide.com

