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THE PURPOSE OF THE RESEARCH

• Juul, J. (2013). Preface. In The art of failure: An essay on the pain of 
playing video games (p. xi). MIT Press.

THE PURPOSE OF THE RESEARCH

FromSoftware. (2016) “Facing Iudex Gundyr.” In Dark Souls 3. Bandai Namco Entertainment. Retrieved from: gamespot.com. 



RESEARCH QUESTION

Why are players keep coming back
to frustratingly hard challenges?



MAIN TOPIC OF THE PRESENTATION

Mediating frustration, 
by shifting the 

situational motivation 
from intrinsic to extrinsic.



METHODOLOGY

• 6 semi-structured interviews

• 1 focus group with 3 players

• Participants’ profile:
• Hungarian
• Male
• 26 years old, on avarage
• Identify as a gamer

• Template Analysis
• Qualitative method for 

uncovering underlying 
themes and patterns

• A flexible technique using an 
evolving template of codes
that serves as the basis of the 
further analysis

King, N. (2012). Doing template analysis. In Symon, G., & Cassell, C. (Eds.). Qualitative 
organizational research: core methods and current challenges (pp. 426-451). Sage.



STRUCTURE OF THE PRESENTATION

Theoretical Background
Basic Structure of the Model
Step-by-Step Explanation of 
the Process
Review and Conclusions



SELF-DETERMINATION THEORY

• 3 basic psychological needs
• Competence - The need to excel
• Autonomy - The need of volition
• Relatedness - The need to connect with one-another

• 2 exclusive orientations of motivation
• Intrinsic motivation – depends on the 3 psychological needs
• Extrinsic motivation – depends on pressure or rewards

Ryan, R. M., & Deci, E. L. (2000). Intrinsic and extrinsic motivations: Classic definitions 
and new directions. Contemporary educational psychology, 25(1), 54-67.



SELF-DETERMINATION THEORY

• Intrinsic Motivation
• Supported by activites that are interesting

•Extrinsic Motivation
• Supported by activites that are important

Ryan, R. M., & Deci, E. L. (2000). Intrinsic and extrinsic motivations: Classic definitions 
and new directions. Contemporary educational psychology, 25(1), 54-67.



• Describes mental states based on
the parity of skill and difficulty

• “Flow” is the optimal experience

• Explains mental states based on
the information-processing system

• Negative states are entropic
• Positive sates are negentropic

FLOW THEORY

Csikszentmihalyi, M., & Csikszentmihalyi, I. S. (Eds.). (1992). Optimal experience: 
Psychological studies of flow in consciousness. Cambridge university press.



• Main tendencies of 
information-processing:

• increasing complexity of 
the external stimuli

• reducing the complexity of 
the internal model

• High disparity leads to entropy 
and negative emotions.

FLOW THEORY

Cowley, B., Charles, D., Black, M., & Hickey, R. (2008). Toward an understanding of flow in 
video games. Computers in Entertainment (CIE), 6(2), 20.



THE BASIC STRUCTURE OF THE MODEL



THE LEVEL OF PSYCHIC ENTROPY

Psychic entropy is rising if...
• there is noise in the information-processing system
• we encountered a sub-optimal challenge that is

either too boring or too dificult

Psychic entropy is falling if...
• there is a strong motivational structure
• attention is focused
• the information-processing system is well-regulated



THE NATURE OF GAME SEGMENTS

Positive segments...
• have clear structure
• provide psychological support

Frustrating segments...
• provide noise
• contain complex scenarios

and high-arousal situations



THE MOTIVATIONAL STRUCTURE



THE HIERARCHICAL MODEL OF MOTIVATION

Vallerand, R. J., & Ratelle, C. F. (2002). Intrinsic and extrinsic motivation: A hierarchical 
model. Handbook of self-determination research, 128, 37-63.



THE HIERARCHICAL MODEL OF MOTIVATION

Vallerand, R. J., & Ratelle, C. F. (2002). Intrinsic and extrinsic motivation: A hierarchical 
model. Handbook of self-determination research, 128, 37-63.



THE BASIC STRUCTURE OF THE MODEL



THE PROCESS OF THE MODEL

Reinforcement of Intrinsic Motivation
Meeting and Mediating Frustration
Returning to Intrinsic Motivation



FOCUS OF GAMEPLAY

• Two most frequent foci were 
“challenge” and “immersion”

• Challenges require high level 
of skill and high task difficulty. 
Challenges support flow.

• Immersion requires high level 
of skill and low task difficulty. 
Immersion supports relaxation.

• The focus of play is contextual



REINFORCEMENT OF INTRINSIC MOTIVATION



MEETING FRUSTRATION



MEETING FRUSTRATION



MEDIATING FRUSTRATION



RESOLVING FRUSTRATION



RESOLVING FRUSTRATION



REVIEW OF THE COMPLETE MODEL



CONCLUSIONS

• Frustration is an essential part of gameplay

• We must work towards a better understanding 
of the anatomy of negative gaming experiences

• In sub-optimal scenarios, extrinsic motivators can 
help players stay engaged, resolve the situation, 
and return to intrinsic motivation.



CLOSECLOSING WORDS

Bungie. (2014) “A loot crate.” In Destiny. Activision. Retrieved from: destiny.wikia.com. 
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