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A Study on The fun Elements of Physical Interactive Game
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Abstract

In this study, the non-face-to-face industry is highlighted due to Corona 19 and the rapidly changing
matters of the global game industry are observed, and the fun factor of tangible functional games is
derived through prior research. Nowadays, living in the inner residence rather than outside activities has
become a daily routine, and it is becoming fashionable to make a healthy body through home training.
However, through personal counseling, I learned that it is difficult to continue using tangible Physical
Serious games. We conducted an 8-week experiment with a ring pit adventure game with 40 students at
our school, and gave up about 50% of them halfway through. Through this experiment, it was found that
in the case of tangible functional games, the sustained use time is much insufficient compared to other
games such as online or console games. Three fun theories were derived by conducting an interview with
a group of experts to find out the cause of continuous use, and after analyzing the most popular Nintendo
Ring Fit adventure game, I would like to present a fun factor model.
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& N =)
{r \ 4 Yol
1. Theoretical Approach : { | 210 experts, 10 users 3. Fun element nomadi k| | |4 select fun el
g ot b | - Conducting the first round 2 madicwork | |, | 4. Select fun elements (extract)
Separation and organization of |2 et HE - Second round of interviews. |CZ»| - Based on the results,
previous studies ~Select Fun Element (Extract) - Select Fun Element (Extract) Presenting a new model
\ i li thod j
\ purposive sampling metho o

MoleaE 2F75H| fidiMe M MY
M| 710[2KRoger Caillois) ZO0|ZFO0| 2I5tH OB AZX 25
ojojAE|(2o)= B, A=, AlEH oM AY &
7] & 2 AY, €EIALRYIB)E ESALAE, Ol0|MA Azl VR 2| =0| 47kX[O|C} [16].
W, 013 253 Marc LeBlanc) THO|F7t0i| M= O]t (aesthetics) 22 B7te|=0 OS] E7h=
Fo0[ AYES TOIUA TS, OfEA 27t E= A0|M FD|E L|=XE §7HX 2 &7 o
QACH [17]. AW, L= Mfi (Nicole Lazzaro)2| &% #EO0[ AYH 28 30| &= 47tX| 0|
QA2 Hard fun(=MH XHDI) Easy Fun(20[4 ZH0O), Serious Fun (7|S® A{O|), People Fun(At2

O rr

XN XOopE 28 SIYCH [18)19]. WM, 2HZ TAE| (Raph Koster)= ZME HES= 2, FOZ
ries, h??IE A, Qo A5, ast 53, AL83Y| flot Q% JgE

EX OtH HE, &
LHQACH [20]. CHAM, OF ZAEFQ! (Noah Falsteiny =2/l (Physical Fun) MZE 25, A3
M O|(Social Fun). F4I& Z{O|(Mental Fun), 2% Z{0|(Blended Fun)E =& SIUCH [21]. O 4R
7t (Gameau)= 1474 MO|RAZE 2422 ZUA ot OFELHE(Beauty)=5, 8F 7HX0f HHHEE=
2 Y(Immersion), =M E SHZSH= XM EX 8l Z(Intellectual Problem Solving), O|7|7] {3t &%
(Competition), 27 20| St= Al2|A 1WF(Social Interaction), S&H TtE= Z0|C|(Comedy), %
38 E7| AZY(Thrill of Danger), B22|H SAYS RFSIE HEE(Physical Activity), A0l LY

Al (Love), ME2 AS EE HZE(Creation), LS 7HX|= YPower), MEL A2 &=
2

>+

o]
2 A(Discovery), LIOFZt 249 (Advancement and Completion), o2 S=0| CHS S& (Application
]

4 s
of Ability) =5 FUCH [18][23]. MO|24A EFE [E 1)1t 0| Felstgict.

[E 1] Mojes 27 22]
[Table 1] Classification of fun elements [22]

a. Roger Caillois [16]

1) Agon 2) Alea 3) Mimicry 4) Ilinx

b. Marc LeBlanc [17]

1) Sensation 2) Fantasy 3) narrative 4) Challenge 5) fellowship 6) discovery 7) expression 8) submission
¢. Nicole Lazzaro [18][19]
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1) Hard fun 2) Easy Fun 3) Serious Fun 4)People Fun

d. Raph Koster [20]

1) Conquering problems 2) Challenge 3) Sense of space 4) Rules 5) Capabilities 6) Skills
e. Noah Falstein [21]

1) Physical Fun 2) Social Fun 3) Mental Fun 4) Blended Fun

f. Garneau [22][23]

1) Beauty 2) Immersion 3) Intellectual Problem Solving 4) Competition 5) Social Interaction 6) Comedy 7)
Thrill of Danger 8) Physical Activity 9) Love 10) Creation 11) Power 12) Discovery 13) Advancement and
Completion 14)Application of Ability

HEY 78 Agol zXstel Moje+E =35b7| floiM M 2E HE27tE HYez o
5 UHRE HAOIULL HBAHRE HE7IEQ 2ds &3 #0l A= EE 5L = A2
Mz S0 e EMXOl ALE 7HsotA ettt "M OfF 7t AL ROICH [24]125]
T SH0 = 225 2ROV fHM HZEY BY 4EQ oY BY LYS AEUC
[26]

o5 UH®E S3AM 2 mE OJE#MKX Ao (& 1] Mojesx 2F & 718 RO0| & & M
O 24S0] FAYAX| LOLNX} ottt HIE HHE AKX SAte] & H[E O|EHIK W= Of
L2 MEdY 7158 AY g Td 2 AEge B27t Adg22 49 oifith J2(1 & o
E OlEHINE 19 O]d ALETH MEE FE7t B AE2Z 750 14 5 AUEFE TH 3t
AUCH QEF HeA HES (& 212t 20| F2SHALH

[# 2] QEF CHYA 1

[Table 2] Selection of interviewees

Group Group name Personnel Reason for selection
A Developer 10 Physical Interactive Game Developer
B Users 10 Physical Interactive Game Users over 1 year
A 20

OlEl® A, B O&° 2B F WES dalotdln, A

]

i QE® WES [E 3]t 20| ZeohA

Cf.

[# 3] A W 2IHF LHE
[Table 3] The first Interview Contents

No Questions

[Table 1] Look at the fun factor classification table and select (extract) fun factors corresponding

! to the tangible functional game (ring pit adventure). How many are selected and extracted?

2 After selecting (extracting) fun elements, list them in order of priority.
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7 Zots O3 20, 1Y ZEe2s [# 1]M0|e4A 2FEE E1 oY

Tl= THO|QAfh MEKEE) SHRILY
KW, 2R 7}0|2kRoger Caillois) SO|EFNME Agon(ZH), Alea(R), linx(¥7|F), Mimicry(2
o)) #02 MO|QAE X1 29E FUCL SW, 02 222 (Marc LeBlanc) MO|HII0IAM=
Challenge('=T), Sensation(ZZ}), discovery(Z71), Narrative(A{Al), Fantasy(HEIXNE 87tX| & 574X]
MO|QAE 0 #=2|E FUCL AW, LIZ LHALE (Nicole Lazzaro) MO|QA0 M= Hard fun(=7H
A T0]), Easy Fun(20|d T{0OJ), Serious Fun(Z|S%& H0O), People Fun(At2|E {0y MO|QAE &
1 =& FACE UM, 2t IAAEH (Raph Koster) MO|O|20M= =HIHN|, 2MHEE, 5, 7|
£, TELE 67tX] & 57tK| MojeAE X1 =& FUACH CHIW, Ot TAEFRI(Noah
Falstein) A{0|2| &FO0A= Physical Fun(|4% Z{0[), Mental Fun(‘E41% Z{O[), Blended Fun(Zg}
Al 47tX & 371K MO|QAE H1 =98 FACE MM, 7tc(Gamean)l| O[QA 2FO0IN
+ Physical Activity(2X| Z&), Intellectual Problem Solving(X|& =X &), Discovery(Z),
Advancement and Completion(R 22t 24d),  Application of Ability(sZH2| S&), Power(e ),
Competition(@ %), Tmmersion(Z ), Beauty(OFSLCHR), Comedy(ZHENE 147tX| T 1071X| MOjQA

£ X1 =9I 7L A eR QEF Z2NE (& 419 20| F2[5HAIC

[# 4] A 2R QlEfF Zat
[Table 4] The first Interview results

No | Questions Interview results
Roger Caillois 4 of 4
Marc LeBlanc 50of 8
. Nicole Lazzaro 4 of 4
1 Questions1
Raph Koster 50f 6
Noah Falstein 3 of 4
Garneau 10 of 14

Roger Caillois |1) Agon 2) Alea 3) Ilinx 4) Mimicry
Marc LeBlanc |1) Challenge 2) Sensation 3) discovery 4) narrative 5) Fantasy
Nicole Lazzaro |1) Hard fun 2) Easy Fun 3) Serious Fun 4)People Fun
Raph Koster |1) Challenge 2) Conquering problems 3) Capabilities 4) Skills 5) Rules
Noah Falstein |1) Physical Fun 2) Mental Fun 3) Blended Fun

1) Physical Activity 2) Intellectual Problem Solving 3) Discovery
Garneau 4) Advancement and Completion 5)Application of Ability 6) Power
7) Competition 8) Immersion 9) Beauty 10) Comedy

2 Questions2

% QHRE EOE 0|22 |32k (chunking, matching) XS & SIAUCE T 97X 2 &2

F5t0 Challenge(=7T), Physical Activity(&X| &), Competition(dd), Sensation(ZZ), Problem

438



Journal of Next-generation Convergence Information Services Technology
Vol.10, No.4, August (2021)

Solving(2 X8l Z), Discovery(&Z4), Skills(7|&), Ability(62}), Mixed interest(28 S0))2 M|t
2

1, Wojes =95 [# 519t 20| FalokRit

[# 5] Moles 928
[Table 5] Fun element chunking

Category Fun Elements theorist Category Fun Elements theorist
Challenge Marc LeBlanc Capabilities Raph Koster

Challenge Hard fun Nicole Lazzaro Ability AppE::vﬁeorn - Garneau

Challenge Raph Koster Ability Garneau
Physical Activit Physical Fun Noah Falstein Blended Fun | Nicole Lazzaro
B B Physical Activity Garneau Easy Fun Roger Caillois
Competition Competition Roger Caillois Alea Noah Falstein
P Agon Garneau Mimicry Roger Caillois
. Sensation Marc LeBlanc People Fun Nicole Lazzaro

Sensation : P :
Ilinx Roger Caillois narrative Marc LeBlanc
. Advancement
Mental Fun Noah Falstein Mixed interest | and Completion Garneau
Probl lvi Intellectual Probl
roblem Solving | - Intellectua . roblem Garneau Fantasy Marc LeBlanc
Solving

Conquering problems | Raph Koster Rules Raph Koster

Discove Discovery Marc LeBlanc Immersion Garneau

B Discovery Garneau Beauty Garneau

. Skills Nicole Lazzaro
kill
Skills Serious Fun Raph Koster Comedy Garneau

=
>
Of
9
fin]
—4n
rE
=
ro

[E 518 7tX|2 24 AF QIHRE
Ct.

Eln W82 [& 62t 20| e[otA

(B 6] & HAY QlEF LIS

[Table 6] The second Interview Contents

No Questions

Look at the fun Category in Table 5 and sort the fun factors that correspond to the ring fit

1 L
adventure in priority order

A, BOAE 2%t o5 2HF 21t ZOE O EMXNO i l= Mo[A =M= AWM Physical
Activity, =W Challenge, A1 Ability, S1M Sensation, CFM| Problem Solving, 03AIM Discovery, &
& P Competition, 0I5 M| Mixed interest, OtZ #M SkillsZ LI2tCE O|2{9t Moj2AS0|
OE OE8X AYo & =0t Ue A2 & + UM Otz 2=t 20| Ha[otof 2t §
12 #H 00X stmtlHz Z4A fE HHEE AQX| @ LE O{EHAN A7) YA T

RACE 271 [AF 212 SUE HEMM A Y MHOojes RO 2ot JFO0IL.

—
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[Fig. 2] Ringfit adventure game fun factor classification
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