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Figure one [Diagram of the theory of flow and how it describes the different areas of challenge compare to skill] 
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When creating a game, you need to understand what makes a game fun and how the player will interact and what makes them want to continue playing. This dissertation proposal will investigate how game design and the design theories are used to create a game that is engaging and makes the player want to continue playing.
The research that will be done will allow the reader to understand what makes a game fun for the player and allow them to look at a game and see how it works and apply it to their own game. 
For the project to be successful, it must show the different theories and the way the player engages with them in a real game. Looking at gameplay loops and the theory of flow to understand how the player stays concentrated on the game. The dissertation will contain an investigation into the different theories and psychology of video games looking at the player interaction and how they get challenged and progress through games. Case studies will be used to look at game with good design and breakdown what made them good with the gameplay loops and the game rules.
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The dissertation research background will look at game design and how it is used to create fun and engaging games. The research will be focusing psychology on game with the research into the theory of flow and how to maintain a challenge that will continue to become harder the more skill the player has. Seeing how this creates a focus and concentration that engages the player and progresses them through the game. Research will look at how it is done in game design and in real games. Also, the psychological side of it. Below is a diagram of the flow theory. 
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Figure 1 [Diagram of the theory of flow and how it describes the different areas of challenge compare to skill] 

Enough part of research will investigate rewards in video games and the different types of rewards and goals that there could be. Their will be case studies that explore how they make the player spend more time on the game and want to play to complete the goal. The psychological aspect of getting to complete a goal and the drive to complete it.
The research will look a game goal like collecting a certain number of resources and other goals that are more like beating your high score. Research into how some are better depending on the different type of game and the effects they have on the player and the engagement. 

The final thing the research will analyse is the idea of game feel or game juice. Seeing what makes a game feel good focusing on the game controls and design theories. How the different elements of the game come together to create an atmosphere for the player to enjoy, whether it is the music or the smooth player controls with acceleration and slow down speed to make it feel right and make the player feel in control. 

The research is oriented in a way that it will focus on the design of the game and how to make the game engaging and fun for the player experience. Delving into psychology to understand the behaviour behind some of the game design theories. 
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The main aim of the dissertation is to understand the different elements of game design that are needed to engage the player and encourage progression through the game by using game design theories. 

The first objective of the dissertation is to look at the theory of flow in psychology and see how this is used in video games to create flow or being in the zone. Mihaly Csikszentmihalyi explains flow is the experience of complete absorption in the present moment [3]. Investigating the how challenging the player can achieve this state when the challenge is matching the players skill. The dissertation will look at how other games can do this while others fail to and the design principles behind flow. 

The second objective is to see the effect rewards have on the player and how they are used in video games. How the rewards motivate the player to continue playing. The goal-oriented system that are used in games. Seeing how some games use it to motivate and reward players while others can’t use it because it makes the game to tedious because the players depend on the task for meaning in the game. See how different goals and reward influence the play of the game. 
Looking at the difference between the goals set by the game and goals set by the player. 
A goal you set yourself is way more powerful [4], the dissertation will investigate this to see how difference of player set goals like can I go get faster compared to goals given to you by the game such as complete these tasks. Also, how to design the game in a way that can facilitate player goal setting with leader boards for example. You can always try to improve your personal score and that can be your goals with its own reward, instead of using in game goals and rewards like currency. 

The last object is to explore game feel or game juice. It is the art of trying to make the game feel good to player and control. The goal of is to immerse the player in an engaging and rewarding experience [5]. The objective is to look at what makes a game have the right feel, how the different component combines to create the feeling for the game. 
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