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The thesis explained in this dissertation is based on dynamics taken from game design theories, more specifically, Game Rewards, with the intention of analysing their impact on the players’ motivation and interest in a video game.
The document is structured in three main parts and is divided into two chapters.
The first part of the document consists of the introduction and the Literature Review, containing the key concepts necessary for understanding the analysis provided in this document.
The second part consists of two chapters, which contains the analysis of the topic. The first chapter analyses the four chosen game design theories, and the second chapter analyses some cases studies to fully understand how the theory has been applied in real video games.
And lastly, the third part of the document consists on a “further work” section covers the information and the research that would be carried out in the case that the contents of this documents were to be studied in more depth in future academic periods, and a conclusion that summarizes how the analysis contributes to the thesis.
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[bookmark: _Toc501112322]Introduction

This document is a dissertation written by Jacqueline Millaray Galindo Contino, student of the University of Wales Trinity Saint David, and will consist of the analysis of several theories from Game design and how they are applied when designing a game, with the objective of maintaining player motivation and interest in the game.
The thesis this document will defend is the theory that when games use rewards that directly affect the player in gameplay and are applied in video game development procedures, the end product will have a higher probability of being successful and well received by the target audience.
The following pages will provide information of some basic dynamics of game rewards that are found in game design and then an actuality game will be revised to understand how well the theories apply to then and what relationship the theory has with the success of the game.


[bookmark: _Toc496013276][bookmark: _Toc501070978][bookmark: _Toc501112323]Literature Review

The literature review of this dissertation will cover the key elements of game design that will be of relevance later in the document.
This document is aiming to understand what keeps a player motivated when playing video games, so some of the game rewards systems that have an impact in the motivation of the player will be analysed.
[bookmark: _Toc501112324]Motivation in the game
The concept of “motivation” as such will be comprehended in this document as the interest that the player shows for the game.
[bookmark: _Toc501112325]
What is immersion?
According to Alison McMahan, immersion has a place in a video game when the player temporarily gets transported from life’s problems to their playing. A video game can create that atmosphere of immersion by involving the player (through personal involvement) where the player’s decisions and participation affects the game’s storyline and have consequences in it. (McMahan, 2003. The video game Theory Reader)

“…Video games allow the viewers to engage actively in the scenarios presented… [Adolescents] are temporarily transported from life’s problems by their playing, they experience a sense of personal involvement in the action when they work the controls and they perceive video games as not only a source of companionship, but possibly as a substitute for it.” (Provenzo E., 1997)
Immersion is a big part of motivating a player, since it is one of the factors that will make the player want to come back to the game each time, and reduces the possibility of boredom by pushing them to carry on playing throughout the game until the end.
McMahan also says that one of the most accepted definition of immersion (since it is a vague term when applies to a virtual 2D/3D world) is one posed by Janet Murray: 

“[…] . . . The experience of being transported to an elaborately simulated place is pleasurable in itself, regardless of the fantasy content. We refer to this experience as immersion. Immersion is a metaphorical term derived from the physical experience of being submerged in water . . . The sensation of being surrounded by a completely other reality, as different as water is from air, that takes over all of our attention, our whole perceptual apparatus . . . in a participatory medium, immersion implies learning to swim, to do things that the new environment makes possible… the enjoyment of immersion as a participatory activity.” - (Murray, 1997).
[bookmark: _Toc501112326]
What is a reward in a game?
Game rewards can take different forms and systems. In this document, a closer look will be taken at four of these reward systems that have a direct effect in gameplay and are one way or another “rewarding” to the player. These are Challenge, In-game rewards/Achievements, Feedback and Progression.
· Challenge
Challenges can appear either within the gameplay itself in the form of combat systems, enemies (the number of enemies, how powerful they are, etc), the speed of the game (timers), missions, etc, or they can also appear in the level layout and design of the game in the form of platforms and puzzles.
So, a challenge in the game can be described as the difficulties that the player encounters in the game.
· In-game Rewards
There are several rewards or achievements that a game can provide to the player such as:
- Unlocks: Overcoming challenges, moving forward in the game, etc, will sometimes unlock certain areas of the game level or weapons and items as a reward for the player’s effort.
- Achievements/Trophies: They are high scores unique to each game. They motivate the player to show off their in-game skills and brag about their accomplishments. They don’t have a real impact on the gameplay.
“Completing games tasks, defeating monsters, collecting a specific object or just finishing the game are valid achievements.”- (Rogers, 2014)
-Win condition: Winning the game itself provides the player with fulfilment and satisfaction. Mostly when the player has had to overcome several challenges and the reward for it is a fair win.
-DLC (Downloadable content): New levels or Full Soundtracks of the game, usually provided when purchasing the game itself as a bonus for purchase.
-Scoring, treasure, loot, power-ups, souvenirs and bonus materials are other examples of rewards.

“The best rewards are hard won” - (Rogers S., 2014)
[bookmark: _Toc501112327]What is feedback?
Feedback loops are a type of video game dynamic that affect the player in terms of rewarding the player. There are 2 types:
-Positive feedback.
A good example of positive feedback is the game for the NES called The Guardian Legend. Once the player beats the game, they are rewarded by gaining access to a special extra gameplay mode (an “unlock” reward mentioned earlier in the literature review). In this mode the player gets rewarded with more power-ups. The higher the score by the time the player reaches the end of the level, the better the reward and the easier the level, which leads to better scores, better pick-ups and so on.
Positive feedback also applies in the opposite circumstances. The lower the high score, the fewer the pick-ups the player receives, and the bigger the struggle to finish the level with a good high score and so on, leading to even less pick-ups at the end of each level. This increases the difficulty of the level and pushes the player to fall behind by reaching a point where the player might not be able to proceed at all and will have to re-start the game-mode.
So, in summary, Positive feedback is when a circumstance in the game is amplified, either in the favour of the player as well as in disfavour, and its magnitude grows with each iteration of the loop.
-Negative feedback.
Negative feedback loops are the opposite to Positive Feedback. It keeps the difficulty of the game in balance. If the player gains advantage in the game, the negative loop will be in charge of making that circumstance hard to repeat.
An example of Negative Feedback in-game is in Mario Kart. When a player takes the lead and has the advantage, they receive fewer pick-ups and even then only the least powerful ones (the player won’t receive, for example, a velocity boost pick-up), stopping the player from getting too far ahead from the other players and keeping the race fair.
It also works in reverse. If a player falls too far behind in the race, they will receive pick-ups more frequently, specifically the ones that will help the player to catch up the other players (like velocity boosts and traps that stun other players).
It is called “negative” because unlike the “positive” feedback loops that magnifies a circumstance within the iteration, the negative loop makes the dynamic weaker with each iteration.
[bookmark: _Toc501112328]What is progression? 
The feeling of progression in a game takes place when a player levels up, advances from one environment to another, unlocks parts of the story in the game, etc. In summary, Progression is a direct reward for the player since it is a consequence of the player’s actions (overcoming a challenge, finishing successfully a mission, finishing a level and so on). It is a reward that can be found in the gameplay itself and in the story flow (the more the player plays and advances the story, the more the progression).


[bookmark: _Toc501112329]Chapter 1. Theories on motivation the player.
“Players expect to do, not to watch.” - (Newman J., 2004)
There are multiple theories or steps to follow when designing a video game. Depending on the Target audience of the game and the game’s genre the theories will be applied differently, but all of them have in common that they have a direct impact on the gameplay and the player as well as the player’s motivation.
Only four of the many theories and rewards systems in Game design will be analysed in this document but they are the ones frequently present in most videogames.

[bookmark: _Toc501112330]Theory 1. Challenge.

The games designer Scott Rogers explains game design in his book “Level Up!”, and he emphasizes the idea of challenge and game rewards as a trigger for motivation. This is one of the many game’s design books, however, Rogers explains them in a very simple way for students to understand and learn. 
In the book, he writes about the different types of challenges that a game can present, which are explained and enumerated and have been listed as a “guide line to great game design”. Taking into consideration his guide lines, “Challenge” can be provided to the player in multiple ways and in different aspects of the game.

Gameplay
Some of the challenges that can be included in gameplay can be enemy characters, the combat system, overcoming missions, amongst others.
Enemies are known to be a main challenge in a game, since they are usually aggressive and attack the player while traveling the game world, or because it is sometimes required to clear zones of monsters/enemies to clear missions (for example in a MMO or a RPG game). When designing enemies, it is important to take into consideration what enemies appear within the game and how powerful they are in comparison to the player. If the enemies are too weak and easy to defeat, the player will stop seeing them as a challenge and ignore them, and will eventually get bored and stop playing. On the other hand, however, if the enemies are too powerful and are incredibly strong and impossible to beat, the player will get stuck on that enemy/enemies (or final boss) and will end any motivation that the player had to carry on playing. A very extreme example of this is the Saga of ‘Dark Souls’. This game can be very frustrating since the enemies can result being over-powered at times. The enemies don’t get stronger as the player progresses, they are distributed in the world and their power depends on the placement. The game expects the player to wonder around trying to find the right path. If the layer keeps failing and doesn’t succeed at all at defeating the enemies, then they might have to try to find another path to get through. The game gives the option of travelling through different paths, not forcing the player to defeat the enemies if they are impossible to defeat so they don’t get stuck in the same place.
It is important to maintain a balance of power between the player and the enemies. If the enemies are stronger than the player to present a challenge, but are not impossible to beat, the end of the battle and overcoming the challenge will leave the player with a satisfactory feeling. Failing at finding this balance could put in danger the “immersion” of the player in the game by having to repeat the level too many times. The game ‘Cuphead’ (released in 2017) is a good example of this since it is a game of very high difficulty, however the enemies present a legible patter that can be followed by the player.
In the case of fighting an Area Boss or a Final Boss, it is expected for it to be significantly stronger than the player, requiring a different approach to tip the “balance” of power. For example, instead of making the enemy weaker, it could be given a weakness, or a pattern of movements that is readable to the player and serves as an invite to attack it.
In the case of the Combat System itself can present a challenge to the player since it could take a development of the skill to master it, or in the case of a strategy game, it could take reasons and planning time for the player to master the system.
[bookmark: _Toc501112331]Level Design/Level Layout
The challenges that can appear in the Level Design or Layout can be presented as puzzles, high score systems, environmental hazards, etc, and can depend on the game’s genre. 
In the case of Platforming games, puzzles will be the main challenge and have to be created at very early stages of development for the game. The puzzles are designed, and the layout of the level will be designed to fit the puzzles.
[bookmark: _Toc501112332]Environmental Hazards can take different forms. They can be holes with lava, different types of traps, poison on the floor, explosives on the floor for the player to avoid, etc. These kinds of challenges force the player to always be alert and focused, and drags them into a deeper immersion in the game since they are so focused on not getting killed.
A good example of these last two challenges is in the Tomb Raider series. In these games the main challenge is to overcome several intricate puzzles, but it also has the difficulty of environmental hazards added to it so the player can’t just wander around the level, and will have to think twice as to where to jump.
When High scores are directly related to the level design it is usually in cases where there is a high value item in a very risky placement of the level that will encourage the player to take the risk for the satisfaction of said item and a higher score. For example, in the arcade game Pac-Man, the most valuable items (pieces of fruit) would spawn in the middle of the level, close to the ghosts (main enemies of the game) so the player would have to risk their limited lives on getting the extra points while avoiding the ghosts.
It is important to maintain a balance among all the challenges that get implemented in the game. Setting the difficulty too high in the game and making it almost impossible to progress further will frustrate the player instead of stimulating them. The main objective of a good challenge is the reward, the feeling of overcoming the challenge in the end, making the player feel good and fulfilled.
 “Rewarding the player with damage or death is negative reinforcement” (Rogers S., 2014)

[bookmark: _Toc501112333]Give Power to the Player
When a challenge is very difficult, and the player is struggling to get through it, helping the player can be a good approach. For example, increasing the number of pick-ups and boosts in the final boss fight, increasing the number of potions that the player can find before arriving to the final boss area or having the boost and pick-ups inside of the fighting area itself are good ways of providing the player with power. This strategy will not only make the player feel rewarded but will encourage them to carry on trying and keep them interested in the game. An example of this is the game ‘Jack and Daxter 1’ (this game is part of the Trilogy of ‘Jack and Daxter’). During the boss fights, some smaller enemies (not powerful enemies) attack the player and when they are killed they drop life items that stay on the floor throughout the whole battle, so the player can pick them up and restore the lost health when needed.

[bookmark: _Toc501112334]Theory 2. Rewards/Achievements

In terms of rewards that the player can obtain in the game, there are many different types and they exist so every time the player completes an action, they get something in exchange. It gives the player a reason to interact with the game.
“Some challenges can be hard to the player but there should always be the case that no matter if the player is winning or losing, they will always get something out of the game.” - (Rogers S., 2014) 
Some examples of rewards:
[bookmark: _Toc501112335]Collections
“Collections are items which are collected, but individually fulﬁll no gameplay task. Collection items will randomly appear when performing action (say, a bug that appears from clearing grass), and completing a collection usually results in a small bonus or a craftable item.
 The fascinating property of collections is that they were valuable to players without conferring gameplay value, at a time when completing a collection didn’t even result in a reward. Reiss theorizes that collecting is a core intrinsic motivation, but developers have increasingly added extrinsic rewards for collecting. [. . .] We hypothesize that collections are one of the active ways that players engage in the theme of the game. This sort of pattern is also in visible in games such as Animal Crossing and Skyrim and may indicate that material culture (how we culturally confer meaning to an object and relate to each other and ourselves is through material objects) not only exists in the real world, but in game worlds too.” – (Lewis C., Wardrip-Fruin N., Whitehead J.)

Another example of Collections is in the game “Tomb Raider”, where at the end of every big mission, the player collects an object that represents the location and mission, and is displayed in the save room with other objects to be viewed at the player’s discretion. This is the reward given to the player at the end of missions: the satisfaction of filing the collection while progressing in the game.
Souvenirs can also be considered part of a collection since they are objects that the player can find by exploring the game world.
[bookmark: _Toc501112336]Trophies
Trophies are a type of reward that games provide under certain circumstances, such as if the player finishes the game in a specific way or by completing certain missions. These kinds of rewards give the game more playability and motivates the player to play the game in different ways, or even re-play it from the start.
[bookmark: _Toc501112337]Currency
It is very usual to find an economic system in most games. Thank to this economic system there can be a currency in the game (in-game money) that the player can use to buy upgrades, weapons, potions and so on that will help the player to progress in the game. 
However, not all money that appears in the game can be used. In games like Sonic and Mario the currency serves the purpose of a mere collectible and will only add up into a High scores table.
[bookmark: _Toc501112338]Click Rewards
In some games like “Farm Ville” we can find different kinds of rewards because of its genre and the way it is played, but the theory of the reward can be seen in many other games.
“We give the name “click reward” to the phenomenon that essentially all game actions in ‘Vile game’ result in some sort of reward appearing, usually in the form of XP, stars and coins.
There is much debate about the value of this extrinsic reward (rewards given for a task) versus that of intrinsic motivation (the internal gratification felt for simply performing the task), and this issue requires its own paper to properly address. Click reward uses a variable ratio schedule for offering certain items: perhaps a chicken will provide chicken meat, but only in one out of ten clicks. If the meat is required for a quest completion, which combines this with goal-gradient hypothesis, an almost irresistible draw to clicking the chicken to attain the meat is created.” (Lewis C., Wardrip-Fruin N., Whitehead J.)

[bookmark: _Toc501112339]Next Day Bonus
In games like ‘Animal Crossing Pocket Camp’ and the ‘Farm Ville’, one of the main rewards is the Next Day Bonus. The player receives rewards that can be used in the game, like game money and materials, for coming back to the game daily. This motivates the player to come ack to the game often and carry on playing.
The returning bonus is a reward given for coming back to the game for consecutive days. Each day the bonus gets steadily greater, and the player is shown that there will be a bonus the next day, but its specific identity is not revealed. This plays to loss aversion, as the player feels like the bonus has already been endowed to them and will be lost if they don’t return. The returning bonus is also a form of fixed interval schedule” - (Lewis C., Wardrip-Fruin N., Whitehead J.)
[bookmark: _Toc501112340]Goal-Gradient Hypothesis
This hypothesis defends the idea that when a player knows that there will be a reward for their actions, they will be motivated by the idea of the rewards and will be more likely to carry on playing. In games like Skyrim, the player is given the options of completing missions, most of the times these missions have a direct impact on the story of the game and creating the progression of the game; but to ensure that the players don’t ignore them, they are provided with rewards when completing the missions, motivating the player to take on more missions, and eventually finishing the game.
“Goal-gradient Hypothesis the finding that as animals approach a reward, they expend more effort This behaviour leads to some interesting consequences. For example, people in a café reward program purchase more coffees the close they are to be getting their free reward coffee. In games, progress bars encourage the same behaviour.” (Lewis C., Wardrip-Fruin N., Whitehead J.)

[bookmark: _Toc501112341]Theory 3. Feedback Loops

The feedback loops have effect on the game’s balance so using them properly can make the player feel rewarded and keep the player focused in the game for a longer time. 
In the case of positive feedback, it gives the player the chance to build-up more and more advantages for playing the game and the player’s good practice gets rewarded with even more advantages. For example, games like Monopoly use positive Feedback. Gaining money in this game will lead to being able to buy more properties, which will lead to earning more money and so on. The player triggering the more positive feedback will end up winning the game.
“In game design, positive feedback can be defined as occurring whenever one useful achievement makes subsequent achievement easier. In other words, whenever someone gains something in a game, it gets easier to make further gains. If the role of positive feedback in a game is too great, then whoever first obtains the slightest lead in the game is guaranteed to win, because they just keep getting farther and farther ahead. This makes it sound as if positive feedback is always undesirable, but it isn’t; it’s just a question of employing it properly.” (Gamasutra, 2017)
The use of this factor depends on the game and what at what pace the player is expected to achieve certain goals and finish the game. If this dynamic isn’t used properly, it could make the game progress throughout the game too fast and the player could lose interest in the game as a consequence.
The negative feedback loop on the other hand keeps a balance between the players (the negative feedback could be easier to identify in multiplayer games). It maintains a good level of tension and challenge among the players that have too much advantage and the players that are perhaps not as skilled or haven’t had a good play and have fallen behind. This used in excess however could result unfair for the players that have gotten their advantage in a fair way. For example, in Mario Kart, when the negative feedback is applied, the player with the advantage stop finding so many pick-ups and boosts of velocity and in the other hand, the player with disadvantage receive and extra help from the game and finds more pick-ups and velocity boosts. It would be unfair on the player that is winning if the loser received a pick-up that put him in first place, making the before winning player lose the race unfairly.


[bookmark: _Toc501112342]Theory 4. Progression

The three theories that have been analysed previously contribute to the feeling of progression in the game. 
When the player levels up, overcomes a challenge and moves forward to overcome another challenge, the difficulty of the game is defined by the Feedback. New achievements, abilities, armours and traveling to new places of the map builds-up the feeling that all the players actions have a direct consequence in the game.
Progression is a very big part when motivating the player. The player has to feel that their actions have a meaning and a consequence, making them immerse themselves in the game even more deeply when they can interact with the virtual world.



[bookmark: _Toc501070982][bookmark: _Toc501112343]Chapter 2. Case studies 

The case studies that will be analysed have either been released in 2016 or 2017 and they will show good and bad examples of the application of the theories discussed in this document.
The two cases of study are ‘Cuphead’ and ‘No Man’s Sky’, both reviewed in the Video games web site Metacritic.
[bookmark: _Toc501112344]Cuphead
“Cuphead is a classic run and gun action game primarily focused on boss battles. Inspired by the cartoons of the 1930s, the visuals and audio are carefully created with the same techniques of the era, i.e. traditional cel animation (hand drawn & hand inked), watercolor backgrounds, and original jazz recordings. Play as Cuphead or Mugman (in single player or co-op) as you traverse strange worlds, acquire new weapons, learn powerful super moves, and discover hidden secrets.” – (Studio MDHR, 2017)
This game has been highly reviewed, in the before mentioned website, by both Critics and Users and it has won the award of the #8 best Pc Game of 2017. 
· Critics reviews: 
Metascore: Overall rating of 88/100 based on 29 ratings from critics.
 “93/100. ‘Cuphead’ is one of the most innovative and interesting games to come out of the indie space in the past few years. It was well worth the wait and will please anyone who likes a good challenge.” – (Metacritic, 2017)

“100/100. Every once in a while a game comes along that inevitably inspires a new generation of gamers, artists, and designers, an inflection point that imprints itself on the genetics of the medium and help up as a gold standard for years to come. ‘Cuphead’ is one such game, a quirky assemblage of novelties that comes together in a breath-taking fashion, with a charming exterior that belies one of the most challenging games of this generation.” – (Metacritic, 2017)
 
· User review:
User Score: Overall rating of 8.5/10 based on 641 ratings from users.
 “10/10. Obviously, everyone has got their opinion whether games are more entertaining with difficulty or without, however ‘Cuphead’ excels at throwing you content that is fun and challenging closing the gap between casual and competitive players our widening it either way it’s a very fun game that is worth the price and the frustration.” – (Winged_Hussars, 2017)

‘Cuphead’ presents some of the game rewards that were mentioned in the first chapter and that according to some game’s critics like DayoScript (a Spanish critic), makes it stand out for being a well-done game. This game is popular for being extremely challenging because of its high difficulty. However, when analysing its gameplay, patterns can be found on every battle (the enemies follow patterns of movements and the battles are divided in phases that the player can read to know what patterns are going to be manifested), so the player can read them and the game wouldn’t be impossible to beat.
 It ca be a frustrating game when failing several times at overcoming the challenges, but the game will always lure the player back into the challenge by showing how close they were from winning the level or by “mocking the player” making them think that they have the fault for losing since the have all the patterns presented in the battle and all they have to do is follow them. These factors compiled together grands the player with a very rewarding feeling once the challenge has been overcome. (Youtube, 2017)

[bookmark: _Toc501112345]No Man’s Sky
“No Man’s Sky is an exploration and survival game set in an infinite procedurally generated universe. [. . .] Explore uncharted solar systems and catalog unique new forms of life. Every planet’s landscape is different from the next and populated by species never before encountered. Acquire ancient artifacts that may reveal the secrets behind the universe. [. . .] In No Man’s Sky, every victory and every defeat are permanent. The voyage that stands before you cannot be taken lightly. Collect precious resources on the surfaces of planets and trade them for the ships, suits and equipment that will take you to your destiny in the stars.” (Metacritic, 2016)
 
This game, in contrast with ‘Cuphead’, has created a big polemic when I was released, becoming the #2 Most Discussed Pc Game of 2016. Even when the game idea was innovative, and the players expected its release impatiently, it ended up being disappointing for them. This game promised features such as “Multiplayer” options and a vast unlimited “universe” to discover. However, after traveling for a long time and wandering further into the “universe”, the games seems crash and present some errors, affecting to the feeling of progression of the game.
· Critics reviews

Metascore: Overall rating of 61/100 based on 17 ratings from critics.

“75/100. No Man’s Sky has very clear problems. Its mechanics are insubstantial, with the crafting and inventory management systems being a particular exercise in tedium. Yet its scale and beauty are unmatched by any other game I’ve ever seen. It does things no other game ever has. It’s tempting to call No Man’s Sky “decent, but not great,” but that undersells both the game’s successes and its failures. No Man’s Sky is incredible, awe-inspiring, and profoundly disappointing. (Metacritic, 2016)

“67/100). No Man's Sky breaks the record in falling short of the hype – which is an incredible achievement in the category of super ambitious space games. The huge universe is a repetitive, lifeless and meaningless place, no amount of random generated creatures can change that. The most unforgivable fail is making the spaceship such a pain to fly, which makes exploring the vast universe simply a chore. However, at its best the game is epic and many of the issues should be easy to fix, so this might not be the end of the journey after all.” (Metacritic, 2016)

· User reviews

User Score: Overall rating of 2.6/10 based on 1984 ratings from users.

“0/10. Run away and save your money. The gaming cycle is boring, short and repetitive. Go to planet, find stuff, go to next planet and repeat. Here is hoping that mods will be able to make this game better. Watch YouTube videos about how much Hello Games lied to sell this game.” (Metacritic, 2016)

“3/10. What best describes the game is the saying "a mile wide, an inch deep". 
Now I understand why there was no information about the actual gameplay before the release. It's because there isn't any. The gameplay consists of shooting rocks with a laser for resources, photographing animals and plants and looting outposts. That's it. The crafting mechanics is rudimentary, the survival aspect is annoying and pointless, and the exploration is boring once you visit few planets and start to see the assets repeat. Interaction with the world around you are virtually non-existent. Well you can shoot rocks but that's about it. Occasionally you can also shoot a droid or a pirate ship in space. The technology is impressive but that does not make a fun game.” (Metacritic, 2016)

The main problem that this game presents is its lack of progression. Its gameplay has been claimed to be too repetitive to be fun and enjoyable.
It was analysed previously in this game the concept of “Progression”. Changing environments and gaining the access to upgrades contributed to the feeling of Progression. However, these changes must mean a change in the game and have an effect in the story/pipeline of the game. The players actions have to make an impact in the game and have consequence for the Progression of the game to be rewarding to the player.


[bookmark: _Toc501112346]Conclusion

Many factors take part into motivating a player and getting them to keep that motivation until they complete the game. 
It’s important to decide when and how to apply these factors t the game during the Game Design Process so them all have correlation with each other. After studying some games that were released in 2017, it was demonstrated that applying these factors properly not only affected to the motivation of the players but also became the defining line that determined whether they were good games or not.

[bookmark: _Toc501070983][bookmark: _Toc501112347]Further Work

The research that was carried out in this document could be extended more in depth in the case that there was a study about game design to be made in the future.
More theories about games rewards could be studies and how they are applied depending on the game genre and the Target Audience. Also, how these theories interact with the players motivation could be studied from a phycological perspective.
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