Ziurcher Hochschule der Kiinste
Zurich University of the Arts

Incremental Games &
Motivation Survey

Short Evaluation



This is the short version of the survey evaluation.

This evaluation only features the diagrams of all questions without
conclusions or comments.

Since this is a version of the evaluation | specifically made for
r/incremental_games and will not end up in my thesis, | also added
some “bloopers” and funny comments of participants at the end ©

If you'd like to look at the full evaluation you can read/download the
PDF here:

https://www.inmiu.ch/IncrementalGameSurvey/LongEvaluation Incre

mentalGamesAndMotivation.pdf

Cheers,
Larissa, u/inmiu
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General Questions

What genre(s) of games do you like to play in general? You can choose multiple.

534 Antworten

RPG (Role Playing Games) | 420 (78,7 %)
Sandbox/Open World | 340 (63,7 %)
Adventure _311 (58,2 %)
Strategy _288 (53,9 %)
Simulation |EE 286 (53,6 %)
Puzzle | 248 (46,4 %)
FPS/Shooter [mmmm 201 (37,6 %)
Board/Card Games |IEn 196 (36,7 %)
Platformer [ —170 (31,8 %)
Story Focused/Visual Novel etc. ——121 (22,7 %)
MOBA (Multiplayer Online Battle Arena) _—106 (19,9 %)
Horror [mmmn—45 (8,4 %)
Sports ‘28 (5,2 %)

What Incremental games do you play/have you played? You can choose multiple. (Specify
other incremental games which are not on this list in the text box below.)

534 Antworten

Cookie Clicker |mumm - 490 (91,8
AdVenture Capitalist [sss - 442 (82,8 %)
Antimatter Dimensions |[E s 422 (79 %)
Universal Paperclips [ 421 (78,8 %)
Clicker Heroes [ 419 (78,5 %)
Kittens Game [ 373 (69,9 %)
A Dark Room [ 367 (68,7 %)
Candy Box (1/2) [msss— 321 (60,1 %)
Progress Quest [ —193 (36,1 %)
CivClicker [mmmmes 181 (33,9 %)
Idle Slayer |mm— 147 (275 %)
Idle Adventure [mmm— 134 (25,1 %)
Dungeon Clicker “jmmmmmn-83 (15,5 %)
Godville Game |mmmmn—75 (14 %)
Word Clicker [mmmmms—67 (12,5 %)
clickelickelick.click [mmm—40 (7.5 %)
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General Questions

What player type are you most like (Bartle Test)?

534 Antworten

Achiever - "l want to achieve
) 349 (65,4 %)
specific ..

Explorer - "l want to explore as 351 (65.7 %)

much a...
Killer - "I strive for competition 47 (8.8 %)
and .
Socializer - "l k contact and
ocializer - "l see con.a an 47 (8.8 %)
intera...
0 100 200 300 400

What platform do you prefer for playing incremental games?

334 Antworten

@ Web/Browser
@ Mobile
© PC/Mac/Linux

@ | play on multiple platforms./l have no
specific preference.
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General Questions

What are your personal "must-haves” for an Incremental game? (Specify other must-haves in
the text box below.)

534 Antworten

Ascension/Rebirth | 373 (69,9 %
Multiple, interdependent resources | 305 (57,1 %)
Mini-Games, Additional Mechanics | 207 (38,8 %)
Appealing Visuals | 139 (26 %)
A lot of Micro-Management | 114 (21,3 %)
Accompanying Story | 113 (21 ,2 %)
Appealing Visual Effects (e.g. Particles) | 51 (9,6 %)
Long waiting/idle times between interactions | 47 (8,8 %)
Good Sound Design | 40 (7,5 %)
Frenzy/Timed event which gives you a | 32 (6 %)

click or resource bonus/multiplicator
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Motivation

Response scale for all following questions:

1 = disagree strongly

2 =disagree

3= disagree somewhat
4 = neutral

5 = agrees somewhat
6 = agree

7 = agree strongly

| am motivated to click the main button/resource generating button.

533 Antworten

150

100
50 .
0
1 2 3 4 5

| am motivated to unlock all achievements, upgrades, purchasables.

533 Antworten
200
150
100

50
10 (1,9 %)

0 — e S
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Motivation

| am motivated to unlock and play other game mechanics/mini-games (if existing).

533 Antworten
200
150
100

50

I am motivated to optimize my playthrough and play more efficiently.

533 Antworten

200

150
100
50
5 (0,9 %)
0
3 4 5 6 7

1 2

| am motivated to replay the game and/or use ascension/rebirth features (if existing).

533 Antworten

300
200
100
8(15%)  12(23%)  2008%)
0 _+_+_i -
1 2 3 4 5 6 7
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Motivation

| am motivated to improve my strategy/approach when (re)playing.

533 Antworten

150

100
50 .
0 .J_-
1 2 3 4 5 6 7

| am motivated when my resource count increases quickly.

533 Antworten

200
150
100
50
i 6(1,[‘1 %) 9(1,7 %)
1 2 3 4 5 6 7

| am motivated when my resource count reaches very large numbers.

533 Antworten

150

100
184w 2E1%
1 2 3 4 5 6 7
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Motivation

| am motivated to set up challenges for myself while (re)playing (e.g. Try to get to a certain
resource count in x minutes etc.).

533 Antworten

200

150
100
” i n
; - B B
1 2 3 4 5 6 7

| am motivated to find out more about the story (if existing).

533 Antworten

150

100
50 ._-_. .
4]
1 2 3 4 5 6 7
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Click Feeedback

| think that clicking with a mouse is more satisfying than tapping (on a screen) while playing
incremental games.

533 Antworten

200

150
100
0 =
1 2 3 4 5 6 7

| think that clicking with a mouse is more satisfying than using a trackpad while playing

incremental games.

533 Antworten

300
200
100
. (3’6 0/0) .
0 9% 2154%)
1 2 3 4 5 5] 7

| think that tapping (on a screen) is more satisfying than using a mouse while playing
incremental games.

533 Antworten
200
150
100

50
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Click Feedback

| think that using a trackpad is more satisfying than using a mouse while playing incremental
games.

533 Antworten

300
200
100
13(2:4 %) 3(0,6 %) 6(1,1%)
0 |
1 2 3 4 5 6 7

| feel satisfaction when a click is accompanied by a visual effect (e.g. particles) on screen.

4 5 6 7

| feel satisfaction when a click is accompanied by an auditative effect (e.g. sound

533 Antworten
200
150
100

50

0 - - -
1 2 3

effect/chime) on screen.

533 Antworten

150

100

50 . . I I
2 3 4 5 6 7

0
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Positive Player Feeling

| feel happy/satisfied when | reach a milestone/achievement.

533 Antworten

300
200
100
, 2 (0,[4 %) 2 (0,[4 %) 8 (1 F %) -
1 2 3 4 5 6 7

| feel happy/satisfied when | unlock a new mechanic or mini-game.

533 Antworten

400
300
200
100 70 (13,1 %)
0 (0 %) 0 (0 %) 4(0,8 %) 12(2,3 %)
0 | | | l
1 2 3 4 5 6 7

| feel happy/satisfied when | can purchase an item/upgrade.

533 Antwaorten

200

150
100
50
0 (0 %) 1(0,2 %) 5 (0,|9 %) -
0 | |
4 5

1 2 3

22/08/20 ZHdK - MA GD - L. Wild

17



Positive Player Feeling

| feel happier/more satisfied when | reach a milestone/achievement after waiting for a long
time.

533 Antworten

150

100
50
10 (1,9 %)
0
1 2 3 4 5 6 7

| feel happier/more satisfied when | can purchase an item/upgrade after waiting for a long
time.

533 Antworten

150

100
50 -_-J . l
0
1 2 3 4 5 6 7

| like to wait for longer periods of time to be able to bulk-purchase/bulk-unlock features in an
incremental game.

533 Antworten

150

100
50 .J I I_l_l
0
1 2 3 4 5 6 7
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Positive Player Feeling

| feel empowered when | can bulk-purchase/bulk-unlock features in an incremental game.

533 Antworten

150

100
50
. (2’1 %) -
o —omen
3 4 5 6 7

1 2

| like to wait for shorter periods of time to be able to spend my resources immediately in an
incremental game.

533 Antworten

150

100
50
0

2 3 4 5 6 7

1

| feel happy/satisfied when a new/different strategy works better in a new playthrough.

533 Antworten

200
150
100

50

0
8 (1,5 %) 7 (1,|3 %) 16 (3 %)
0 _+
1 2 3 4 5 6 7
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Positive Player Feeling

| feel excited to plan ahead.

533 Antworten

150

100
50
. ” ,9 OA)) .
o —omen
3 4 5 6 7

1 2

| feel happy/satisfied when a plan/strategy works out.

533 Antworten

200

150
100
50
12 (2,3 %
1(0.2 %) 3(0.6 %) (2.3 %) -
0 \ | ——
3 4 5 6 7

1 2

| feel excited when | am coming closer to reaching a milestone/self-imposed goal.

533 Antworten

200
160
100
50
0 408% 9(1.7 %) -
1 2 3 a 5 6 7
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Positive Player Feeling

| feel positively challenged by a game's increasing complexity/difficulty.

533 Antworten

200
150
100
50

16 (3 %

4(0,|a %) 8(1,5%) (%)

0 *
1 2 3 4 5 6

| feel empowered when | have an abundance of resources.

533 Antworten

150
100
50
0_*
1 2 3 4 5 6 7

| feel empowered when my resources increase faster than in a previous playthrough.

533 Antworten

200
150
100
50
i 4 (O’IB %) 11(2,1 %) 13 (2,4 %) -
1 2 3 4 . . .

22/08/20 ZHdK - MA GD - L. Wild 21



Positive Player Feeling

| feel euphoriclecstatic when | get a bonus or a frenzy (e.g. timed event where click power or
other resource production is increased).

533 Antworten

150

100
50 . l I I
: B e
1 2 3 4 5 6 7

| like the anticipation idle times/waiting times bring to the game.

533 Antworten

150

100
50 . I
0 .
1 2 3 4 5 6 7

| experience idle time/waiting times as relaxing.

533 Antworten

150

100
50 . I I .
0 . l
1 2 3 4 5 6 7
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Positive Player Feeling

| like that | can leave the game alone and still make progress.

533 Antworten

300
200

100

o 17 (3,2 %)
top 2049 i - .
0 | | | i

2 3 4 5 6

1

| like that | don’t have to interact with the game all the time and still make progress.

533 Antworten

300
200
100
7(1 ‘3 %) 701 ‘3 %) 17 (3.2 %)
0
1 2 3

| feel satisfied when the game has no definite end/win state.

533 Antworten

100
75
50
) “
0
1 2 3 4 5
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Negative Player Feeling

| feel impatient when | can't interact with the game, because | lack resources.

533 Antworten

200

150
100
50
— -
, e EETS
2 3 4 5 6 7

| feel bored when | can't interact with the game, because | lack resources.

533 Antwarten

150

100
50 . .
,_mmm  EER
1 2 3 4 5 6 7

| feel impatient when | have to wait for resources to accumulate.

533 Antworten

200

150
100
50
16 (3 %)
., meum N
2 3 4 5 6 7
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Negative Player Feeling

| feel underchallenged when | can’t interact with the game.

533 Antworten

100

75
5
2
0
1 2 3 4 5 6 7

| feel underchallenged when | have to wait for resources to accumulate.

[=}

(&)

533 Antworten

150

100
50 ._.J I . l
0
1 2 3 4 5 6 7

| feel overwhelmed with too many resources.

533 Antworten

150

100

50] I I . I
0 - l
1 2 3 4 5 6 7
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Negative Player Feeling

| feel overwhelmed with too many resources.

533 Antworten

150

100
50 I . I
0 - l
1 2 3 4 5 6 7

| feel overwhelmed with too many possible decisions/choices (e.g. What to spend resources

on etc.).

533 Antworten

150

100
50 l I I . .
: B
1 2 3 4 5 6 7

| feel overwhelmed with too many tasks or too much micro-management.

533 Antworten

150

100

0
1 2 3 4 5 6 7
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Negative Player Feeling

| feel unsatisfied when the game has no definite end/win state.

533 Antworten

100
75
50
25
0

1 2 3 4 5 6 7

Playing an incremental game feels pointless after some time.

533 Antworten
200

150

100
) . .
_m
1 2 3 4 5 6 7
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Implications

| sometimes can't/couldn’t stop playing an incremental game.

533 Antworten

150

100
50 . .
0 .
1 2 3 4 5 6 7

| sometimes feel/felt that | have to check in on the game often.

533 Antworten
200

150

100
50
e MW - e
9 2 3 4 5 (] T

An incremental game has gotten in the way of my everyday life before (e.g. having to
interrupt routine, chore etc. to check in on the game).

533 Antworten

150

100

50I . . -J_._l
0
1 2 3 4 5 6 7
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Implications

An Incremental game has gotten in the way of my regular work/school life at least once (e.g.
not being able to focus on a task because of the game).

533 Antworten

200

150
100
) i . B
0 s o
1 2 3 4 5 6 7

| felt addicted to an incremental game before.

533 Antworten

150

100
50 l . . . I .
0
1 2 3 4 5 6 7

| feel/felt that | would have payed money (eg. In-app purchases) to accelerate my progress in
an incremental game.

533 Antworten

300
200
100
24 (45 %)
. Meaw - % BEE%)
1 2 3 4 5 6 7
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Implications

| have/had trouble to not let myself get distracted by an incremental game.

533 Antworten

150

100
50 ._l_. . .
0 l
1 2 3 4 5 6 7

| noticed that | sometimes fell into some sort of trance while playing an incremental game.

533 Antworten

150

100

50l_._. . I . l
0
1 2 3 4 5 6 7
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Playing Time

| have played an incremental game for more than one month.

533 Antworten

® Yes.
® No.
| have played an incremental game for more than one year.
533 Antworten
® Yes.
@ No.
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Funsies & what made me
smile while evaluating

420 (78,7 %)
373 (69,9 %)

Nice.

LARGE NUMBERS Numbers go up

Numbers go up

Numbers go up Number Go Up

The number just has to go up

Submitted on the topic of must-haves.
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Funsies & what made me
smile while evaluating

| wish you a great thesis and exam \o/

| hope | have helped and good luck with your thesis!
Good luck on your thesis mate
No. But, good luck on your thesis!

Good luck on your master thesis !

Good luck with your thesis!

| wish you luck (&)

Wish you all the best on your thesis! <3

Good luck!

Thank you! <3
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Thanks

| want to thank everyone who participated and gave me an insight into
their playing behavior!

Each and every answer helped me to get informative and meaningful
data which | can use in my thesis and for further research.

This survey brushed over many topics, without being able to go into
too much depth, but it gives a very good basis to understand the
dynamic between player and incremental game more.

Further research is needed, of course, which | hope | will be able to
conduct in the future.



