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Analysis of a Qualitative Survey about Elements that Made Players Felt an
Amusingness in Games
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Abstract Games are generally evaluated due to be amusing or not. However, the elements that feel interesting are different
from person to person. Therefore, we conducted a qualitative investigation on elements that players think are important in
amusingness. As a result, we suggested that “Competition and Progress”, “The Sense of Agency” and “Experience and
Creation” that lead to “Four Conceptions of Game Playing” by Juul or “Ludus and Paidia” by Caillois.
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