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What Are Pervasive Games?

The Effect of Goal Context on Motivation

But Aren’t All Games Bad?

“To be motivated means to be moved to do something. A person who feels no impetus or inspiration to act is thus characterised as unmotivated.” [2]

Our level of motivation towards a task can be influenced by a number of different aspects, one example being the Goal Context of the task

Ego-Involved goal systems play on the ego of the individual to facilitate motivation, the motivation to complete or perform well comes from the resultant ego
boost. For example an individual will do their homework as they want the praise from the teacher or a higher test grade than their classmates.

Within a Task-Involved goal context, the individual strives for success as they are interested in the task for its own qualities, to satisfy their curiosity, or to
improve their performance irrespective of their peers. [4]

Pervasive Gaming can be described as “a radically new game
form that extends gaming experiences out into the physical
world.” [3]

Pervasive games aim to expand the Magic Circle of Play
through extension of the temporal, social, and spatial
boundaries found within traditional gaming.

Research has shown video games are not only suitable for enjoyments. Educating and
facilitating behavioural change, are just two examples of positive by-products'.

Pervasive games also have the potential for a number of benefits over traditional video
gaming:

• Rich social interaction
• Physical activity not possible with console based exergames (exercise games)
• More immersive and enjoyable gaming experiences
• New, more manageable play patterns

Two examples of pervasive 
exergames, Savnnah [5] top 
and Fish’n’Steps [6] bottom

[1] World Health Organisation. (2009) WHO Obesity Factsheet. [Online]. 
Available: www.who.int/mediacentre/factsheets/fs311/en/index.html
[2] Ryan, R., Deci, E. Intrinsic and Extrinsic Motivations: Classic Definitions and New Directions. In Contemporary Educational 
Psychology, 25. 2000.
[3] IPerG  - Integrated Project on Pervasive Gaming). [Online]. Available: 
http://www.pervasive-gaming.org

[4] Nicholls, J.G. Achievement Motivation: Conceptions of Ability, Subjective Experience, Task Choice, and 
Performance. In Psychological Review, 91. 1984.
[5] Benford, S., Rowland, D., Flintham, M., Drozd, A., Hull, R., Reid, J., Morrison, J., Facer, K. Life on the edge: 
Supporting collaboration in location-based experiences. In Proceedings of CHI ‘05 Conference on Human Factors in 
Computing Systems. 2005.
[6] Lin, J., Mamykina, L., Lindtner, S., Delajoux, G., Strub, H. Fish’n’Steps: Encouraging Physical Activity with an 
Interactive Computer Game. In Proceedings of UbiComp ‘06 Conference on  Ubiquitous Computing. 2006.

Is There Even a Need For This?

But Wouldn’t I Lose Interest?
Current research in the area suggests a huge ‘novelty
effect’ can be seen within pervasive exergames.

While they are successful at facilitating exercise in the
immediate term, over the long term, participants
become demotivated.

This could be attributed to the goal context most
commonly used within pervasive games; and this is the
focus of my research. What effect does the goal context
of a pervasive exergame have on the motivation of the
player?

The WHO recently announced the world is
witnessing an obesity epidemic. [1]

While the number of adolescents reaching their
daily exercise targets continues to decrease, the
number regularly playing video games continues
to increase.

A sedentary lifestyle is a primary cause of the
problem, are video games solely a contributor to
this or could they also hold a solution?

Research Overview
Pervasive games have proven to be
successful at motivating exercise in the
short term, but fail to inspire those over
the long term.

In this research we look at behavioural
psychology and suggest that the reason for
this problem could be the goal context
adopted by the majority of systems. My
research focuses on how adapting the goal
context effects enjoyment and motivation
within a pervasive game.
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