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Creation, Discovery and Transition: Discussion about Interaction
Models to Design “Enjoyment” in Entertainment System

SATORU TOKUHISAt and MASA INAKAGE

In this paper, we propose 3 interaction models; “creation”, “discovery”, “transition”, forcus-
ing on mainly user’s active physical action to design “enjoyment” in entertainment system.
This “enjoyment”is based on Flow Theory advocated by a psychologist, Csikszentmihalyi,

which models the features of human’s feeling in enjoyment.

We discuss these interaction

models through the control experiments and the evaluations of 2 entertainment systems.
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Table 1 Constituent elements of Flow—original sentences and paginal translations.

oooo oo

(1) a task that can be completed. ooooooo

(2) the ability to concentrate on the task. ooooooo

(3) that concentration is possible because the task has clear goals. oooooo

(4) that concentration is possible because the task provides immediate feedback. goooooooooo
(5) the ability to exercise a sense of control over actions. goooo

(6) a deep but effortless involvement that removes awareness of the frustrations of everyday life. | 000

(7) concern for self disappears, but sense of self emerges stronger afterwards.

(8) the sense of the duration of time is altered.
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Flow is an experience “so gratifying that people
are willing to do it for its own sake, with little con-
cern for what they will get out of it, even when it is

difficult or dangerous”
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01 SuirinO000O

Fig.1 Suirin with users.

02 00/00000000000
Fig.2 Ukidama and a floating plate with water.
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0 3 Suirin000D0
Fig.3 Internal construction of Suirin.
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Table 2 Elements of questionnaires and relation to constituent elements of Flow.
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Results forQ1.

Results for Q2
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Fig.4 Results of questionnaires about Suirin.

05 MYSQUOO
Fig.5 Overview of MYSQ.
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06 DOOOOOO
Fig. 6 Foot switches on the bottom.

07 MYSQUOOO
Fig. 7 MYSQ ring—Ileft: off /right: on.
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Table 3 Elements of questionnaires, aims and relation to constituent elements of Game Flow.
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Fig.8 Results of questionnaires about MYSQ.
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Table 4 The questionnaire results according to control experiment based on the

existence of each model.

gooo none A B C A+B B+C A+C all
oooooooo 18 18 18 18 18 18 18 18
Q1 a 33.3 50.0 | 61.1 | 38.9 94.4 44.4 83.3 94.4
b 66.7 50.0 | 38.9 | 61.1 5.6 55.6 16.7 5.6
Q2 a 41.7 28.6 | 26.3 | 46.2 27.0 33.3 35.5 35.5
b 8.3 33.3 | 52.6 | 46.2 32.4 46.7 38.7 38.7
c 16.7 4.8 5.3 0.0 8.2 6.7 3.2 3.2
d 33.3 33.3 | 15.8 7.6 32.4 13.3 22.6 22.6
Q3 a 60.0 0.0 10.0 | 16.7 13.3 50.0 28.6 6.7
b 20.0 28.6 | 90.0 | 83.3 40.0 50.0 35.7 80.0
c 0.0 0.0 0.0 0.0 0.0 0.0 0.0 0.0
d 20.0 71.4 0.0 0.0 46.7 0.0 35.7 13.3
Q4 a 60.0 29.2 | 39.1 | 30.4 28.0 55.0 31.8 31.9
b 10.0 45.8 | 52.2 | 47.8 24.0 40.0 54.6 54.5
c 15.0 0.0 8.7 17.4 4.0 5.0 0.0 0.0
d 5.0 25.0 0.0 0.0 44.0 0.0 13.6 13.6
e 10.0 0.0 0.0 4.4 0.0 0.0 0.0 0.0
Q5 a 0.0 0.0 16.6 0.0 44.4 5.5 33.3 50.0
b 27.8 72.2 27.8 44.4 55.6 38.9 50.0 44.4
c 50.0 22.2 | 55.6 | 33.3 0.0 38.9 11.1 5.6
d 22.2 5.6 0.0 22.2 0.0 16.7 5.6 0.0
Q6 a 0.0 27.8 | 11.1 5.6 55.6 5.6 44.4 61.1
b 27.8 6.1 33.3 | 22.2 44.4 61.1 50.0 33.3
c 50.0 11.1 | 44.4 | 27.8 0.0 27.7 5.6 5.6
d 22.2 0.0 11.1 | 444 0.0 5.6 0.0 0.0
Q7 a 0.0 0.0 0.0 0.0 22.2 5.5 16.7 27.8
b 11.1 50.0 27.8 27.8 61.1 27.8 61.1 61.0
c 27.8 22.2 44.4 22.2 11.1 50.0 11.1 5.6
d 61.1 27.8 | 27.8 | 50.0 5.6 16.7 11.1 5.6
Q8 a 0.0 44.4 5.6 0.0 61.1 11.1 50.0 61.1
b 0.0 44.4 | 38.8 | 27.8 38.9 50.0 38.9 38.9
c 16.7 11.2 50.0 22.2 0.0 27.8 11.1 0.0
d 83.3 0.0 5.6 50.0 0.0 11.1 0.0 0.0
Q9 a 0.0 11.1 16.7 5.6 38.9 11.2 27.8 55.6
b 11.1 50.0 | 27.8 | 33.3 61.1 33.3 50.0 38.8
c 38.9 38.9 | 38.8 | 27.8 0.0 22.2 22.2 5.6
d 50.0 0.0 16.7 | 33.3 0.0 33.3 0.0 0.0
Q10 a 0.0 5.6 11.1 5.5 16.7 11.1 5.6 16.7
b 5.6 16.7 | 27.8 | 16.7 38.9 27.8 33.3 44.4
c 22.2 44.4 | 33.3 | 38.9 33.3 33.3 55.5 27.8
d 72.2 33.3 | 27.8 | 38.9 11.1 27.8 5.6 11.1
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