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Study on Strategies for Triggering Positive Emotions of Players in Educational Game

MA Yingfeng', GUAN Jingjing?, HU Ruonan’
(1.Institute of knowledge media, Shaanxi Normal University, Xi‘an Shaanxi 710062;
2. School of education, Shaanxi Normal University, Xi‘an Shaanxi 710062)

[Abstract] In games, edutainment should be people—oriented and return to the essence of happiness.
This paper, starting with the human nature of tending happiness and avoiding bitter, explores players”
emotions by adopting questionnaire survey and text analysis. It is discovered that most game players
experience positive emotions and sometimes express negative feelings too. Then, the triggers for players’
emotions are analyzed through interview. Finally, strategies for how to induce players” positive emotions to
enhance their experiences in educational games are put forward from three aspects: challenge regulation
law, game elements design and particularities of educational games.
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