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A Study of the Influence of The Interesting Elements of Public
Welfare Games on the User's Game Experience
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Abstract Based on the research of the Public Welfare Games ‘Mountaineering LightsUp’, which is the
main theme of helping the disadvantaged in society, this study uses the questionnaire method to obtain
user data, and collects the data by using AMOS analysis for the effect of game interest elements on the
experience of players. The results showed that the interesting elements (goal, obstacles, sense of
belonging, atmosphere, story, information, and player to player communication) of the game were
positively influenced by the experience of the game. And the questionnaire showed that the game still
had problems such as playing simple, difficulty, lack of popularity, lack of feedback, and lack of
storytelling. This paper also puts forward some proposals for these deficiencies. In future research, the
research sample will be expanded, the research content will be improved, and the future Public Welfare

Games will be designed and developed.
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Fig. 1. ‘Mountaineering LightsUp’'game interface
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Table 1. The Interesting Elements of Game in ‘Mountaineering LightsUp’
Interesting Elements Sweeiiite peritennanes W Effect

‘Mountaineering LightsUp’

projects in the game interface

1. Players operate the game character to move forward safely
Goal 2. Display of the estimated fundraising amount of public welfare

1. Make players clarify the target groups of this charity
project

2. Make players clarify the charity goals of the entire
charity project

Obstacles :
appear during the game

Darkening game screens, river gaps, stones, beasts, etc. that

Increase the difficulty of the game and demonstrate the
true difficulties of the recipients

Sense of Belonging Substitution experience of game characters

Inspire empathy from players

Atmosphere

Dusky game scene and tense game atmosphere

Give players a sense of substitution and immersion

Story Game initial animation browsing

Enable players to understand the details of the recipient
groups

Information on the game interface

The real status of the ‘Light Mountain Operation’ charity shown

Realize the transparency of public welfare projects, so
that players have a sense of trust in public welfare
projects

Player to Player
Communication

Friends ranking, sharing challenge mechanism

Expand the scope of game promotion
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Table 2. Convergent validity analysis results

Factors Item St.Est. Unst.Est. S.E. C.R. AVE CR Cronbach's a
Al 0.750 1 - -
A2 0.675 0.847 0.091 9.294
Goal A3 0.727 1.029 0.102 10.041 0.546 0.857 0.856
Ad 0.771 1.064 0.100 10.673
A5 0.767 1.124 0.106 10.615
Bl 0.884 1 - -
B2 0.692 0.785 0.073 10.803
Obstacle 2 0.590 0.851 0.846
B3 0.736 0.815 0.070 11.730
B4 0.748 0.885 0.074 11.967
C1 0.893 1 - -
Sense of Belonging 2 0.839 1.028 0.064 16.125 0.715 0.909 0.907
c3 0.866 1.068 0.062 17.126
c4 0.781 0.904 0.064 14.189
D1 0.801 1 - -
D2 0.838 1.030 0.077 13.371
Atmosphere D3 0.670 0.834 0.083 10.091 0.629 0.894 0.892
D4 0.807 1.030 0.081 12.750
D5 0.838 1.029 0.077 13.367
El 0.819 1 - -
E2 0.790 1.015 0.083 12.181
Story E3 0.779 0.943 0.079 11.963 0597 | 0.855 0852
B4 0.696 0.887 0.085 10.417
Fl 0.806 1 - -
Information F2 0.871 1.295 0.100 12.932 0.662 0.854 0.853
F3 0.760 1.408 0.092 11.376
Gl 0.718 1 - -
P&iﬁ;iﬁfﬁgﬁr G2 0.788 1.089 0.116 9.374 0.505 0.752 0.749
G3 0.616 0.855 0.110 7747
H1 0.896 1 - -
) H2 0.890 1.090 0.057 19.269 )
Game Experience e 0.922 1109 0.053 20,945 0.811 0.945 0.945
H4 0.893 1.105 0.057 19.424

Table 3. Differential validity of each dimension and related analysis results

Variable 1 2 3 4 5 6 7 8
1.Goal 0.739
2.0bstacle L3303 0.768
3.Sense of Belonging 500 A7 3 0.846
4. Atmosphere A469%x 358 518xx 0.793
5.Story 524 465 545 AT 0% 0.772
6.Information 45053 .366% A7 8 A48T 523wk 0.814
7. Player to Player Communication .392xx 382k 520#x 540 453 422 0.711
8.Game Experience 535k 504 .59 3 570%x 578k 542 BT T 0.900

#xp<(0.01; The bold font is the square root of AVE, and the other data are the correlation coefficients between the variables.

Table 4. Linear regression analysis results

Dependent Variable Independent Variable B t R2 Adjusted R? F

Goal 0.142 2.420%
Obstacle 0.156 2.841x
Sense of Belonging 0.135 2.114%*

Game Experience Atmosphere 0.146 2.385% 0.579 0.565 38.964 5
Story 0.128 2.023%
Information 0.136 2.316%
Player to Player Communication 0.197 3.312%x

#xp<0.001,#%p<0.01,%p<0.05
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Table 5. The shortcomings of ‘Mountaineering LightsUp’

Options Frequency Percentage(%)
Game difficulty too high 53 25.73%
playing method singleness 49 23.79%
Game penetration is not enough 46 22.33%
Game feedback insufficient 41 19.90%
The game has less story 17 8.25%
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