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ABSTRACT

In aspect of HCI(Human Computer Interaction) gameplay is the procedure to solve the
problem that gamers encounter in order to generate or discover a new rule to achieve gamers’
goal. The goal of this research is to investigate the structure and understand the gameplay in
aspect of affordance from ecological psychology rather than the traditional problem solving
theory. This research selects "World of Warcraft’ as MMORPG(Massively Multiplayer Online Role
Playing Game). Five expert gamers participated in this experiment. We record all gameplay using
audio and video device. We conducted protocol analysis as qualitative method based on the
verbal report and action protocol during game playing. As result, gameplay based on affordance
includes selection and relation. We found that subjects selected one thing at once with attention.
Moreover, we found that there were two behaviors : exploratory action and performatory action.
We believe that learning, utilization, and transformation for affordance appear. The result of this
research imply to suggest design guideline for game design methodology when designers develop
game.
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