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ABSTRACT

Various tools and studies improving quality of gamification systems have been
suggested. Among those tools and studies, Butler suggested the gamification framework ,
which shows the preference of different game mechanics, applying particular motivational
and behavioral tendencies in the Myers-Briggs Type Indicator(MBTI). The purpose of
this paper is to validate if the preference of different game mechanics by MBTI
personality types proposed by Butler would be existing. This study pointed out the
problem of suggested gamification framework from butler through literature survey. Also,
this study conducted statistical analyzation and survey to prove correlation between
MBTI personality types and game mechanics. Through an experiment and analysis, this
study proved that there is no correlation between MBTI personality types and preference
of different game mechanics. The designer of gamification systems should consider that
it is not effective to apply differential game mechanics by MBTI personality types. If
need to design a gamification system, designer must consider game mechanics’s
characteristics in applied environmental condition.
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[Table 1] Game mechanics suggested by Butler

Personal .
. Suggested Game mechanics
tendencies

- Voice or face-to—face interaction

- Multiplayer(competitive or
cooperative)

- Opportunities to
multitask(arcade-style
engagement)

- Avatar customization

- Quick/intuitive play

- Text chat, or no interaction

- Single—player

- Clearly identified goal to pursue

- Story arc/lore

- Deep rule sets with optimization
opportunities

- Few but meaningful choices

- Resource management

S - Real-time challenges

- Repeatable sequences of events
- Gradually “grindable’progression

- Open-ended or branching
decisions

- Plot-twists, exploration

- The context must make sense

N - Enable progression along
multiple paths, and horizontal
progression

- Infrequent but long sessions
should be rewarding

- Puzzles to solve

- Sports, contests, etc

T - Awards/badges, public
ranks/titles

- Leveling up, objective chains

- Situations to deal with/figure out
F - Caretaking/support roles
- Negotiation, political activities

- Numerous decisions to make
- Timers and deadlines

- Collections, progress tracking
- Deep, unintuitive rule sets

- Min/maxing opportunities

- Long, difficult progression

- Sandbox style play

- No restrictions/penalties

- Variety of activities

- Simple rules(if any)

- Unexpected events, “Ester egg”

- The mechanics themselves
should create enjoyment, not as
a means to an end
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[Table 2] Demographic factor

Result
Gender Male : 45(49%)
Female : 47(51%)
Freshman : 25(27%)
Sophomore : 23(25%)
Grade Junior © 29(32%)
Senior : 15(16%)

[Table 3] Classified type of MBTI and Game
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Type | Num | Type | Num Type Num
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