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he study employs a quantitative

methodology, utilizing an online survey distributed among active members of roguelike
gaming communities. The survey instrument, rigorously validated for reliability, collects data
on participants’ demographic profiles, gaming habits, familiarity with roguelike mechanics,
and their responses to constructs measured on established Likert scales.

Data analysis is conducted using structural equation modeling to examine the
hypothesized relationships. The results reveal that all three mechanics-procedural generation,
permadeath, and persistence systems-exert significant positive effects on players’ attitudes

toward roguelike games. Notably, procedural generation and persistence systems also have
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direct positive impacts on intention to play, while permadeath’s influence is more nuanced,
affecting intention to play primarily through its effect on attitude. Furthermore, both attitude
toward the game and intention to play are found to be strong predictors of pre-play purchase
intention, highlighting the importance of psychological engagement even before gameplay

begins.
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CHAPTER 1
INTRODUCTION

1.1 Introduction
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Figure 1.1: Steam Indie Game Releases by Year
Source: SteamDB (2025a)

Within this expansive gaming landscape lies the indie games scene, a vibrant and

innovative segment that has emerged as a significant force in recent years (Gardner, 2025).



Unlike traditional AAA titles developed by large studios, indie games are typically created by
smaller teams or individual developers who prioritize creativity and innovation over sheer
scale. These independent efforts have carved out a niche by creating unique experiences that
often challenge conventional game design conventions. Indie developers have demonstrated

remarkable resilience and adaptabili igital distribution platforms such as Steam,

Itch.io, and the App global audiences eed for large publishing deals

Steam Roguelikes games released by year

or extensive

several key featting

Roguelikes, in particular, are

start over if they fail, and procedurally generated content, which creates unique environments
and challenges each time the game is played. This combination of risk and reward has created
a dedicated player base that craves fresh challenges and deep strategic thinking. (Pilon, 2022)
Despite their growing popularity, only a small percentage of Roguelike/Roguelite
games achieve significant commercial success. Only 197 roguelike tagged games have net
revenue over $1 million, 55 games exceed $5 million, and 29 games exceed $10 million. The
current top 3 highest net revenues are Hades, Risk of Rain 2, and Don’t starve Together with

~$120 million, ~$100 million, and ~§97 million (Games-Stats.com, 2025). While these titles



have achieved critical acclaim and substantial sales figures, many others struggle to gain
traction in the market. This observation highlights a critical gap in understanding what drives
players' purchase intentions within this specific genre.

Several previous studies (Agag et al., 2019; Ali et al., 2023; Gaffar et al., 2022; Hsu &

Lu, 2004; Lee, 2009; Rafdinal & Qis hoenau-Fog, 2011) frequently adopt a one-

size-fits-all approachysu cral variables to fit*allyga and genres, when examining
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the base game outright. Desp
hardcore gamers or those in traditional gaming markets—still prefer the pay-to-play model,
where an upfront purchase is required. Understanding both types of purchasing intentions is
essential for developers aiming to address diverse consumer preferences. By examining the
factors influencing decisions to purchase either the base game or in-game content, developers
can better tailor monetization strategies to engage different player demographics effectively,
thereby meeting the evolving needs and expectations within the gaming landscape (Pilon,

2022).This dual focus is particularly relevant in genres like Roguelikes, where unique



mechanics such as permadeath and procedural generation create distinct player experiences that
may influence pre-play purchase intentions differently compared to other game types.

This study aims to address a critical gap in the understanding of what drives players’
intentions to purchase Roguelike games by conducting an in-depth exploration of how specific
mechanics—such as procedural generatiensspermadeath, and persistence systems—affect
e industry has experienced

player attitudes and_pufch behavior. de
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Figure 1.3: Revenue distribution of 2024 by platform

Source: newzoo.com (2025)

The video game industry in 2024 is a vibrant and rapidly growing sector, contributing

significantly to global entertainment revenue with annual revenues exceeding $187.7 billion,



marking a 2.1% increase from the previous year. This substantial economic influence is
propelled by diverse segments, with mobile gaming emerging as the largest contributor—
generating $92.6 billion—Ilargely due to the popularity of free-to-play models, in-app
purchases, and the accessibility of mobile platforms (Gibson et al., 2023; Lee et al., 2016;
Saaranen, 2024). Notably, the PC gamingssegment exhibited the highest growth rate at 4%,
driven by a wide array#6f genreS, including indie gaffesswhieh, have become a cornerstone of
innovation andéCreativity within theygaming ¢ommunity (Results awgd Trends of the Gaming
Market w2024, 2025), The-sise-of.cmarging/markets in“the Asia-PacifiCtgegion, particularly
Chingf" Japan, and South-Korea, has-firther fueled this grewth, with China, alene generating
over §94 billion in/gaming reventié., This ffegion ha§ experienced'a surge in gaming adoption,
gspecially in mobilejgaming, significantly, contributing. to“global revenue tigures. Additionally,
the expansion of esportsmanddive-strecaming platforms-suchras Twitch hassadded new layers of
engagement afid iprofitability, gpanticularly “for PCyandyeonssle platforms. The Sustained
expansiongof the industryruhderseores thetimportanceyoff understandinggmarket trends, and
eensumei=preferénees-to-edpitalize/on fotureioppottiinities' Asitechnologyeontinugs-to evolve,
cSpecially™withLddvancements in/ clotd gaming-that eliminate!thelneéd foreostly hardware

upgradess thie potential-forfuither/growth mithewideo gamedndustryirenains' immense .
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Figure 1.4: A screenshot of the Berkeley Software Distribution (BSD) version of Rogue
Source: Thedarkb (2021)



The indie game market has become a significant force in the video game industry,
characterized by independent developers creating unique and innovative experiences, with
thousands of titles released annually across various platforms (Gardner, 2025). However, this
market is highly competitive; while Roguelike and Roguelite games—known for their

challenging mechanics and replayabili ing from the legacy of Rogue with procedurally

epresent a distinctive subset of

I;TEZ al, success (Pilon, 2022;

generated levels, perma@Cathgafid strategic decision=

- EENRERN

B %
Sourée: Mitchell231190 (2024

=,

t Mobile Game (Moores2024), roguelikes 1 ising to be the source

%. Understanding the spegif eCha at influence player
on his n}E‘h W W{E nsig st developers (Gaffar et al.,

2022). This study aims to"addre

purchasing deci

n n

("procedural generation," "permadeath," and "persistence systems") influence pre-play
purchase intentions, focusing on understanding these dynamics to help developers align their
marketing strategies and design choices with player preferences, potentially enhancing

commercial success.



1.3 Significance of the study

This study explores how specific game mechanics in Roguelike games influence

players' attitudes and intentions to purchase these games before playing them. The research is

marketing campaigns

gneration, permadeath
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addressing a critical gap in understa purchasing behavior, it provides actionable
insights for indie developers seeking to thrive in an increasingly competitive market while
advancing theoretical discussions about player psychology and game design. The findings
highlight the importance of speculative value in player decision-making processes and
underscore the unique dynamics of niche markets like Roguelikes. These insights can enhance
game design and marketing approaches across genres, helping creators better align their

strategies with players' expectations and behaviors.



14 Research Questions

1. Which specific Roguelike mechanics (procedural generation, permadeath, persistence
meta-progression system) create the most preferred game features by gamers?

How do these mechaniess
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H3: Procedural Generation has a positive influence on Attitude Toward Game.
H4: Procedural Generation has a positive influence on Intention to Play.

HS5: Permadeath has a positive influence on Attitude Toward Game.

H6: Permadeath has a positive influence on Intention to Play.

H7: Persistence Systems have a positive influence on Attitude Toward Game.

HS: Persistence Systems have a positive influence on Intention to Play.



1.7 Scope of the study

1.7.1 Scope of variable

This study focuses specifically on key Roguelike game mechanics-namely, procedural

generation, permadeath, and the ession system-as independent variables
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1.7.2  Scope of popt

The target population for this study consists of members of the Roguelite Reddit
community, which has approximately 63,000 members (21 March, 2025) ("r/roguelites," 2025).
This community was specifically selected for its focus on the Roguelite subgenre, which is
defined by the inclusion of persistence meta-progression systems. The study will not include
members of more traditional Roguelike communities, as these tend to prioritize games that

strictly adhere to permadeath and procedural generation without persistence progression. This
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distinction is critical because the research aims to understand how meta-progression influences

pre-play purchasing decisions.

1.7.3 Scope of time

The research for this s

phase, commencing per 2024, will involv
ation and defi e%cg
"\w}u\&sg .
ta co
—

gameplay e
can inform choices abéut,d

to balance challenge with accessib ghts gained from this research can help
developers create more commercially successful games by aligning design choices with player

preferences.

1.8.2 Marketers

The research findings offer actionable insights for marketers seeking to promote
Roguelike and Roguelite games. By understanding which mechanics resonate most strongly

with potential buyers, marketers can tailor their messaging to highlight these features in trailers,
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promotional materials, and social media campaigns. For example, if permadeath is found to
attract players who value challenge and replayability, marketing strategies can emphasize the
high-stakes nature of the gameplay and the sense of accomplishment that comes from
overcoming difficult obstacles. Furthermore, marketers can leverage social proof, such as

influencer reviews or communit ac ild confidence among potential buyers who

LYA )Y,

een ay is iesearch ai
-
: experien ra
4 A ibuti

i

engagement. Furthermore, the methodology employed in this research can serve as a reference
point for future studies in the field, providing a framework for standardizing definitions,
approaches, and measures related to game mechanics and player behavior. By advancing both
theoretical understanding and methodological rigor, this study aims to foster more informed

and evidence-based research in the field of game studies.
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1.9 Definition of Terms

1.9.1 Gameplay Concepts

e Attitude toward playing refers to Players' positive or negative feelings about engaging

with a game, influencedsb jeyment, difficulty, and perceived value.

oo e
g e
Z ’{; orpered

S TA LI
© 15, F

7'%)_genem e

oy
(1980).

uelite refers t

customization, narrative

e Sandbox games refer to games that provide players with an open-ended environment

to explore and interact with, often without predefined objectives.

1.9.3 Game Systems

e Al-driven challenges refer to Game challenges controlled by artificial intelligence that
adapt dynamically to player behavior.
e Persistence system refers to Mechanics that allow players to retain certain progress

(e.g., upgrades or unlocks) between playthroughs, even after failure.
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Meta-progression refers to A system where players unlock permanent upgrades or
abilities across multiple runs, softening the impact of permadeath.

Random number generation (RNG) refers to A system that introduces randomness
into gameplay, such as loot drops or enemy behavior.

Skill trees: Progression ems eiegplayers unlock abilities in branching paths

ws [player ellimited
Version, "

est an

i ane
“@ecis1on:
L TR (e

1.9.6 Gaming

AAA refers to High-budget games developed by large studios with significant
marketing efforts (e.g., Call of Duty, Assassin’s Creed).

Indie refers to Games developed by small teams or individuals without major publisher
backing, often focusing on innovation and creativity.

DLCs refers to additional digital content that players can download and add to a video
game after its initial release. Game developers use DLC to expand and enhance the
gaming experience by providing new storylines, challenges, characters, weapons, or

cosmetic items.
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1.9.7 Modern Gaming Trends

Esports refers to Competitive gaming at a professional level where players compete in
tournaments for prizes.

Live streaming refers to Broadcasting gameplay in real-time on platforms like Twitch

VI load but monet
o E —

Dopamine

gaming, it is released when playersaehicve goals or receive rewards.

Hedonic Forecasting refers to Players’ predictions about how much enjoyment they
will derive from playing a game based on trailers, reviews, or reputation.

Motivation refers to the reasons why players start playing a game, such as curiosity,

social influence, or perceived enjoyment.

1.9.11 Additional Terms

E-commerce refers to Online platforms for buying games digitally (e.g., Steam Store).
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M-commerce (Mobile commerce) refers to Purchasing games or items directly
through mobile platforms.

Electronic sports (Esports) refer to Another term for competitive gaming at

professional levels.

Virtual community refers,te ine=spaces where gamers interact socially around

N5 Jal
wl,
4%
52



CHAPTER 2
LITERATURE REVIEW

2.1 Introduction
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ets the stage for subsequent
empirical analysis. The goa appeal of these titles and outline the
conceptual framework used to investigate their effect on pre-play purchase intentions. Through
the synthesis of relevant literature, this chapter lays the groundwork for the study's methodology
and analysis, providing a clear understanding of the research questions and hypotheses explored

in the following sections.
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2.2 Literature Review Method

This literature review employed a systematic approach to synthesize existing research relevant

to pre-play purchase intention (PPPI) within the context of Roguelike and Roguelite video

The searc .4!'

A e |
nce, and IE_I'E E=Xplore,
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cluded to provide a broader

understanding of the underlying co

2.2.2 Data Extraction and Synthesis

Relevant data from selected studies were extracted and synthesized using a structured
approach. Key elements extracted included: (a) research objectives and hypotheses; (b) study
design and methodology; (c) sample characteristics and data collection methods; (d) key
findings and conclusions; and (e) theoretical frameworks used. The synthesis process involved

identifying common themes, contrasting different perspectives, and highlighting research gaps.
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Particular attention was given to studies that addressed the unique aspects of the

Roguelike/Roguelite genre and its impact on purchase intentions.

2.2.3 Challenges

potivations and decisi ¢r< k. f
1] =
) 1culaiﬁ'1'r'1'ﬁ; :
e HF s-ual nge arises fron the lack o ;"ﬁ» esanalysis
. £ 07 I [ -
the currer ratire ) Man ndie G . }[ Sz leys

approach, ch can

gue e un i0 I"
' ting bo al ;
Illllllllll-lllllllllll

gamnga d *j 'Pi- i'lih"q stry's pre }'n“. en

f lat1

in OV remph

cam

@re undem bly impgrtant .;. C

- <
an limitthe gencralizabilit . »-
R 5 ?
spite thesg limi @;;J i 1 provides a va dation for
2 dig the comple ~tﬁn§g ayhe b unji‘ ence pre—p S¢ intention in

ite games. By highlighting these gaps i

aims to contribut ed and genre ? of consumer behavior

ﬁ also inform the design of
udies address these critical gaps and
provide more targeted insights for developers and marketers operating in this dynamic and
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23 Pre-Play Purchase Intention

2.3.1 Introduction

Consumer behavior is defined as behavior that consumers find, purchase, use and

Such behavior is gatisg something that evokes a sense Ofig mer demand and through a

info_a’deep sen e‘o&\ 10ns’1 byathegnature of the person
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djurchase game items

dicates that online game

using and purchasing online game items. Using PLS, it was determined that as game users
perceive greater values of game items, they are more inclined to purchase such items.
Additionally, when game users identify with the game characters, they place increased value
on the game items. However, gamers satisfied with the game do not necessarily have online
game item purchase intentions.

CHOU & KIMSUWAN (2013) discusses the influential factors of prepayment card
purchase intention from three aspects: perceived value, price and promotion programs. The

results show that the gamers purchase prepayment cards mainly for the enjoyment value. It
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implies that online game companies should create more joyfulness brought by game items to
trigger purchase intention of prepayment card. The second high impact factor is the promotion
program that provides special discounts or events for affecting the decisions on online game
prepayment card purchase. The last significant influential factor is the monetary value which

indicates the gamers’ purchase intentiensefsenling game prepayment card depends on whether

revealgd that the charaéter empetency value and the
\gn goeflwﬁlr hase inte 1. Interestingly, the
i ot i o
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pAMS /6 cafsbyjvirtual items The

decides to pay, they get priv
the intention to play was confirmed to have a strong influence on the intention to pay.
Tumtong (2020) investigate factors that influence purchase intention within online
mobile games in Thailand. The research framework proposes that six independent variables:
nostalgia, belongingness, perceived enjoyment, self-esteem need, self-actualization need, and
uniqueness tend to have significant relationship with the dependent variable: purchase
intention. After processing data with statistical analysis techniques through the SPSS program,
the result provides the researcher with better understanding and leads to answering the research

question. From the initial six independent variables, there are only two variables that
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significantly influence purchase intention, which are self-esteem need and perceived
enjoyment. As indicated by the result, gamers who have higher need for self-esteem and
perceived enjoyment have greater motivation toward purchase intention toward virtual items
within online mobile games in Thailand.

Yu & Huang (2022) ai intention of users to play games on mobile
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purchase intention, which is 1

o buy a product led to higher
erest in the product (Jin et al., 2017;
Khan et al., 2022). A positive consumer attitude toward a product or brand positively influences
their purchase intention and willingness to buy (Ghosh et al., 2021).

Muhammad & Hidayanto (2023) investigate the factors shaping purchasing intentions
focusing on the constructs of Attitude, Subjective Norms, and Perceived Behavioral Control
derived from the Theory of Planned Behavior (TPB). The study stated that purchase intention
in purchasing in-game items within virtual community can be analyzed on internal and external
factors. In mobile games, the intention to purchase in-game items is driven by several factors

such as progress in playing, competition, frequency of purchases and amount of spending (Seo
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et al., 2019). Essential elements on internal factor of the purchase intentions of virtual in-games
are enjoyment, skills, challenge, telepresence, and flow (Ghazali et al., 2023). As a prior study
found that the enjoyment of the game tended to decrease the willingness to acquire virtual
goods, and a positive attitude toward virtual goods and beliefs about peers' attitudes had a strong

positive influence on the inclination uch items (Hamari, 2015), this research
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Mkedder et al. (2024) investigated the direct and indirect effects of functional,
emotional, and social values through player satisfaction on purchase intention toward virtual
goods among online players. The study finds that functional, emotional, and social values play
pivotal roles in shaping player satisfaction and the intention to purchase virtual goods. First,
the study observed that both functional and emotional values positively affect player
satisfaction and purchase intention for virtual goods. Pre-Play Purchase Intention. Emotional
value signifies player satisfaction derived from using and purchasing virtual goods. It includes

the feeling of happiness, entertainment, and enjoyment stemming from virtual goods,
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motivating players to continue purchasing these items, and engaging in online games. This
study also noted that social value significantly affects purchase intention for virtual goods.
Second, this study suggests that player satisfaction can mediate the interplay among functional,
emotional, and social values and the intention to purchase virtual goods. Fulfillment of

functional and emotional needs affe
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hinges on asymmetric information which players lack firsthand experience, amplifying reliance

on trust, brand loyalty, and speculative value.

2.3.4.1 The Role of Social Proof and Community Hype

Social proof'is another significant factor in pre-play purchase intentions. When

a game generates buzz within gaming communities, it can create a snowball effect,
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encouraging more players to pre-purchase. This phenomenon was evident
with Cyberpunk 2077, where despite mixed reviews, the game saw significant pre-
orders due to its high-profile marketing and community hype (Bailey, Dec 11, 2020).
Developers can foster this by engaging with influencers and streamers, who can
showcase the game's unique.featuressaid ild anticipation among their followers. For
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approach ensures thatplaye
on their anticipation of what it might offer, rather than relying on post-play satisfaction.
By leveraging these strategies, developers can effectively enhance pre-play purchase

intentions and attract a strong player base before the game's release.

2.3.4.4 Distinguishing Between Motivation and Player Engagement

Schoenau-Fog (2011) states that understanding the distinction between
motivation and player engagement is crucial in the context of video games. Motivation

refers to the initial reasons that prompt individuals to start playing a game. These
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reasons can be diverse, such as alleviating boredom, curiosity about a new game
mechanic, or social influence. Motivation acts as the catalyst that draws players into a
game, setting the stage for their initial interaction.

On the other hand, player engagement is concerned with the aspects that

encourage players to contin time. Engagement is characterized by a
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players to buy before playing.

2.3.4.6 Leveraging Teasers to Promote Game Mechanics

Teasers can be designed to highlight the unique selling points of a game, such
as its procedural generation or meta-progression systems. For example, Enter the
Gungeon’s trailers emphasize the game's chaotic gunplay and procedurally generated
levels, generating excitement among fans of action-packed gameplay. This approach

leverages hedonic forecasting, where players imagine the enjoyment, they will derive



26

from the game based on these teasers, thereby influencing their decision to purchase

before playing.

2.3.5 Conclusion and Hypothesis

In conclusion, pre-play: e_driven by factors distinct from those

sed on its perceived usefulélfﬁ%Q e Se. In TAM, attitude

s ar technology, which in
turn influences their inte use- it. This-intentio asdirect precursor to actual behavior,
such as adopting or continuing to use technology.

The Theory of Planned Behavior (TPB) extends beyond TRA by incorporating
additional factors that influence behavioral intentions. In TPB, attitude is defined as an
individual's personal evaluation of a behavior, encompassing both positive and negative
aspects. Intention is the immediate precursor to behavior, shaped by attitudes, subjective norms,
and perceived behavioral control (Ajzen, 1985). Unlike TAM, TPB emphasizes the role of

social norms and perceived control in forming intentions.
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Both models recognize that attitudes influence intentions, but they differ in scope. TAM
is more technology-centric, focusing on usability and utility, whereas TPB is broader, applying
to various behaviors and considering social and control factors. While TAM is often used in
technology adoption contexts, TPB is applied across multiple domains, including health,

finance, and social behaviors.
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While most of past studies found consistently perceived usefulness an important
predictor in TAM model, the study found that this was not always true. Online games are
entertainment technology, different from problem-solving technology. While using
entertainment technology, people usually want to “kill time”. As a result, the significant effect
of perceived usefulness will decrease. The influence of flow experience and social norms
become important. TAM omits social factors in explaining IT usage. However, social norms
have a direct impact on the adoption of online games. Users may feel obligated to participate

because they want to belong to a community. Flow experience may play an important role.
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Users intend to play entertainment technology continuously where they are completely and
totally immersed. Increasing usability through dialogue and social interaction, access, and
navigation, is the key to successful management of online game communities.

This study revealed that the acceptance of online games can be predicted by extended

TAM. Social norms, attitude, and flowsexpenieace significantly and directly affected intentions
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game. Concerning attitudes, Stbjeetime msywan@ perceived behavioral control, previous
studies in the TPB confirmed that they work as key predictors of continuous intentions. As
expected, the three factors have a positive significant influence on gamers’ intentions to play
online games, which is consistent with those of prior research on e-commerce (Alzahrani et al.,
2017; Chang et al., 2014; Lee & and Tsai, 2010; Lee, 2009)

In following study, Rafdinal & Qisthi (2020) analyzed the factors of attitude towards
playing online games that are influenced by factors that exist in online games (game features
and trust in developers) and technology acceptance factors (perceived usefulness and perceived

ease of use) on the intention to play online games, also analyzed subjective norms in influencing
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intention to play online games. Based on the results of the study, it showed that perceived
usefulness significantly affected the attitude toward playing online games. The better-perceived
usefulness will increase attitude towards playing online games. Gamers gain perceived
usefulness in playing games such as the usefulness in playing games, the benefits gained, and

the happy feelings obtained in playi
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2.5 Game Mechanics and Features

Game mechanics and features are essential components of any game, influencing
player engagement, enjoyment, and overall experience.

Game mechanics refer to the rules, systems, and elements that govern how a game
function (Hunicke et al., 2004). They define how players interact with the game environment,
including actions like movement, combat, or resource management. Mechanics can range from

basic elements like turn-taking and movement to complex systems such as skill trees and Al-
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driven challenges. In mobile games, mechanics like tutorials, feedback, and progression
systems are critical for engaging players and encouraging continued play. Mechanics, as part
of the Mechanics Dynamics-Aesthetics (MDA) framework, refer to the specified rules and
systems that govern the gameplay. These mechanics work as the building blocks of the game

and determine how the player interacts=withsthe.game world, what actions the player can take,

, quest mechanics
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answers to gamers’ question
game story), and gratification (customizing character and playlng various roles in the games)
(Kim et al., 2015). If a game has good quality features, it will affect a person's attitude towards
the game which will lead to the intention to play. Previous research discusses various features
in a game, resulting that game features being influential toward attitude and intention to play a
game (Hamari & Keronen, 2017; Rafdinal & Qisthi, 2020; Tseng et al., 2015). These previous
studies show the effect of game features on attitude and intention.

The fundamental elements that define how a game works and how players interact are

known as core mechanics (Hunicke et al., 2004). All games have core mechanics, including the
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main activity that players must repeat to complete the game (Hunicke et al., 2004). It is the
experiential building block of player interactivity, representing the players' essential moment-
to-moment activity (Hall et al., 2014). It generates behavioral patterns that manifest as
gameplay. The core mechanic is the foundation of a game, engaging the player and

distinguishing the game as its ow interactive entertainment (Hall et al., 2014).
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types of feedback affected pla erformance in a mobile game. Social
comparison feedback, which compared players' scores to those of their peers, was found to be
more motivating than non-social feedback or no feedback at all. Effective feedback mechanics
necessitate careful consideration of both the player’s experience and the goals of the game.
The systems and rules that govern social interactions between players within a game
are referred to as social mechanics in game design. These mechanics can be cooperative or
competitive gameplay, multiplayer modes, or social features that allow players to connect and

interact with others. Social mechanics are an important component of modern game design as

it improves players’ social experiences and creates opportunities for interactions. Cooperative
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gameplay mechanics, for example, can encourage player teamwork and collaboration, whereas
competitive gameplay mechanics can create challenging and engaging gameplay experiences.
The impact of social features on player engagement and retention (Hamari et al., 2014) and the
effects of social comparison on player motivation and performance were also investigated.

Effective social mechanics impose,casefulmeensideration of both the player’s experience and
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Aesthetic mechanics in game design refer to the systems and regulations that govern

elements, such as characters, S¢

engagement and motivation.

the aesthetic elements of the game, such as visual and audio design, art style, and atmosphere.
These mechanics have high potential for a distinct and immersive game world, enhancing the
player's experience and engagement within the game. It also sets the tone and mood of the
game, conveys important information to the player, and creates a memorable and distinct
experience. Effective aesthetic mechanics create a cohesive and immersive game world that

draws players in and strengthens their emotional connection to the game. The use of color in
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game design to evoke specific emotions in players and the role of sound design in creating a
more immersive gameplay experience are two examples of aesthetic mechanics in game design
research. Recent studies have looked into the potential of aesthetic mechanics to improve player
experiences in video games. the study investigated the effects of art style and environmental

cues on player immersion in a virf hey concluded that a realistic art style and

environmental cues
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esentation features such as graphics an

/ , explicit content
sfcame contribute to the

In Gaffar et al. (20 ers’ behavior in adopting mobile games
by integrating game features and the theory of planned behavior (TPB). Further than finding
that a person's intention to play games is supported by game features, attitude towards games,
and social support. Game features also influence attitude toward games.

Ali et al. (2023) investigates how game mechanics affect emotional state, providing an
insight into the game design influences. In detail, it includes the identification of the effect of
various game mechanics through a review of existing video games on emotional state. Combat,
part of the core mechanic, was found to embed relations to all positive emotions with higher

impact on the feelings of ‘excitement’ and ‘alertness’. Microtransaction, part of the meta
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mechanics, was found to only embed one emotional state of ‘interest’ and had a minimal
likelihood of embedding other emotions. Collectible, part of the feedback mechanics, was
found to embed positive relations to the feelings of ‘interest’ and ‘excitement’. Lastly,
multiplayer, part of the social mechanics, was found to embed relations to all the positive

emotions, except for ‘excitemen that are considered as negative emotions.
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Isaac [2011]; FTL: Faster Than Light [2012]) are an emphasis on procedural content generation,
permadeath, and a tendency towards mechanical complexity (a large number of given actions
that players can take, or a requirement that players make a range of tactically complicated

decisions). (Parker, 2017)
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Fhe'toguelikes-ofithe 1980s-shared comuion elementssand-designs. Edch title"was built
on'RPG systemiS wherei-game;¢hatacters-would find néw geéars;and gsgwmore powerfullover
tHe"course ofiptaying. Players,wouldralways startthese;games by.buildingsa charact€r=Typically,
these games had"muiltiple racesiorclassesthat would=determuieTstastifig attributessandfabilities.
Allstameplay oceurred i @.turnsbased system wheie theigameonly moves forwand after the
playeranputs a command. \What separated.roguelikes fidmother games was th&uge ot random
and,procedurally generated:content! (Orban et.al 2022)

Te add @greater senseof €Hallengefofthé Player, roguelikes featurgd alconcept known
as permadeathy, When'the player’s character dies in a roguelike;their'charagter and save file are
deleted, which™sequires" them forrestart the gamegcompletelysInsiead of letting the player
manually save their game, roguelikes would save aftemeVerya€tion, preventing the player from
undoing a mistake or bad event. (Orbéfretal®2022)

The history of the roguelike genre and its growth is different from other genres in the
industry. Traditionally, genre definitions remain consistent, even with the growing technology
and switch to 3D. A genre like platformer, first-person shooter, or RPG can still trace its design
and implementation back to its origins. For roguelikes, the genre has shifted as more games
were released and newer developers took the reins. This is due to developers experimenting
with adding roguelike elements to other genres. The integration of action-based designs with

roguelike elements over the 2010s was a major turning point for the genre. (Bycer, 2021)
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Roguelites are designed around persistence constantly improving the player’s character

instead of having vastly different runs. With enough persistence upgrades, the player will not

have to worry about anything being challenging due to the vast differences in stats.
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achieve 27% higher Wishlist-to purchase conversion rates compared to narrative-

driven games. This suggests that procedural variety functions as a pre-play trust signal,

assuring potential buyers of sustained novelty.
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E ppéttunitics with each playthrough. In
games like Minecraft and'N procedural generation creates vast, varied
environments that require players to adapt their strategies based on the resources and
obstacles they encounter. This adaptability is crucial for maintaining player interest, as
it challenges them to think creatively and respond to unexpected situations. The
combination of procedural generation with permadeath mechanics further amplifies
this effect, forcing players to adjust their approach based on the environment and
resources available in each run.

The combination of procedural generation with permadeath mechanics creates

a highly dynamic gameplay experience. Each time a player starts a new run; they face
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a different environment that requires them to adapt their strategy. For instance,
in Rogue Legacy, the procedurally generated castle layout and enemy placement ensure
that players must adjust their tactics based on the layout and challenges they encounter.
Similarly, random number generation (RNG) introduces unpredictability in loot drops,

forcing players to adapt thei ased on the items they receive at the start of a
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Permadeath demands mastery of core mechanics, as players cannot rely on
accumulated power or saved progress to bypass challenges. Each decision, from
combat tactics to resource management, carries irreversible weight. For instance, in
Dead Cells, players must refine their movement and attack patterns to survive
procedurally generated biomes, where a single misstep can end a run. This iterative
process fosters deep mechanical understanding, as players analyze failures to optimize
future attempts. Over time, this cultivates a skill-based progression system: victories

are earned not through grinding but through honed expertise. Roguelites like Hades
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amplify this by integrating narrative progression that persists across deaths, rewarding
skill growth with story revelations while maintaining the freshness of each run.

A key benefit of permadeath is its ability to maintain balanced difficulty across
playthroughs. By resetting character upgrades and gear, games like Rogue Legacy 2

ensure that early areas remain=eha ing, even as players unlock meta-progression

gen in traditional RPGs, where
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in its ability to turn failure

into a compelling narra
a hard-earned triumph. This balance of challenge and engagement sustains player

interest, cementing permadeath as a cornerstone of the genre’s enduring appeal.

2.5.4.3 Persistence Systems

Persistence systems in roguelikes and roguelites, such as permanent unlocks
between runs, serve as a psychological bridge between failure and progression. These
systems create "small wins", minor but tangible rewards that give players a sense of

incremental mastery even after repeated deaths. For example, Rogue Legacy 2 allows
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players to unlock new character classes or permanent stat boosts, which subtly shift the
difficulty curve in subsequent runs. This design fosters an illusion of mastery: players
perceive their growing arsenal of upgrades as evidence of skill improvement, even

when their core mechanical proficiency remains unchanged (Gongalves et al., 2015;

Parker, 2017).
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est Dungeon 2 circumvents this by tying
narrative fragments to specific biome completions, ensuring steady drip-fed
progression. Conversely, games like Slay the Spire use minimalist storytelling, where
unlocks (e.g., new character relics) hint at broader lore without demanding narrative
commitment. The key is to embed story into mechanics: for instance, Inscryption ties
card unlocks to meta-puzzles, making narrative discovery feel like an earned reward
rather than a passive cutscene.

By leveraging small wins and narrative synergy, developers can transform

permadeath from a punitive mechanic into a compelling loop of growth and discovery.



41

The future of the genre lies in hybrid models that respect roguelike traditions while

innovating persistence to meet modern expectations.

2.5.5 Conclusion and Hypotheses

From the findings above we hose core game mechanics of roguelike and

roguehte genre creatg
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only key mechanics of
roguelike.

This conceptual fran between game mechanics, attitude
intention to play to mediate between game mechanics and pre-play purchasing intention. As for
subjective norms (Social Support) and Perceived behavioral control will be out of our focus as
Gaffar et al. (2022) findings that Perceived behavioral control has no significant effect on the
intention to play and social support can be clearly seen having influence toward attitude and

intention to play in section 2.3.4 about social proofs’ example.
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Taking advise from previous study (Gaffar et al., 2022), we focus only in present

roguelike genre so that gamers’ behavior can be analyzed well.
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CHAPTER 3
METHODOLOGY

3.1 Research Design

The study fo
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The study targeted gamers who are familiar with roguelike mechanics due to their

unique preferences for challenging gameplay dynamics. Taking advise from previous study
(Gaffar et al., 2022), The sampling frame was drawn from the r/roguelite subreddit, a global
community known for its active discussion of roguelikes and other similar genres which will
represent overall roguelike gamers and more generalized than collecting samples from a local
nation. The research was designed with the expectation of achieving an equal distribution of
respondents by age, ranging from 10 to 60 years old, to capture insights from both traditional

and modern roguelike audiences. Similarly, an equal distribution by nationality was sought to
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ensure global representation and reflect the international appeal of the genre. Respondents were
expected to have experience with roguelike games or at least with the core mechanics under
investigation, as the study aims to understand customer perceptions of these mechanics even
before direct gameplay experience.

A convenience sampling methed employed, where participants were recruited
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which allowed for self-administration and ensured minimal researcher interference. The survey

was complemented by descriptive statistics to summarize demographic information, reliability
testing using Cronbach’s alpha to assess the internal consistency of each construct, and
hypothesis testing employing Pearson’s correlation and multiple linear regression. This
methodological framework ensured a robust examination of direct relationships between

variables.
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34 Research Instrument

The research instrument was a structured questionnaire designed to capture
participants’ perceptions, attitudes, and intentions related to roguelike mechanics. The tool

comprised five sections:

N ot .
i'@‘ﬂhﬁhh e ablis
R -I-
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Table 3.1. Variables of the adapted scale

Construct  Variables Authors

"I think playing a game with a different
layout or map each time I play would

make it more replayable

challen

Q eratigp_.—- ]
bored in-d

O Y
B

I
d&didion

e oLe . TICY 3
W |15 h;v WA A AR
thpyuie e 1 AT ASATATAN
| oAl .

) amasiiy
isl "x-hﬂrn., angi

) o (Ascarza
appéaling than stuck with bad decisions %
" “h' 020 N
E "EE " 009 es etal., 2015;
Permadeath at, OVErco allehge
ammar & Persson, 2022;

in a game with
) Hefkaluk et al., 2024; Maxim et
provides a  greater sense of
al., 2018; Orban et al., 2022;

accomplishment."
Ruddy, 2014; Sachdeva, 2023)

"I think the fear of losing my character
makes me more cautious and strategic
in my gameplay decisions."

"I feel like 1 get better faster when

there's a lot at stake.”
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Table 3.1. Variables of the adapted scale (Continue)

Construct  Variables Authors

"I enjoy the sense of making progress
even when I fail in a game."

"I think the a new  Own authorship adapted from

Oamie more rew 5 5
'T am \ c al., 2015;
é Hatfimar & Perssom, 4 :

lets me racter

neyj contenf ove ‘l g -_ lefkaluk et al., 2024 %Maxim et
."'l - Ty I‘
"Lido net ik ajgan 'u Y-S .‘,"QQOrbanetal.,

S [
% Randd 14; ’-v‘.*.-‘ﬂ‘

Bl

-

o X
3 a3v>
o

P s
PRTAWAT ., Latala)

1 expect p ‘TAMC
AAA

Intention to

play "I would considé 2022; Maxim et al., 2018;
if I had the opportunity." Sachdeva, 2023)
"I would explore different strategies

and builds in this game."
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Table 3.1. Variables of the adapted scale (Continue)

Construct  Variables Authors

"I am likely to buy this game if I enjoy Adapted from (Abbasi et al., 2023;
it." CHOU & KIMSUWAN, 2013;
Gaffar et al.,, 2022; Hammar &

sen, 2022; Maxim et al., 2018;

"I intend to purchase
Pre-Play

nk it looks fun.

a7

Purchase

Intention

"I am wi or th1s

think it 1 Syl =
i3 H\, E

RGRGR

':"'IIﬁ‘L: AT
1a O fl OF targ

LS

[ I,
ﬁ-ﬁ-‘ “J nta “*“ cludmg@

.-rlu ther data e ‘S:Hz %
. .h.‘iF '/

on in R
owever, 0P

To mitigate these limitations, the survey was open for two weeks with periodic
reminders to maximize participation and reduce non-response bias. The sample size of 402
respondents met the target calculated in the study’s design phase, ensuring sufficient statistical
power for analysis. Data screening procedures further enhanced sample quality by removing
incomplete responses and identifying outliers through statistical methods in SPSS.

Overall, while the convenience sampling approach via Reddit restricts the ability to
generalize findings to the broader gaming population, it provides a practical and ethically sound

method to collect rich data from a relevant and engaged sample. This method aligns with
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emerging best practices for social science research utilizing online communities and digital

platforms.

3.6  Statistical Data Analysis

The collected data ubjected to a thorotigh

eses and, fulfill

-LQ\S‘M‘:an

gics and percentages, were calcula

o€cupation, proyiding olec picture of the's
= o o
i -

sured'ﬁfﬂ?’u-cll-éI entiOns,-and-p )]

i .'.a o ..-.

al analysis process designed to

test the resear

controlling for others, providing a clear understanding of the causal pathways proposed in the

theoretical framework.

All statistical analyses were performed using SPSS (Statistical Package for the Social
Sciences), a widely used software in social science research. SPSS facilitated efficient data
management, computation of descriptive statistics, reliability testing, and execution of
regression models, ensuring the accuracy and reproducibility of the results. This comprehensive
analytical approach enabled a robust examination of the relationships among the constructs,

supporting the study’s conclusions with solid empirical evidence.



CHAPTER 4
DATA ANALYSIS AND RESULTS

This chapter presents the analysis of data collected from the Google Form questionnaire
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Table 4.1 Age of respondents

Age Count Percentage (%) Accumulative (%)
Below 10 0 0 0

10- 14 0 0 0

15-19 26 6.5 6.5

2024 m 77.6

25-29 33 85.8
S\ \

3039 j—ﬁ ‘?aéf.ﬁiéthﬂ—-—g 100 W\
60 and older 100

sample, W % (21 resp here are no
responde o&d .L pr older, indicating minimal to no partici it senior individuals.
Ins *r agéidistribution is heavily.-skeWwed ards young adults aged 20 to

udy$fi dQEnd bl

the results are most applicabl

24, which may influéngg Phis concentration suggests that
gueup?and caution should be exercised when

generalizing to older or younger populations.

4.1.2 Respondent Distribution by Nationality

The nationality distribution of the 402 respondents shows a strong concentration from
Thailand, which accounts for 239 participants or 59.5% of the total sample. This majority
indicates that the study primarily reflects perspectives and behaviors from Thai nationals,

making the findings particularly relevant to this demographic.
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Table 4.2 Nationality of respondents

Nationality Count Percentage Accumulative (%)
Australia 8 2.0% 2.0%
Bhutan 3 0.7% 2.7%
Canada 11 2.7% 5.5%
Finland i 1.7% HN I.2%
Greece 1.5% 8.7%
Ind ] 13.7%
ndonesia \\\QH". lé{?j}{/ N\
Italy 2.0% 15.7%
Je 4%
apan { " "".;;'.l"; ?—Pﬂ&v'ﬁg ﬁ ° \\
Malaysia 0.7% 17.2%

Netherlands ﬂ;:, [ TV EY O \\

Niger 0.2% 19.2%

Nigeria 3{7 Y Y 210
‘I Philippines 2.5% 21.9%
( Poland Ne B <11
1 Thailand 82.6%
United Kingdom - ‘.' m 3 H I”
United States 35 8.7% 94.3%

Vietnam

dents, 8.7%)
5.0%). These

from 1 to 12 respondents per as Canada (11 respondents, 2.7%), the
United Kingdom (12 respondents, 3.0%), Australia (8 respondents, 2.0%), and Italy (8
respondents, 2.0%) contribute modestly to the sample, while several countries including
Bhutan, Japan, Malaysia, Niger, and Nigeria have very limited representation (0.2% to 0.7%).

Overall, the sample includes respondents from 19 different countries, indicating a
degree of international representation, but with a clear dominance of Thai nationals. This

distribution suggests that while the study has a broad geographic reach, the insights are heavily

influenced by the Thai context and may reflect regional or cultural specifics pertinent to
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Thailand and its neighboring countries. The relatively smaller representation from other

countries should be considered when generalizing the results internationally.

4.1.3 Respondent Distribution by Occupation

espondents reveals a diverse mix, with a

The occupational profile

ademic pursuits alsgmployment. The largest group

i cpresenting 147 respondents or
\ tanti artigipants is currently
I

y infl 1 behayiors related to

Occupation Percentage

Highschool 4.5%
j University (bachelor’s degree) 14‘r ﬁ,%‘r{‘ l
{ University (master s degree) 8.5%
1 University (Doctor of Philosophy degree) m‘hmm ..d l
Unemployed 7.2%
Freelance & Part-timer W Tﬂw w "‘ ’ l
Full time Employee 30.3%
Self Employed 7#@%1“:{ 7% H}l/
Pro gamer 0.7%

122 individuals),

his, full-time empioEyees mgake up 30.3% o
enitdtion. of working prgfti\ iS.8

he

1ke1y brings practical,

Other notable groups art-time workers, accounting for 8.7% (35

respondents), and unemployed individuals, comprising 7.2% (29 respondents). These
categories suggest the inclusion of participants with varied work statuses and flexibility, which
may affect their engagement or time availability related to the study.

Respondents with advanced academic qualifications are also present but in smaller
numbers: those pursuing or holding a master’s degree constitute 8.5% (34 respondents), and
doctoral candidates or holders represent 1.7% (7 respondents). This indicates a modest presence

of highly educated individuals within the sample.
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Less represented occupations include high school students (4.5%, 18 respondents),
self-employed individuals (1.7%, 7 respondents), and professional gamers (0.7%, 3
respondents). The small number of professional gamers suggests that this group is a niche
within the sample.

In summary, the respondentsdistribution by occupation is dominated by university

students and full-ti

ployee€S. The diversity in ¢ zneéng status adds depth to the study,

N‘?}t//j’:rmm oceupations should be noted

s in both

based on

of time dedicated

0 .
if _*’i‘?‘ffﬂ dents are f nt g% vith
e et idéo games eve * Additionallv=18. ondents)
LY A AR A A AN
g .-r‘_‘h‘h"ﬁ“ﬁf} O ﬁ these
e .
5’" o of the sample,“indicating ,i @S cngage
o ‘_lh. ity
h.video gart glarly t -i*IT.jl ceky

o,
Less fre gamers i 'ﬂj pondents)

e8P his Sﬁi S aller but
e vithin giSample.

: 2 F}

ay'sp eﬁ%%l'eogames per week of respondﬁt$0

Day spent Count Percentage
Every day 114 28.4%

5 -6 days a week 75 18.7%

3 -4 days a week 98 24.4%

1 - 2 days a week 36 9.0%
Several times a month 79 19.7%

Regarding daily gaming duration, most respondents spend a moderate amount of time

playing video games. The largest group, 67.9% (273 respondents), reports playing about 1 to
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3 hours per day. This indicates a balanced engagement level that is neither minimal nor
excessive.
A smaller portion of respondents spend less than 30 minutes per day gaming (15.9%,

64 respondents), while 11.7% (47 respondents) play for about 4 to 6 hours daily. Only a very

small fraction of respondents s iods gaming, with 0.7% (3 respondents)

playing 7 to 9 hours 0 responden s than 12 hours, and 3.0% (12

respondents)

Tabl w
Time spent Count Percentage
lower than 30 minutes 15.9%
%xmw@% o~\\
about 4 - 6 hours 11.7%

about 7 - 9 hours

SA )

| more than 12 hours

{ all day in free times

AB/

triblition
he largest
dicating

9

oderate

é? | s¥hile 2.0% (8

o
rﬁ;" 0 ; ;
o.(30 respondents) rate their engagement ‘@d‘ ggTespectively, showing

respondc \
a small core ofidedicated Rogueg ‘- players. Atgtfw 2
once in a while (rating T° 1CLOS

Sporidents) play Roguelikes

the scale, reflecting a wide



56

Table 4.6 Ratio of time spent on Roguelikes

Genre played ratio count Percentage

10 (Play mainly | 1 0.2%

Roguelikes)

9 8 %

8 30 7.5%

’ gixx\ﬁil 117772 NN\
o 0

y N L

¥ a4 0%

: WL/ @R~

1 (Play Roguelikes P \ £ 1

once in a while)

ing is cOmMImo I

o

PACY BT
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Reliability test of the research instrument
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Table 4.7 Item-Total Statistics and Reliability Analysis of the Research Instrument

Item-Total Statistics

2z
= _-n#"-dm

S,
et S

A Sy )
s

=

—
—

—

Corrected Item-Squared Cronbach's
Scale Mean iffScale Variance[Total Multiple IAlpha if Item|
Item Deleted [if Item Deleted |Correlation Correlation Deleted
PGl 100.2960 270.453 .506 .536 917
PG2 100.2413 267.276 .605 571 916
PG3 100.1194 267.841 .627 .597 916
PG4 ]100.2736 269.162 553 573 916
PG5 100.6816 278.686 .199 367 .922
PD1 100.7139 272.060 378 501 919
PD2 101.1269 269.792 403 418 919
| {PD3 100.6368 271.813 371 438 .920
PD4  ]100.4577 271.945 382 430 919
PD5 100.9055 270.091 432 460 918
PS1 100.5249 263.936 .635 .584 915
yPS2 100.3657 263.584 .588 .633 916
PS3 100.3209 265.096 587 .657 916
PS4 100.6343 270.716 .348 375 921
PS5 100.5697 270.974 469 .359 918
ATTI1 ]100.0970 265.115 .638 .670 915
ATTI2 |100.1891 262.797 718 744 914
ATTI3 [100.2015 266.356 .677 612 915
ATTI4 |100.2488 266.571 .635 593 915
IPL1  ]100.1095 271.584 550 542 917
IPL2  ]100.3706 265.097 .650 593 915
IPL3  ]100.2239 266.099 672 .697 915
IPL4 ]100.3905 266.264 .584 575 916
P11 100.4154 265.051 .590 .636 916
P12 100.8408 272.244 378 480 919
P13 100.3085 263.959 .606 618 915
P14 100.3035 262.566 .642 .627 915
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Reliability testing was conducted to assess the internal consistency of the research
instrument, ensuring that the items within each construct reliably measure the intended
variables. Cronbach’s alpha coefficient was used as the primary indicator of reliability,
following the guideline by Hair et al. (2010), which recommends a threshold of 0.7 or higher
for acceptable reliability. The itemstotalsstatistics provide detailed insights into the reliability

of each item within thes€ale«F alpha fomthe instrument is very high, with

cating exce ternal consistency.
//n Jﬁ} 8, with most items
' gesting that individgalitems correlate

i ifem_delefed remains stable and high,
L. —
L] — ),
ng aily siagle-item would not§ignificantly
™
SH#CO Etw otal cortelation is

ohtly hisherCronbach’s alpha if

The hypothesis testing is pre section. To determine whether to accept or
reject the hypothesis, statistical analysis between the independent and dependent variables is
used in this hypothesis test. The outcome of the analysis uses linear regression analysis with
SPSS for data analytic procedure. The model analysis includes R squared values, significant
value, and the assessment of path coefficients.

The analysis confirmed that the proposed theoretical framework successfully met the criteria

for reliability. The results demonstrate that the proposed framework aligns well as a model fit.
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4.3.1 Intention to Play has a positive influence toward Purchase
Intention

The hypothesis stating that Intention to Play positively influences Purchase Intention
is supported by the results of the regression analysis. The model summary shows an R squared

value of 0.427, indicating that 4 pin Purchase Intention can be explained by

a moderate level of explanatery power, demonstrating that

odel summ 70l gInte nd-latetttion to Play

Intention to Play. Thi

Intention to P

— | : : [
= 1) = Adiusted 1 R . B f th
L ) — o ’? "x{i‘ ‘ d d Ih:'t ror of the
..ll"". r l iare ‘| Q Iﬁa"‘" E Estimate
£2XK - )
l' "Poi 8

&
"fﬁié he iiri‘ﬂ | ance, ‘&t 3

J r\-l'"!"r -I‘""'r* Y 1 ha 0. 05 -tht
. belok cates
Nﬂ*ﬂ*‘ W A1 §
‘ A ; Puichise Miciifion hasdee Inten lay.
i870.654% Ct'gﬁ
o

k3 ,-:-n "I q
) v
A entlon to Play H}

a. Dependent Variable: Pay

b. Predictors: (Constant), Play

The coefficients table provides more detail, showing that the unstandardized regression

coefficient for Intention to Play is 0.729, with a constant value of 0.894. This leads to the

regression equation:
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Equation 4.1 Regression Equation between Purchasing Intention and Intention to Play

Pay = 0.894 + 0.729(Play)

where Pay represents Purchase Intention and Play represents Intention to Play. This

equation implies that for eve Intention to Play, Purchase Intention

“‘J

‘ulf ‘ ‘ﬂ

i‘I‘i‘I‘i‘i‘i‘i
“WIN

value of 0.435, meaning that 43"%mefsthevasiatiofi in [ntention to Play can be explained by
Attitude Toward Game. This suggests a moderate level of explanatory power, demonstrating

that a more positive attitude toward games is associated with a stronger intention to play.
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Table 4.11 Model summary of Intention to Play and Attitude toward game

Adjusted R | Std. Error of the
Model R R Square Square Estimate

1 .659° 435 433 .63098

a. Predictors: (Constant), P

The of vari |ff del’s signi e, with an F-value of
307.74 p- Value‘b'f-Q.,Q____.- at the 0. el. This indicates

that gresswn ode reliably predict Int ase | on /£ Attit ward Game.
sssiof | ¢ i 'f ~Adtitude Toward is 0.659,
- N R h
ecting a strong-positiv G o'yariabt
- 4 Fi % p- L
o
- A " "

Table 4. ﬂg 1 \% 0 e to t r e

itionally, the
a—

o

ode S

2. ] .000P

O ta

a@pendent DALt
v

ictors: ( t 4“}
» Y
h'ERe icients ta M d regressi&? t for Attitude

lu 1.373. This le wﬁ sion equation:
@E m ttitude Toward Game

tti)

Towar , with a consta

Equation 4.2 Reg

where Play represents Intention to Play and Atti represents Attitude Toward Game. This

equation implies that for every one-unit increase in Attitude Toward Game, Intention to Play

increases by 0.680 units, holding other factors constant.
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Table 4.13 Coefficients of Intention to Play and Attitude Toward Game

Unstandardized Standardized
Coefficients Coefficients
B Std. Error | Beta t Sig.
1.373 159 8.639 .000
.680 .659 17.543 .000
~ 'Pf? |17y :'/ _ Py
K‘E\\\\\‘al./ e
S\ —
_n : —cle hat Attitude

¢ hypothesis

' %
o t
i s----m ofon. Inténtion to~Play.
ositive attitides o 5?'1'1 enhange
’ s : &‘Q\_
in S

s finding
dighligh “Tmpottanee ofAfosteri
otivation and ﬂﬂﬂ 1C8S-0

layers’

Ir.m* d Garn
'l!lh' 3 AT
%elss .-ﬂ yvithe T EAEA I ary-shows
i-f-'h d*Game ca explained
""-'& "'. - i
edural ) -) neration,yThi a of explanatory pow eaning that

cedura “Geners
\u des towg

Table 4 ull ‘1
) F | "Std. Error of the
Model R = X RQEe Estimate
— E—
1 5432 295 293 .70495

a. Predictors: (Constant), ProcGen

The analysis of variance confirms the significance of the model, with an F-value of
166.997 and a p-value of 0.000, which is statistically significant at the 0.05 level. This indicates
that the regression model reliably predicts Attitude Toward Game based on Procedural
Generation. Additionally, the standardized regression coefficient for Procedural Generation is

0.543, reflecting a moderate positive relationship between the two variables.
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Table 4.15 Analysis of variance of Attitude Toward Game and Procedural Generation

Sum of

Model Squares | df Mean Square | F Sig.

1 Regression

166.997 | .000°

ation

oward c;ﬂ -.Hn ural-ﬂ
GeRF [\

J‘Ila

; ‘“, ﬁocedul@ gration,
r factors constaﬂ.t:;?r

A

i
ﬁ{g&efﬁmen 0 l u-.._r-(c

Wy |
’ Unstandardized

;‘ih—t

Model Sig.
1 (Constant) | 1.682 191 8.806 .000
ProcGen 611 .047 .543 12.923 .000

a. Dependent Variable: Atti

In conclusion, the statistical evidence clearly supports the hypothesis that Procedural
Generation has a positive and significant influence on Attitude Toward Game. Although the

effect size is moderate, these findings emphasize the role of procedural generation in enhancing
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players’ attitudes, possibly by increasing game variety and replayability. However, since the
model explains less than one-third of the variance, further research is needed to identify

additional factors that influence players’ attitudes toward games.

4.3.4 Procedural

othesis that Pr
supportedOy#the regr \

at 21. 7°o of the v.ar n Inte

a.positive influence toward Intention to

neration. ThlSl i \ od ni ulleve explanatory power, §ug
itl icales ,.-"" _ @ — - h!l -2.1311__
hiile Procedural E eration ¢ 1) rib J'(v'l. S May’ other facta
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110.629 and¥a p¥
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0105 t reshold ’ﬁﬂg S
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ionship betweer n;';;-»‘ ation to Play,is net dile to chance
ati tlc@l}ObUSt'
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. Generation

Model Squares Mean Square | F Sig.
1 Regression | 57332 1 57.332 110.629 | .000°
Residual 207.296 | 400 S18
Total 264.628 | 401

a. Dependent Variable: Play
b. Predictors: (Constant), ProcGen
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The coefficients table shows that the unstandardized regression coefficient for
Procedural Generation is 0.508, with a constant value of 2.002. The standardized coefficient
(Beta) is 0.465, indicating a moderate positive relationship. The regression equation derived

from these results is:

Equation 4.4 Regressi etween Attitu e and Procedural Generation
P J’\ 78 ProcGen
ere PW t10n d=PFocGen rep s Procedural
G tion. - ‘_-'_:, E_ -
i P ¥ /;7 "\ J — e ——
- = Py | Sy,
ble e 0 a on

Mo . t
stant) ] 2.002 1 5
O .508 .048
a endent ¢: Play ﬁ?

SUMMakys, t pport t S atgeRroced M} ion has a
posi 1‘1‘&31 ificant in —‘Although th 1Z€ is moderate,
these re 1ghlight the importance ™©f proc€dural generatio @u’ otivating players
to engage $ the relatlvely @ that future research
should explore additi 1

4.3.5 Permadeath has a positive influence on Attitude Toward Game

The hypothesis that Permadeath has a positive influence on Attitude Toward Game is
also supported by the regression analysis. The R squared value for this model is 0.243,
indicating that 24.3% of the variance in Attitude Toward Game can be explained by the presence
of Permadeath mechanics. This reflects a modest explanatory power, with Permadeath being

one of several factors shaping players’ attitudes.
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Table 4.20 Model summary of Attitude Toward Game and Permadeath
Adjusted R | Std. Error of the
Model R R Square Square Estimate
1 4932 243 241 73030

a. Predictors: (Constant), P

The table s \\iﬁfffﬂfand ap- .
statistic 1ﬁcancé"'s£ht_____.- ; | ﬁh‘f;fjﬂw"bbserve onship between
Pe th and Attitude ar “@ is,unli el bedduc to ra dom variation. in the data.
= ‘-__:_. E oy
le 4.21 Analysislof Variahc 3\ ime and-Permadeath
- S [y
o’ S ! 7 A
Model o a ?’ Si
i&. 2 .000°
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ccordi f ot rdi egressi Y ient for
‘1s 0.5 h t . ardi coefﬁcl%; is 0.493,
equationi
ermadeath

indicat Qﬁogerate posit :
S ion between Attitude :{:ﬂ

Equation 4.
ti2280 #lo.51

0.000, confirming the

where Atti represents Attitude Toward Game and PermaDeath represents the

presence of permadeath mechanics.
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Table 4.22 Coefficients of Attitude Toward Game and Permadeath

Unstandardized Standardized

Coefficients Coefficients

ces Inte \.! 0 ".
"’ﬂ
= Py o) )

Std. Error of the

Estimate

74568

a. Predictors: (Constant), PermaDeath

The ANOVA results indicate an F-value of 75.919 and a p-value of 0.000, confirming
that the relationship is statistically significant. This supports the validity of the model and the

positive association between Permadeath and Intention to Play.
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Table 4.24 Analysis of variance of Intention to Play and Permadeath

Sum of
Model Squares | df Mean Square | F Sig.
1 Regression 42.214 1 42.214 75.919 .000°
Residual #jl-‘-
264.628 \ 4

hA PR IR N
(AYAYATAT A
tention to Play and Pe

P LA

_ ..r..l..W 1] "”';-",,f

(Constan T

PermaDeath | 407 399 8.713 .000

a. Dependent Variable: Play

In conclusion, the analysis demonstrates that Permadeath has a significant positive
influence on Intention to Play. Although the effect size is modest, it suggests that permadeath
features can motivate players to engage with games. The relatively low R squared value
indicates that Intention to Play is influenced by a broader set of factors, warranting further

investigation.
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4.3.7 Persistence Systems have a positive influence toward Attitude
Toward Game
The hypothesis that Persistence Systems positively influence Attitude Toward Game is
strongly supported by the regression analysis. The model summary reveals an R squared value

of 0.385, meaning that 38.5% de Toward Game can be explained by

ents a substantial level'ofig

j ///f

Towa and rs1stence Sys e

Ald ﬂ ___ Std. Eg of the
—
f"‘ '- {ila fB"'- 9‘ Estimate

44 =FF

"I"""'E 385 ﬁ 658
‘F -

Persistence System amatory power compared to other

predictors.

i &
AR
G

i’i‘lﬂﬂi
A

_“|___‘_ a _‘__“__‘_‘ gameces.
il“;:“". -. lllll;Lllll } g
{&15 ‘lm’lﬁ | (Yay e a d'Pe % We SySt
| o7
!
L J:' ¥
B (& Web s
%

ste

1“-"&-'

%.ﬁ""‘ d-,

b. Predictors: (Constant),

The coefficients table shows an unstandardized regression coefficient for Persistence
Systems of 0.601, with a constant of 1.817. The standardized coefficient (Beta) is 0.620,

indicating a strong positive relationship. The regression equation is:

Equation 4.7 Regression Equation between Attitude Toward Game and Persistence System

Atti = 1.817 + 0.601(Persist)
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where Atti represents Attitude Toward Game and Persist represents Persistence

Systems.

Table 4.28 Coefficients of Attitude Toward Game and Persistence Systems

Coefficients
. Y "'lnll ‘.

Model

R

Std. Error of the

Estimate

1

.538¢

.68587

a. Predictors: (Constant), Persist

The ANOVA table shows an F-value of 162.532 and a p-value of 0.000, confirming

that the model is statistically significant. This means that Persistence Systems are a significant

factor in predicting players’ intention to engage with games.
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Table 4.30 Analysis of variance of Intention to Play and Persistence Systems

Sum of
Model Squares | df Mean Square | F Sig.
1 Regression #I‘ 6.459 162.532 | .000°
155,169

Residu?
/

13.531 .000
12.749 .000

1 (Constan 2.094
Persist 505

a. Dependent Variable: Play

Overall, the results demonstrate that Persistence Systems have a positive and
significant influence on Intention to Play. The moderate R squared value indicates that while
persistence features are important, other factors also contribute to players’ intentions. These
findings highlight the value of persistence systems in enhancing player engagement and

motivation.
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discrepancy may be due to several factors: (1) these regions have a strong presence of online

gaming communities that are highly engaged; (2) participants might lack motivation to
participate without incentives such as gifts or rewards. These findings suggest that the
demographics of roguelike players extend beyond traditional markets and highlight the
importance of understanding regional preferences in digital game participation.

The occupational distribution also reflects this trend, with many respondents being
students or professionals in tech-related fields who have both disposable income and time to

engage with gaming content. This further supports the notion that younger demographics,
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particularly those from Southeast Asia, are more likely to be actively involved in online gaming

communities and thus participate in such surveys.

5.1.2 Hypotheses Testing

H1 hypothesis states tha has a positive influence toward Purchase

18 Hypot c epted, which indicates that the

Intention (Souza &k
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RQ1: Which specific Roguelike mechanics (procedural generation, permadeath,

persistence meta-progression system) create the most preferred game features by gamers?

The findings indicate that “persistence system” is the most impactful mechanic to both
“intention to play” and “attitude toward playing” with R square of 0.385 and 0.289 accordingly,

followed closely by Procedural generation and permadeath. These results align with the
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growing popularity of games like Hades or Dead Cells, which emphasize persistence system to
the challenging gameplay dynamics.

Community discussions reveal significant diversity in how players respond to roguelike
mechanics. A poll referenced in gaming forums indicated that approximately 60% of

respondents either actively enjg least don't mind the mechanics if the

they are far from us
asts specifically-va .--J sbe ,_Qu f-yo'ufﬁ'r'strunl p

st'v ntbeveryle befote y i tﬁ_ e. e smechamc '
ecial at1 u- m' _“ 'deue ment rather th tatistical
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bility fosters a sense of discovery
and novelty, making players more eage e game and sustain interest over time. The
study highlights that procedural generation drives a positive attitude by satisfying players’ need
for new challenges and surprises, which supports their intention to play.

Permadeath mechanics, while core to the roguelike identity, have a more complex
effect on player attitudes. The research shows that permadeath can generate feelings of mastery
and accomplishment when players overcome its challenges, thereby enhancing intrinsic

motivation and positive attitudes. However, if permadeath is perceived as overly punishing or

unfair-especially without compensatory systems-it can lead to frustration and negative attitudes
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toward the game. The study emphasizes that permadeath’s influence on Intention to Play
depends heavily on its implementation and whether it is balanced with mechanisms that
mitigate player discouragement.

The persistence or meta-progression system emerges as the most influential mechanic

in shaping positive player attitude ioi.to Plays. By allowing players to retain certain

stems provide a sense of
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RQ4: What development strategies can enhance player preference based on identified

mechanics’ impacts?

The results of this study offer actionable insights for game developers, marketers, and

publishers operating in the roguelike and broader indie game markets:

1. Emphasize Meta-Progression in Design and Marketing: Developers should

prioritize the implementation of robust persistence systems, ensuring that players can
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make meaningful progress between runs. Marketing materials should clearly
communicate these features to prospective buyers.

2. Balance Challenge with Reward: While maintaining the genre’s characteristic
difficulty, developers should provide players with permanent upgrades or unlocks that

mitigate the frustration_of.penmadeath is balance can broaden the appeal of

3. : Although et the top driver of purchase
’___,-"l;u_.ﬂf-t:(‘)geplaya tyaDevelopers should
cd, perh allowing players to influence
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reflects a significant shift in wha alue: rather than seeking only challenge and
novelty, they also desire a sense of long-term achievement and investment in the game world.
The preference for persistence systems can be understood in the context of evolving
player expectations and market trends. Traditional roguelikes emphasized high difficulty and
replayability through randomization and permadeath, often resulting in a steep learning curve
and potential frustration. However, the rise of roguelite games-such as Hades, Dead Cells, and

Slay the Spire- demonstrates a successful adaptation: these games retain the core tension of
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permadeath but soften its impact by allowing players to carry forward progress, thus providing
a more accessible and rewarding experience.
The study’s data shows that meta-progression not only increases player satisfaction but

also significantly enhances their willingness to purchase a game before playing it. Players

perceive persistence systems a or their time investment, reducing the

discouragement assqgi epeated failure. allg

till v for. its=eofitribution to

— - ——-
Of) ciigse intemtion compare

ith broader industry research,

ctention and engagement,

eplayability and

——

—

g.persistence

t lies in the sample size, which,
while adequate for preliminary ana mmit generalizability across diverse player
communities within the broader spectrum of roguelike enthusiasts. This raises concerns about
whether the findings can be extended to different demographic groups or geographic regions,
as the current participant pool might not fully represent these variations. Additionally, the cross-
sectional design employed in this study captures attitudinal and behavioral intentions at a single
point in time, which precludes an understanding of how preferences evolve over the player

lifecycle. This means that insights into how players' attitudes toward mechanics or their
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purchasing intentions change with increased exposure to or mastery of roguelike games remain
elusive.

Another limitation stems from the reliance on self-reported data rather than observed
behavior, introducing potential response biases. Participants may not always accurately recall
past behaviors or articulate future. intentions 0 _cognitive limitations or social desirability
effects. Furthermorg

incorporating

design choices based on consumembeh his would bridge the gap between academic

inquiry and practical implementation, fostering a more collaborative relationship between
researchers and industry professionals.

Finally, exploring mechanics outside the traditional roguelike genre could uncover
broader principles of game design or identify unique aspects that define roguelikes. By
examining how similar mechanisms function in other genres, researchers might isolate
variables specific to roguelike experiences, thereby deepening their understanding of what

makes these games distinctive in terms of player engagement and purchasing behavior.
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In conclusion, while the current study provides valuable insights into the relationship
between roguelike mechanics and pre-play purchasing intentions, addressing its limitations
through more nuanced methodologies and broader research scopes will enhance both the depth
and applicability of future investigations. By adopting a multi-faceted approach that integrates

diverse perspectives and real-world.applieations, researchers can unlock deeper truths about
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APPENDIX A
QUESTIONNAIRES

Roguelikes’ Game Mechanics influence

toward pre-play purchasing intention

Study entitled: “Roguelikes’ Game Mechanics influence toward pre-play purchasing intention”
by Passakorn Pattarapakorn (Master student in Industrial Business Administration, King

Mongkut's Institute of Technology Ladkrabang Business School)

In this questionnaire, we define all subgenres of roguelike such as roguelite, action roguelike,

platformer roguelike, etc., as roguelike for implication and simplicity.

* Indicates required question

e 1’0,&,&

below 10
10-14
15-19

20 - 24
25-29
30-39

40 - 49
50-59

60 and older

colololohololoNoNe,



What is your Nationality? *

What is your Occupation? *

Highschool

University (bachelor’s degree)
University (master’s degree)

University (Doctor of Philosophy degree)
Unemployed

Freelance & Part-timer

Full time Employee

Entrepreneur

Pro Gamer

Other:
L

clclolololololoNON®)

C O OO -

NOW ONDy |

1-2 day UF TE
Several times a mo

0000
.
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How much Time do you spend playing video games each day? *

O lower than 30 minutes

O
O
O
O
O
O

about 1 - 3 hours
4 - 6 hours

7 - 9 hours

10 - 12 hours

more than

The questionnaire utilized a 5-point Likert scale with a total of 5 sections. Each section has 4-
5 questions.

Please indicate the extent to which you agree or disagree with the following statements.

1 = Strongly Disagree, 2 = Disagree, 3 = Neutral, 4 = Agree, 5 = Strongly Agree

k. T_— u iy s o -_— w
Section 2% Rdgtieli <e's game Meolia hie . v

When exploring the game store, we see various games labeled as roguelike. Roguelike genre
has become diverse enough to support multiple subgenres. The game mechanics that are
common to traditional roguelikes and modern roguelikes are an emphasis on procedural content

generation, permadeath, and a tendency towards mechanical complexity.
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Section 2.1: Procedural Generation

Procedural generation, the algorithmic creation of randomized levels, enemies, and items.
Unlike static game worlds, this feature ensures that no two playthroughs are identical, directly
addressing players’ desire for long-term engagement. Academic studies on game design

indicate that procedural environments heighten perceived value by framing the game as a

"lasting investment" rather than a finite experience.

make it more

= R

N

.
LA

.
11111

makes me

n Qe SW-Seena 1 0 :- 1 2] o o
Sppy 133 o gl
Strongly Disagreer FTE(:? Strong Agree
s OF e

"I am less interested in games where the level layouts and enemy placements are always the
same." *

1 2 3 4 5
Strongly Disagree O O O O O Strong Agree
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Section 2.2: Permadeath

Permadeath, the mechanic where player progress resets entirely upon failure, is a defining pillar
of roguelike and roguelite. Unlike traditional games that allow save-scumming or checkpoints,
permadeath forces players to confront consequences head-on, transforming each run into a
high-stakes learning opportunity. This mechanic not only heightens tension but also reshapes
player behavior, encouraging meticulous strategy and adaptability. By erasing progress after
death, permadeath ensures that mastery, risk assessment, and resilience become central to the

experience, creating a dynamic loop of challenge and reward.
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% Strongly D1sagree “=-.|'"'I""'" ; Strong Agree-l;
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b thato eree a,,;_,w llenge _ ,. ot 1o ‘..-J ogress a greater
'I. - [

{P

{:S’trongly Disagree™0 O O O O Strong Agree
"I think the fear of Iosing haractér QE mrxg eatitigus’and strategic in my gameplay
decisions." *
1 2 3 4 5
Strongly Disagree O O O O O Strong Agree
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"[ feel like I get better faster when there's a lot at stake.” *
1 2 3 4 5
Strongly Disagree O O O O O Strong Agree

Section 2.3: Persistew
o T

Persistence systems in roguelike and roguelite, such as permanent unlocks between runs, serve
as a psychological bridge between failure and progression. These systems create "small wins",
minor but tangible rewards that give players a sense of incremental mastery even after repeated

deaths.

{_S't‘ré)rngly Disagree O O

¢ss whend=fail insd*game." *
4 5
Strongly Disagree O O O O O Strong Agree

"I do not like a game that loSessall my pro

“I more likely to enjoy a game with storytelling” *

1 2 3 4 5
Strongly Disagree O O O O O Strong Agree
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Section 3: Attitude Toward Game
Based on the description of a game with these mechanics, please answer the following questions

about how you expect to feel about playing it.

“I expect playing this ga

Based on the description of a game with these mechanics, please answer the following questions

about how you feel about playing it.
al 7 ‘IE DF Tb\._,r'

"I would be interested in play1

1 2 3 4 5
Strongly Disagree O O O O (O Strong Agree

"I anticipate spending a lot of time playing this game if it were available." *
1 2 3 4 5
Strongly Disagree O O O O (O Strong Agree
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"I would consider trying this game out if I had the opportunity." *
1 2 3 4 5
Strongly Disagree O O O O O Strong Agree

"I would explore different strategi is.came." *

/""—\

Sy Pm,i:ﬂﬁ% 5 t—x.

Based on the description of a game Wlth these mechamcs please answer the following questions

about how you w1111ng to Purchase it.
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3 4 5
Strongly Disagree O O O O O Strong Agree

Agree

"I am willing to pay fo

Section 6: Additional comments
Thank you very much for your participation.

If you wish to add any comments or further observations, please use the space below.
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Procedural Generation
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Permadeath
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Purchase Intention

Would you like to receive a summary of the results from this study?

O Yes, send to my email the same as recorded

O No
O Other:
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