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Role-Playing Games Design Based on Curiosity Theory
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Design and Manufacture for Vehicle Body, Hunan University, Changsha 410082, China)

ABSTRACT: The paper aims to explore the specific performance and guiding significance of curiosity in design of
role-playing games. Based on the theory of game curiosity and through the research of domestic and foreign literatures
and case analyses, it analyzed 5 performance characteristics of curiosity and the design process of role-playing game. Fi-
nally, the design method was applied to the interface design of conjugate activity in a NetEase mobile game named "De-
mon Seals". It concludes the relationship model chart of the curiosity theory in the design process of role-playing game
and summarizes 5 design methods based on the curiosity theory, which respectively are multi-channel sensory stimulation,
balanced game operation, explorable game elements, target-oriented game design and emotional gaming experience. The
application of curiosity theory in design can provide more design research ideas for game developers, thus they can design
games which are in line with players’ psychological needs and well-experienced.
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Fig.1 Curiosity classification and performance of game
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Tab.1 Design process and performance of role-playing game
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Fig.3 Game design relationship model based on curiosity classification
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Fig.4 Dialogue interface of "Forever Seven Days"
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Fig.5 Role design interface of "Chu Liuxiang"
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Fig.6 Copy loading interface of "Treasure Hunter"
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Fig.7 Interface of "Onmyoji" game
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Fig.8 Role choice interface of "Demon Seals"
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Fig.10 Functions of couple's activity
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