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ABSTRACT

This study has made an in-depth analysis of the ‘Puzzle System’ which is a
characteristic structural unit of the Adventure Game, and concentrates on the mechanism
where the experience arouses in the player a 'desire (quasi—need) to finish’ that leads to
one’s immersion and engagement in the game. In the course of conducting this study,
documentary records were consulted and also this writer personally played video games
to learn the component elements and fundamental characteristics of the Adventure Games
and to experience how the player was immersed in the game. Thus, the Puzzle System
in the Adventure Game was defined and an analysis was made of the structure and
course of play where the puzzle part and the narrative part within the system
organically interacted between them in the system. In order to confirm the formation and
effects of ‘desire to finish’ shown in the hypothetic assumptions, two experiment-purpose
game units were produced, one with dramatic cut scenes and the other without them, so
that differences between them could be found. I also conducted an experiment to learn
the generation and effect of the ‘desire to finish’ of the Puzzle elements by using
different games with a varying degree of difficulty.
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