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ABSTRACT

A Human Computation Game(HCG) is designed to solve difficult problems that cannot
be dealt with computers with a large number of individuals’ voluntary participations.
Most existing relative studies focus on building more efficient system for problem
solving, or the individual cases on the development of certain HCGs. However, a game
is fully completed by the players who play it. Therefore, additional research is needed
to annalize the ludic elements of HCGs, which induce people to play them voluntarily.
We studied the purposes, tasks, and the game mechanics of 31 HCGs, then suggested
how to design more enjoyable HCGs.
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[Table 1] Characteristics of HCG
Category

Types
generating metadata, intuitive

decisions, aesthetic judgement,

purpose .

contextual reasoning,
embodiment

output—-agreement,

structure input-agreement,
inversion—problem

cooperate, compete, hybrid

synchronous, asynchronous
single, two—player, multi
verifying data accuracy,

player

others . .
minimizing unnecessary action
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[Table 2] Game Mechanics Classified by Adams

Mechanics Definition
controlling a character or a
physics object in a game world with
certain physical laws
. collecting, consuming, trading
internal .
resources(money, ammunition,
econom, . .
Y HP, MP, skill point, etc)
. blocking or unblocking a
progression .
player moving through levels
tactics placing limited game units
. social interaction among
social
players
B =FoA & [Table 3]3 #o] 31%9 HCG
g EAQL A7 WPeRE <oldxvAY
(ESPGame)>, <ZZ=ol(Foldlt)>¥} o] A 3
AL 95 Foug 25 dolEE FHIA,
<o}H Ey ol Apetopia)>2F  <F =9l (Herdit)> 3}
2ol ARl BA& AWEAY, <&EEZA|(Mole

Bridge)>9} <2F2HA](OnToGalaxy)>9F 7o)
AdAQ A FelolE A HOGE A4

3) 31Z Aol Chst FIHAol MY HEZ =Y
(http://home.ewha.ac.kr/“yanghee/hcg.html) &,

&t mo|x|
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[Table 3] Gameplay Mechanics of 31 Human Computation Games

. . Internal Progre . .
Title Task Purpose Physics 'g Tactical Social
Economy ssion
Magic character compete score,
annotate .. shoot score - -
Bullet recognition agree
Mole annotate character build, score Cross B B
Bridge recognition | explode bridge
. taggin, compete score,
Waisda annotate gg 8 - score - - P
videos agree
Major tagging
. annotate . - score - - -
Miner audios
Tag tagging .
. annotate . - score - - explain
&Tune audios
taggin
Pagehunt annotate gg. 8 - score - - compete score
websites
. taggin, compete score,
ARTigo annotate . £8ms - score - - P
images agree
taggin, avoid
ESP Game | annotate . £eme - score - agree
images taboo
KissKiss tagging compete score,
annotate . - score - ban
Ban images agree
taggin erase, . .
Peekaboom | annotate . esms - score - . give hint
images point
taggin, .
Phetch annotate . 868 - score - - explain
images
. taggin,
PyramidTag | annotate . e8ing - score pass - -
images
tagging
zentag annotate . - score pass - -
images
eneratin
WebPardy | annotate & . & - score - - -
quiz
collecting
Verbosity annotate common - score - - explain
knowledge
. compete score,
EyeWire mark research - score - - P
chat
compete score,
Sketchness mark research - score pass - D
chat
MalariaSpot mark research shoot score - - compete score
. compete score,
EteRNA arrange research navigate kcal - - P hat
cha
rotate, compete score
Foldit arrange research drag, score - - P ’
chat
shake
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Phylo arrange research move tiles score - - -
tagein shoot,
OnToGalaxy select £8ng avoid, score - - -
texts .
navigate
character
Mole Hunt select . whack score - - -
recognition
collecting
Wikispeedia select common - score - - compete score
knowledge
. . score, enter
Apetopia select research run, avoid - compete score
accelerate doors
. shoot,
Disguise select research score - - compete score
explode
VerbCorner select research - score - - compete score
taggin, compete score,
HerdIt select gg. 8 - score - - P
audios agree, chat
Spot the ontology
. select . - score - - agree
Link alignment
taggin . .
Photoslap select . £8ng flip, slap score - trap object
images
Phrase tagging
. select - score - - compete score
Detectives texts
[Table 3]o4 2] (Physics), W45 7 Al(Internal A== FA(annotate), EAl(mark), W<

Economy), ?l?"g(Progression) A= (Tactical),
A(Social) 49 BAME Edlolol7h dE S
23 AT 5 e AE ﬁﬂ 33l [Table 3]°l
A A (purpose)’ = B HFH o]l 2
wAe ey, ‘Hladlask’s Saololrt 2
AR A He B A2 dee] de AF
gt

“2 Physics

2

E Internal Economy

%; Progression

>

° Tactical

£

I} Social

0 5 10 15 20 25 30 35

Total Number of Use in 31 HCG Samples

[Fig. 4] Sum of Gameplay Mechanic Types in 31
HCG Samples

(arrange), A€ (select) o2 EF3} ‘FA'L A

A Auel da] Felolel7l ol 5 Ea
F714Q) onl AR Bgshs Blaaeln, EA
ANE An F 54 Aol g9 wA

ge) ¢4 2 9%

W, e e
CEEEEEE

& o2 [Fig. 4]¢F 22 o
t}. [Fig. 5= HCG ®l&==Ed Hid 7
o] 34 EHEO]E} A ElxzmE AGFY), M(E
Ae(S)e] 47HA &2 BEFFE HCGY
%Xﬂ,% fm EA(AT), A& 2 5d+®), &
2/(CR), °lvA|d (IR) olm A B} A UAT), &4

FHEK), dostaH(L), 2522 FA(0A), A=
(Q), A2EEZ(TT), A4 @ AZ4A-(VISU), H]
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[Table 4] Examples for the Gameplay Mechanics by Task Types

Task Physics Internal Economy | Progression Tactics Social
shoot, build, avoid
annotate score pass, Cross agree
explode taboo, ban

mark shoot score pass - explain

arrange rotate, drag, shake score - - compete score
whack, run, avoid,
select . score, accelerate enter trap agree
shot, explode, flip, slap
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[Table 5] Gameplay Mechanics and Game Genre
Suggestion for HCG Tasks

Task Mechanics Game Genre
social, strategy,
annotate .
tactics management
. action, sports,
mark physics .
racing
physics,
arrange . puzzle
progression
select physics rhythm, platformer
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