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Do players persist longer on tasks if they get to g and

choose them? L
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Do players accomplish more tasks when the choice t EF]E

of tasks is decided for them? auﬁn E
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Our experiment has two groups: This is e codls (oX
w\/weu pav*icipths dnoose

In the first group, participants are given choice of thirty numbered Wheiv tosks..
task cards in the virtual environment of Grand Theft Auto IV. There —
are three difficulty categories of easy (green), medium(yellow), T TR 7
and hard (orange) tasks. The tasks are also assignhed one to three o g
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points to see if adding a point value will affect choice. Y777 7
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In the second group, participants are given the same tasks, but ”"'

the task cards are stacked in our best guess for maximum
efficiency.
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We are still scheduling more participants for P\OL(GOQ GS..
our study to make sure we have the best "
possible data set we can. Therefore we can

only give observations so far.
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It appears that there is a skew toward the free —
choice group for those participants that
enjoyed themselves the most.

There is a drastic difference between the
amount of tasks finished between groups.
More tasks are completed by the ordered task §

p“e that we constructed. (Those ave the two covs the p\oyz( could pick oehind i
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