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Abstract

Narrative elements in games have been shown to
influence players' emotions and motivation; however,
their role in puzzle games remains underexplored. This
study examines the impact of narrative on player
enjoyment, motivation, and its potential role as an
emotional demand in puzzle games. An experiment with
81 participants compared high-narrative and low-
narrative puzzle games. Results indicate that while
narrative did not significantly enhance players’
motivation to continue playing, it did increase
enjoyment and functioned as an emotional demand.
Further analysis revealed that enjoyment primarily
drove engagement in low-narrative games, whereas
both enjoyment and initial interest influenced
engagement in high-narrative games. These findings
aim to fill a gap in the research on the role of narrative
in puzzle games, offering insights for future game design
and further exploration in this area.
Keywords:puzzle games, narrative,
motivation, demand framework

enjoyment,

1. Introduction

Games with narratives have been shown to
influence a player's emotions (see Bormann &
Greitemeyer, 2015; Chu et al., 2010; Elson et al., 2014;
Iten et al.,2018 ; Schneider et al., 2004; Waern, 2011).
This influence has become a crucial factor in affecting
gamers' motivation and enjoyment of games, although
there is still an ongoing debate about the relationship
between games and narrative (Lindley, 2005; Schneider
et al,, 2004), particularly when it comes to distinct
gaming genres. Across these genres, research has
focused on how the addition of stories can impact a
player's gaming experience (e.g., Moser & Fang, 2015;
Schneider et al., 2004). The impact of stories in games
on players has also been explored in educational
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research, investigating how educational games or
serious games with narratives can motivate students'
learning (e.g., Breien & Wasson, 2020; Naul & Liu,
2020). However, the relationship between puzzle video
games and narrative has received comparatively less
research attention compared to other genres.

Puzzle video games are defined by Cantallops
(2018) as “games where problem solving is the core and
main mechanic and where the main source of
satisfaction is solving these problems” (p. 3). Although
puzzle video games are not totally unstudied (e.g., Bunt,
2019; Fernando et al., 2019; Nelson & Strachan, 2009),
this type of game genre is comparatively seldom
explored, especially when other genres such as
massively-multiplayer online role playing games
(MMORPGs) or multiplayer online battle arenas
(MOBA:) are considered (e.g., Cole & Griffiths, 2017;
Ding et al., 2018; Hussain et al., 2015; Mo et al., 2018).
In the field of game studies, it is not as common to study
players’ experience and motivation when it comes to
puzzle video games, let alone investigate how elements
in puzzle video games affect players’ interest; instead,
the focus has been squarely on the utility of puzzle
games (e.g., Lee et al.,2014; Sitompul & Harahap,
2020).

In the extant literature on puzzle games, they have
primarily been considered a method for investigating
learning curves (e.g., Linehan et al., 2014) or as a
learning instrument in education (e.g., Antonova &
Bontchev, 2019). It has also been utilized to understand
people’s logical reasoning (e.g., Hunaba, 2021) or as a
tool for assessing intelligence (e.g., Quiroga et al.,
2016). Taken together, previous research shows that the
“problem-solving” feature of puzzle games has mainly
been applied in academic contexts. This limited
perspective may stem from the tendency to frame puzzle
games as serious tools in education or aging research,
and from their frequent dismissal as “casual” or less
prestigious, which has led to their relative neglect in
studies of leisure and enjoyment (Consalvo & Paul,
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2019). Moreover, as Elson (2014) notes, narrative in
games can enhance immersion and arousal. Yet for
puzzle games, the enjoyment factor is often overlooked,
particularly with respect to narrative.

This research paper aims to find out how puzzle
video games stimulate players' interest and additionally
to understand if narrative as a game element
(Cantallops, 2018) affects the player's feelings and
motivation to play the game. To answer these questions,
I conducted an experiment in which gamers played a
puzzle game high and low in narrative content. I then
assessed the narrative’s unique impact on their
enjoyment of and intention to continue playing the
game. In this way, we can practically assist game
designers who work on this game genre, while
simultaneously filling the missing fragments in the
research field in regards to motivation and enjoyment of
this popular (Knezovic, 2023), yet understudied, genre
of games.

2. Theoretical Background

2.1 Puzzle Video Games

Puzzle video games or puzzle games are defined as
a type of game where the central and primary
mechanism involves problem-solving, and the primary
source of satisfaction arises from successfully resolving
these challenges (Cantallops, 2018). Based on
gameplay, games can be categorized into physics
puzzles, matching puzzles, and logic puzzles (Shahbazi,
2023). Physics games are a genre of logical puzzle video
games where players are required to utilize the game's
physics and surroundings to solve each puzzle (What Is
Physics Game: Definition and 27 Discussions, 2016b).
Some widely known games include Cut the rope
(ZeptoLab, n.d.) Human: Fall Flat (No Brakes Games,
2023), and Brain It On! -Physics Puzzles (see Kumar,
2023; Slant, 2023). In matching puzzles (also called tile-
matching) video games, players manipulate tiles to
eliminate them based on specific matching criteria (Juul,
2007). It encompasses games involving the swapping of
pieces, as seen in Bejeweled (Arts, 2023) or Candy
Crush Saga (King, n.d.).

However, this classification method is unable to
encompass all types of puzzle games. With the ongoing
development of both the gaming industry and
technology itself, puzzle games are also merging with
other types of games. For example, Puzzled Adventure
games is a game genre that blends puzzle-solving and
exploration within a narrative-driven adventure. This
genre of games combines object-oriented puzzle-
solving and logical deduction, allowing players to
explore the game and unveil the story background
through solving puzzles (see Steam Curator: Puzzled

Adventurers, n.d). Online escape room games have also
gained popularity in recent years as a type of puzzle
game. Players navigate through non-linear spaces,
acquiring clues to escape, with some games
incorporating elements of adventure exploration and
narrative (see Duske, 2022; Escape Room, 2023).
Moreover, detective games are a type of deductive
puzzle game. This genre of games also integrates with
narrative demands, incorporating elements such as
adventure,action, role-playing, interactive-fiction and
more (see Odoerfer, 2022; Zalamea, 2023).

Given the broad scope of puzzle games, this study
narrows its focus to the escape room genre. While such
games vary in the extent to which they incorporate
narrative, many contemporary examples combine
puzzle-solving, exploration, and narrative elements,
thus providing a suitable research context. Taking the
above into consideration, the classification of puzzle
games depends on differences in game design. The
current research field does not have a very rigorous
definition for puzzle games; instead, the categorization
of puzzle games is determined by the game platforms
themselves. Therefore, this study defines puzzle video
games as a type of game in which players utilize logical
reasoning, creative thinking, and problem-solving skills
to advance the game's storyline by unraveling
challenging puzzles or mysteries presented within the
game. This definition is a blend of the existing
definitions present in both literature and industry,
allowing the present work to take on a broad but
empirical view of what is a broad umbrella term for a
variety of games.

2.2 Enjoyment and Narrative in Puzzle Games

Player enjoyment has always been a goal
emphasized by game designers (Schaffer & Fang,
2019). To achieve this, models and experiments have
been developed to understand the factors that influence
gaming experiences (e.g. Fang et al., 2010; IJsselsteijn,
2007; Mekler et al., 2014). Among them, Sweetser and
Wyeth’s (2005) GameFlow model, which is based on
Nabi and Kremar’s (2004) theory of media enjoyment,
identifies eight key elements, namely concentration,
challenge, skills, control, clear goals, feedback,
immersion, and social interaction, as factors that
contribute to game enjoyment (e.g., Sweetser, 2012;
Sweetser et al., 2019).

However, as noted in Section 2.1, puzzle video
games have received relatively limited attention in terms
of both enjoyment and narrative. As discussed earlier,
most research has examined puzzle games in relation to
the preferences of the elderly (e.g. Chesham et al., 2017;
Scharkow et al., 2015), confirming that older adults
prefer puzzle games but without explaining the
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mechanisms  of  enjoyment across  broader
demographics. In the current literature, puzzle games
are also often treated as variables in educational
research to examine students’ motivation and interest,
yet they are rarely studied as leisure games to directly
assess enjoyment (e.g., Antonova & Bontchev, 2019).

Narrative, as one of the elements identified in
Sweetser and Wyeth’s (2005) model, has also been
shown to play an important role in shaping player
experience in empirical gaming studies (e.g., Elson,
2014). Studies in educational, shooter, adventure, and
role-playing games demonstrate that narrative enhances
immersion, engagement, and motivation (Dickey, 2006;
Schneider et al., 2006; Rowe et al., 2011). Although
empirical research on narrative in puzzle games is
scarce, some recent works suggest that narrative can
meaningfully shape engagement even in games with
embedded puzzle elements (Pescarin et al., 2020;
Cardoso & Carvalhais, 2013). In addition to motivation,
prior studies also show that narrative can enhance
enjoyment (Elson, 2014; Dickey, 2006).

Because puzzle games are still fundamentally
games, we do not see a meaningful reason in the
literature to assume that they should function differently
than what has been found across many other genres and
studies. However, we recognize that this particular
genre is still lacking empirical evidence, a problem we
aim to solve. We therefore posit the following
hypotheses:

H1) Puzzle games that are higher in narrative will
lead to greater motivation to continue playing.

H2) Puzzle games that are higher in narrative will
lead to greater enjoyment in players than puzzle games
with less narrative involved.

2.3 Motivation to Play Puzzle Games

According to the self-determination theory (Deci &
Ryan, 2000), humans have basic intrinsic needs:
autonomy, competence, and relatedness. This theory is
also applied to explore game-playing motivation across
the quantitative side of game studies (Rogers, 2017;
Ryan et al., 2006; Uysal & Yildirim, 2016). Przybylski
et al. (2010b) demonstrated in their research, drawing
from self-determination theory, that the widespread
popularity of games is rooted in the psychological
fulfillment that gameplay can offer. They highlighted
that these motivational mechanisms serve as strong
indicators,  surpassing  variations in  player
demographics, and are applicable across various game
genres and content.

While research on game motivations in puzzle
video games specifically is relatively scarce, it is not
entirely unstudied. In the study conducted by Pusey et
al. (2021), puzzle video games were chosen as a

cognitively challenging gameplay to explore the impact
of need frustration on motivation. It discusses how
challenging player experiences may lead to positive
emotions. The results indicate that puzzle games fulfill
the players' competence, subsequently motivating them
to engage in gameplay.

However, the current study seeks to bridge a gap in
the existing literature. While the Pusey et al. (2021)
paper mentions potential factors of game motivation in
puzzle games, its paper focuses on game mechanisms
and does not analyze other elements that may influence
the gaming experience. Sailer et al. (2017) mentioned in
their research pointing out that different design elements
in games may lead to distinct motivational results. Their
findings showed that badges, leaderboards, and
performance graphs have a positive impact on fulfilling
the need for competence and enhancing the perceived
meaningfulness of tasks. In contrast, avatars,
meaningful narratives, and teammates influence the
sense of social relatedness in experiences. This indicates
that various game design elements fulfill different
psychological needs of players, with the story within the
game being one of the influencing factors. However,
there is as of yet a lacuna of empirical evidence
regarding narrative’s role in puzzle game enjoyment -
something the present work aims to rectify.

2.3.1The Demand Framework. Additionally, Bowman
(2018; 2019) proposed four sources of perceived
demands in the gaming process, which include cognitive
demands, emotional demands, physical demands, and
social demands. In the discussion of emotional demand,
it first references Tan's (2008) perspective that
entertainment can be understood as an emotional
experience, with the target emotional state of games
being enjoyment. It further mentions that Tamborini and
colleagues (2010; 2011) applied Self-Determination
Theory (Ryan & Deci, 2000) to explain that the reason
games are enjoyable lies in their ability to satisfy the
player’s basic psychological needs. This need for
satisfaction becomes a key factor in attracting players to
engage in repeated gameplay experiences. Building on
this framework, Bowman (2018; 2019) underscores the
importance of emotional demands in video games,
emphasizing that emotional experiences not only create
enjoyment but also serve as cognitive and motivational
drivers for continued play. Thus, emotional demands,
such as those evoked through narrative elements, may
play a critical role in engaging players and enhancing
their motivation to persist. Given that the previous study
has addressed how puzzle game mechanics provide
cognitive challenges that ultimately lead to positive
emotion for players, this research also presents the
following research question:
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RQ1: Can narrative act as an emotional demand in a
puzzle game?

The present study therefore aims to contribute to
ongoing research on how game narratives function as an
element that evokes positive emotions in players within
puzzle games.

3.Methodology

The primary objective of this research is to explore
the impact of narrative elements in puzzle games on
players' motivation and enjoyment. Therefore, a
repeated-measures experiment was conducted in this
research project to compare players' post-game
experiences in puzzle games with high narrative
elements and those with low narrative elements.

3.1 Participants

Participants (n = 81, achieving 80% statistical
power according to a G¥Power analysis) were recruited
through Facebook and Instagram posts by the research
team, as well as via voluntary sharing by other users on
these platforms. The recruitment criteria included: 1)
participants must be aged 18 years or older, 2)
participants must be able to speak and read either
Chinese (Mandarin) or English, and 3) participants must
have never played the two games being tested. In terms
of their genres of games played, the most frequently
played game genres were puzzle games (n = 46),
followed by role playing games (n = 46), simulation
games (n = 25), action games (n = 22), strategy games
(n=22), first-person shooters (n = 19), adventure games
(n = 18), racing games (n = 11), and survival games (n
= 7). The majority of participants (n = 65, 80.25%) had
previous experience playing puzzle games, and when
evaluated using a Likert scale of one to five, most
participants were at least passingly familiar with the
puzzle game genre (M =2.67, SD = 1.06), and they were
also interested in playing puzzle games (M = 3.52, SD
=0.91).

3.2 Procedure

Upon the arrival of participants at the experimental
site and completion of the consent form, an
approximately one hour experiment was conducted (the
duration was slightly adjusted based on the gaming time
of the participants). This experiment will be conducted
in two phases using a counterbalancing method. During
the experiment, users experienced two puzzle video
games. In the first phase, participants experienced either
a low- or high- narrative puzzle video game and, upon
completing the game, filled out a post-game experience

questionnaire. Subsequently, in the second phase,
participants experienced the game corresponding to the
level of narrative not experienced in phase one and,
upon completing it, again filled out the post-game
experience questionnaire. Participants viewed all
questionnaires in both Mandarin and English, and had
the option to play both experimental games selected (see
measures) in the language of their choice (either English
or Mandarin).

3.3 Materials & Measures

3.3.1 Experimental Stimuli. In this study, “high
narrative” puzzle games refer to those with explicit
storylines, character development, and contextualized
goals that structure gameplay. In contrast, “low
narrative” games focus mainly on puzzle-solving with
minimal narrative elements. Two mobile puzzle games
were preloaded on phones for participants.

Meridian 157: Prologue (NovaSoft Interactive,
2024) was selected as the high-narrative game. It
features a clear storyline that guides players through
scenes using point-and-click interactions, where puzzles
are solved in tandem with story progression.

Rime Room Escape Game (IzumiArtisan, n.d.)
served as the low-narrative counterpart. It begins with a
brief setup in which players are trapped in a book and
must escape, but it offers no further storyline beyond
this.

Figure 1. Side-by-side comparisén of Meridian 157: }
Prologue (left) and Rime Room Escape Game (right).

Both games share a similar art style and point-and-
click mechanics, making narrative depth the primary
variable for comparison.

3.3.2 Measures All measures are presented in
Appendix A. Scales that were only available in English
were translated into Mandarin using the forward-
backward translation protocol (van de Vijver &
Hambleton, 1996).

3.3.2.1 Narrative Engagement Scale The Narrative
Engagement Scale (Busselle & Bilandzic, 2009),
translated into Mandarin by Chen (2017), was used to
assess players’ engagement with game narratives across
four dimensions: narrative understanding, attentional
focus, emotional engagement, and narrative presence.
Each dimension included three items rated on a seven-
point Likert scale.
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In this study, the overall scale showed moderate
reliability, with Cronbach’s alpha values of .60 (pre-
test) and .58 (post-test). Among subscales, attentional
focus showed high reliability (o = .86, .83), emotional
engagement moderate (o = .65, .76), narrative
understanding lower but acceptable (o= .62, .62), while
narrative presence showed poor reliability (o = .29, .35)
and was thus excluded from further analysis. After its
removal, the revised scale yielded alpha values of .62
(pre-test) and .61 (post-test), with average scores of 3.60
(SD =0.73) at pre-test and 3.52 (SD = 0.74) at post-test.
3.3.2.2 Game Demand Scale Four subscales from
Bowman’s (2018) Game Demand Scale, along with
their Chinese translations (Bowman et al., 2021), were
used in this study. Three subscales served as
manipulation checks: cognitive demand, controller-
related physical demand, and exertion-related physical
demand. The emotional demand subscale was used to
assess narrative effects. Participants rated all items on a
seven-point Likert scale.

The scale demonstrated good reliability.
Cronbach’s alpha ranged from .82 to .86 for cognitive
demand, .84 to .88 for exertion-related demand, .82
to .89 for controller-related demand, and .80 to .85 for
emotional demand. The overall average scores were
4.07 (SD=0.67) at pre-test and 4.37 (SD =0.71) at post-
test.
3.3.2.3 Gaming Motivation Inventory (GMI) The
present study also employs a section of the Gaming
Motivation Inventory (Kiraly et al., 2022). It consists of
the final 22 items of the complete scale, beginning with
the question: “What kind of gameplay do you prefer? |
like video games...” These items include: “raise the
level of adrenaline,” “allow players to cooperate with
others,” “allow players to customize their in-game
objects (e.g., avatar/vehicle/stuff...),” and “allow
players to make explosions,” among others. This scale,
using a seven-point Likert scale (o = .84), was
completed by participants prior to the experiment.
3.3.2.4 Enjoyment. To assess enjoyment, a subscale
from the measurement introduced by Lin et al. (2017),
which are derived from Oliver and Bartsch’s (2010)
original work, will be utilized in the present study. The
scale comprises four items: “It was fun for me to play
the game,” “I had a good time playing the
game,” “The game was entertaining,” and “I enjoyed
playing this game” and is available in both Mandarin
and English. Participants will assess their experience on
a seven-point scale, from l=strongly disagree to 7=
strongly agree. In Lin et al.’s (2017) scale, participants
were queried about their willingness to play horror
survival VR games in the future. In this experiment, it
will be adapted to inquire about players' willingness to
engage in puzzle video gaming on a seven-point scale,
spanning from I=completely unwilling to 7 completely

willing= with a question: “How willing would you be to
play similar games in the future?”

In the present study, the Enjoyment Scale
demonstrated excellent reliability. The Cronbach’s
alpha values for the first and second measurements
were .95 and .95, respectively, indicating very high
internal consistency for both instances. The average
score for the Enjoyment Scale was 4.67 (SD = 1.36) at
pre-test and 4.78 (SD = 1.57) at post-test.

4.Results

4.1 Hypothesis Testing

The following analyses were conducted to test the
proposed  hypotheses and research  question.
Specifically, Hypothesis 1 examined whether stronger
narrative increased players’ motivation, Hypothesis 2
tested whether stronger narrative enhanced enjoyment,
and Research Question 1 explored whether narrative
functions as an emotional demand in puzzle games.

Hypothesis 1 predicted that puzzle video games
with a stronger narrative would increase players'
motivation to continue playing. However, the analysis
comparing high-narrative (M = 4.86, SD = 1.65) and
low-narrative puzzle video games (M =4.43,SD=1.82)
found no statistically significant difference in
motivation scores (#(155.08) = 1.57, p = .11, 95% CI [-
0.11, 0.97]). Therefore, Hypothesis 1 was rejected.

Hypothesis 2 stated that puzzle games with a
stronger narrative would enhance players' enjoyment.
The results supported this hypothesis, as enjoyment was
significantly higher for high-narrative games (M = 4.96,
SD = 1.40) compared to low-narrative games (M = 4.49,
SD = 1.49), #(156.07) = 2.04, p = .04, 95% CI [0.01,
0.92].

4.2 Research Question Testing

Research Question 1 asked whether narrative could
function as an emotional demand in puzzle games. The
analysis indicated that narrative does indeed affect
emotional demand, with higher scores for high-narrative
games (M = 3.69, SD = 1.06) than for low-narrative
games (M =3.28, SD =1.13), #(156.03) =2.32, p = .02,
95% CI[0.06, 0.74], suggesting that it could potentially
be a substitute construct in the case of puzzle games.
However, future research would need to confirm this
through testing other game genres to see if this finding
holds.
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4.3 Exploratory Analyses

Since narrative strength did not have a significant
impact on motivation, additional analyses were
conducted to identify alternative predictors. The
exploratory multiple regression models included
predictors drawn from the Game Motivation Inventory
(e.g., action/arcade, cooperation, customization, design,
graphics, story, strategy), the Enjoyment Scale, the
Narrative Engagement Scale, the Game Demand scales,
and individual difference measures (gaming experience,
familiarity with puzzle games, and interest). All
predictors were entered simultaneously (multiple
regression). For high-narrative puzzle video games
(F(20,58) = 5.58, p < .001, R 2 = .54), enjoyment
(estimate = 0.84, p <.001) and interest (estimate = 0.46,
p = .03) emerged as significant predictors of continued
play (all other ps > .11). In contrast, for low-narrative
puzzle video games (F(20,58) = 6.32, p < .001, R 2
= .58), enjoyment (estimate = 0.87, p < .001) and the
understanding subscale of narrative enjoyment
(estimate = 0.67, p = .04) were the only significant
predictors (all other ps > .05). This would suggest that
when narrative is clear and present, players are driven
purely by their general enjoyment of the game and their
interest in the genre. However, when narrative is
comparatively absent, the perception of a narrative —
perhaps of uncovering a thus far hidden narrative — also
contributes to the desire to continue playing.

5. Discussion

In summary, the present work had the goal of
exploring the motivations behind playing the puzzle
game genre, and more specifically, the role narrative has
to play in that process. We proposed two hypotheses and
asked one research question, all related to the
aforementioned constructs. For our first hypothesis, we
posited that the presence of a stronger narrative would
increase players’ motivation to continue playing puzzle
games. This hypothesis was, however, not supported by
our results. A possible explanation for this result could
be found in our exploratory analyses, in which we found
that in low-narrative games, the perception of narrative
understanding contributed to the desire to continue
playing. The core of a mystery is a puzzle — putting the
clues together to figure out ‘whodunnit’. Given the
importance of game enjoyment in our analyses, it is
possible that having too explicit a narrative actually
removes some motivation to continue playing, as it
essentially removes a part of the puzzle. If the player
believes that the narrative is hidden and needs to be
uncovered, then it may be perceived as yet another
puzzle to solve, one that is unlikely to be resolved in the

single 30-minute playthrough participants experienced
in the present experiment.

Our second hypothesis posited that strong narrative
would enhance enjoyment of the game, and this was
confirmed by our results. This is supported by existing
research that has shown that narrative is an important
part of the gaming experience (Breien & Wasson, 2020;
Chen, 2017; Dickey, 2010; Elson, Breuer, Ivory, &
Quandt, 2014; Nelson & Strachan, 2009), but the
present work extends it by demonstrating empirically
that this is also the case for purely entertainment-based
puzzle games. Practically, though, this poses a
conundrum for puzzle game designers. Together, the
results for hypotheses one and two present a conflict for
design: do you maximize narrative for game enjoyment,
or do you create a minimal narrative that serves as a
puzzle in and of itself, much like the games produced by
developers like FromSoftware? Enjoyment is a key
variable in predicting the desire to continue playing,
irrespective of narrative, so it would seem that a puzzle
game devoid of narrative would be a poor choice.
However, if the game is long enough and players may
lose interest over time, having a hidden narrative may
be useful to motivate puzzle gamers to keep going. This
would, however, have to be confirmed with further
longitudinal research, or using an experimental
paradigm with a longer playtime than what was used in
the present work.

Finally, we wanted to determine whether in the
puzzle game genre, narrative could function as an
emotional demand, according to Bowman’s (Bowman,
2018) framework. Our results supported this idea, with
the higher narrative game resulting in higher perceived
levels of emotional demand. Given that higher narrative
also resulted in significantly more enjoyment, this lends
credence to Bowman’s assertions that a variety of
demands, in balance, can be motivating and enjoyable
for players. To our knowledge, this was the first time
this framework was validated on this particular game
genre, contributing to the validation of the framework
overall. That said, it also contributes to more questions
— to what extent do the constructs of narrative and
emotional demand overlap, both in puzzle games and
elsewhere, for instance? Further research is required in
this area.

5.1 Theoretical Implications Our results suggest that
when considering narrative in the puzzle

gaming genre, we have to think slightly differently than
when using this construct in other media.Typically,
narrative is a source of enjoyment in games (Rowe,
Shores, Mott, & Lester, 2011; Schneider, Lang, Shin, &
Bradley, 2004), and although this seems to be the case
in puzzle games too, the present work would suggest
that it may also be a source of competence, as suggested
by self-determination theory (Sailer et al., 2016). If
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puzzle gamers are motivated by mystery, and the
narrative is a mystery, it becomes a kind of game
mechanic in and of itself. This means that, like in the
educational setting, (Chen, 2017; Dickey, 2006, 2010;
Fernando et al., 2019) narrative is an important part of
puzzle gaming in a purely entertainment-focused
setting, but also could serve as yet another puzzle,
motivating players to continue playing longer-form
puzzle games. As noted earlier, though, this is
something that future work should explore through
longer-form research than the present study.

Our results also suggest that narrative and

emotional demand are intrinsically linked, even when
the narrative is only minimal, and that this linkage is
associated with a higher level of enjoyment in the puzzle
game genre. Bowman’s (Bowman, 2018, 2019) work,
along with that of many colleagues (Bowman, Lin, &
Wu, 2021; Kiraly et al, 2022), has shown the
importance of emotional demand in game enjoyment,
but as mentioned earlier, to our knowledge, this is the
first time this has been empirically validated in the
puzzle game genre. The power of narrative to both
increase enjoyment and drive emotional demand, even
in the minimal quantities present in our second game
choice, is something that merits further study, perhaps
in a qualitative form to probe deeper insights among
puzzle gamers.
5.2 Limitations and Future Directions Although this
study has interesting implications, it is not devoid of
limitations. The sample size was sufficient for our
purposes, but not ideal due to time constraints on the
data collection period. In addition, to keep participant
fatigue to a minimum in an already long experiment,
demographics were not gathered to the same extent as
in a typical experimental study. Despite the majority of
the participants being recruited from the local
university, due to existing literature’s findings regarding
age and puzzle game enjoyment (Chesham et al., 2017),
future work should aim for a more diverse sample that
includes age information to see whether our findings
regarding narrative are exclusive to the young adult
world or if they also apply to puzzle games’ fanbase of
older adults. Although we tried to match the games as
closely as we could, we would have also preferred two
games in the same series, or at least from the same
developer, to compare. Future work could build two
games themselves using the same assets, but varying the
degree of narrative, for a more solid comparison. It
would also be ideal to use a single language; however,
due to the cultural diversity at the research site and
limited funding for participant compensation, it was
necessary to incorporate multiple languages.

6.Conclusion

To conclude, the present work provides some
interesting insights regarding the role of narrative in
puzzle games, a previously understudied realm outside
of the educational sector, while also leading to new
areas of research for future scholars. Narrative serves an
important role in game enjoyment within the puzzle
genre, potentially even acting as a source of competence
when presented in a mystery form, but the exact
relationship between narrative and emotional demand
needs to be untangled in future work. The work’s
generalizability to different age groups and genders also
needs further examination. However, we can assert that
a puzzle without a story is quite simply not as enjoyable
as one that includes this classic game element.
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