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Results
The results of the game experience questionnaire showed a very positive game expe-
rience. Most notably positive affect, immersion and flow scored high for the gaze input 
game. Many significant correlations between FSS and GEQ items were found.

Introduction
Jönsson (2005) compared eye and mouse control as input for two 
three-dimensional (3D) computer games and found that game experi-
ence was perceived as subjectively more enjoyable and committing.

Smith and Graham (2006) studied eye-based input for several game 
types. Their results show that participants felt more immersed when 
using the eye tracker as a gaming input device.

Isokoski et al. (2007) describe the advantage of gaze pointing in FPS 
games as aligning the camera (view frustum of the player) to the tar-
get becomes obsolete, when aiming is decoupled from view. Their 
results indicate that gaze input for FPS games can compete with “kill-
ing efficiency” of gamepad input, but leads to more ammunition used 
due to problems of targeting accuracy. 

In contrast to studies, which compared mouse and gaze interaction 
in terms of efficiency and accuracy, the purpose of the study reported 
here is to broadly investigate gameplay experience in a 3D gaze inter-
action game by testing the reliability of a range of subjective experien-
tial questionnaires. 

Conclusion
The low tension and negative affect scores in the GEQ indicate a positive 
feeling of challenge. This is strengthened by high ratings in immersion, 
flow and positive affect. Thus, a navigation challenge through gaze inter-
action creates a positive gameplay experience.

Immersion and spatial presence possible actions ratings were high and a re-
lationship between autotelic experience and immersion was found, which 
demands further investigation. Gameplay experience for gaze interac-
tion games can be accurately assessed with the methodology used in 
this study.

Method
Design and Measures

• Ad hoc questionnaire field study
• Game Experience Questionnaire (GEQ) (IJsselsteijn et al., n.d.)
• Flow State Scale (FSS) (Jackson and Marsh, 1996)

• MEC Spatial Presence Questionnaire (Vorderer et al., 2004) 

Stimulus
• A Half-Life 2 first-person shooter game modification (mod)
• Navigation as challenge
• W-A-S-D keys to control locomotion with keyboard
• Gaze input to control the player camera view

Participants
• 30 Dreamhack participants (28 males, on average 18.7 years old)
• 56.7% played computer games every day
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Figure 2. Average FSS scores recorded from playing the gaze interaction Half-Life 2 
mod.
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Figure 1. Average gameplay experience component scores recorded from playing the 
gaze interaction Half-Life 2 mod. Low tension and high positive affect, immersion, flow 
and challenge scores indicate a positive, challenging experience.
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Further information
Please contact Lennart.Nacke@acm.org for a PDF version of this post-
er. More information on this and related projects can be found on our 
lab website: http://gamescience.bth.se


