GAME [ssue 13-2025

HSIAO-YUEH YU

National Taiwan University of
Science and Technology
cute_yu0703@yahoo.com.tw

Hsiao-Yueh Yu

Journal -Peer Reviewed

The study of the
players’ pixel
aesthetics in design-
driven practices

ABSTRACT

Players’ characters are set in an aesthetic look that appears on popular platforms
and 1n strategy and role-playing games. MapleStory players, who have an art-
ist’s eye for their iconic characters, are immersed in this, delving into the cus-
tomized, pixelated gaming world. Each character, with its pixels, conveys the
developer’s creative idea for setting up detailed character artwork for players.
Interviewing pixel art fans can help décor, art, and game psychology research-
ers discover why players’ brains and emotions can not stop playing 2D scrolling
platform games. This research provides insight into how players pay atten-

tion to the gameroom with pixelated items inspired by computers. Computer
graphics engineers can print amazing images to guide players in decorating
their gameroom. We examine what game design is and how it is fairly difficult,
and to amuse myself in Super Mario Bros. The originality and our contribution
are to discuss the mechanics-dynamics-aesthetics framework to study game
designs that produce players’ aesthetic experiences.

1. INTRODUCTION

Playable consoles, controllers, keyboards, computer monitors, game cartridges,
polyvinyl chloride figures, and dynamic screens are connected to players and
games. Different games require specific consoles, and players can upgrade their
game consoles. Players’ interiors have spots called man caves in their homes that
feature the ultimate male sanctuary (Bliss, 2017). Shelves are where players love
to collect lots of assortment of 1.65-inch die-cast characters to play and display.
A blocky aesthetic, which means slime cubes, players, and figures in the Mi-
necraft game are pixelated texturing. JADA Minecraft metal figures are pack-
aged in a single unit with a grid format for consistent designs.

In today’s modern era, a character with a pixel-style presence is truly an
aesthetic value of older games, and this style is popular (Zufri et al., 2022). Super
Mario Bros is an art game with a 2D aesthetic of vast side-scrolling, pixel-art
worlds. Since it is revolutionary and the game world is a canvas, the aesthetic 1s

successful. The definition of an art game is a worthy aesthetic form, focusing
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on ambiguity and interpretation in gaming culture, which places great aes-
thetic value on interactivity and nonlinearity (Parker, 2013). Players can observe
aesthetics in Super Mario Bros. Although most levels present similarities, a high
number of free spaces can result in more complex situations than just allowing
greater navigation of the stage without too many jumps (Schaa & Barriga, 2024).

Computer graphics researchers explain that nostalgic emotion is stronger for
older people, and age plays a key role for the gamer who pursues pixel art style
(Bao, 2023). Art, as we have seen, shows that styles have no fixed images. For
toy hunters, Super Mario’s friends and enemies, Pokémon, and MapleStory’s
plushies are players’ favorite collections. If players have sufficient budgets,
buying those may be addictive. The worst is that there is not enough space to
display them. Interiors are not mobile, so they present particular problems in
terms of display (Lees-Maftei, 2008).

A well-designed interior could make a user feel right (Evans & McCoy,
1998). How to properly display action figures? In a setting, interior environ-
mental psychologists discover that people will leave additional interesting spaces
for further continued exploration. Items will attract the occupant’s attention.
In modeling a house, the builder knows how many items and the scale of items
are consistent with the interior (Hobbs, 2013). What are an interior designer’s
perspectives on creating a gameroom? This brings pixel art makers’ know-how

about what kinds of items are users’ game assets.
2. BACKGROUND

2.1 PIXEL ART MAKER

Game expert’s design-based gameroom is a classification to define who is the
designer, pixel art maker, or pixel art fan. In a pixelated room, it all reflects the
player’s style. Pixel art Tetris is a special game with rhythmic gameplay to cre-
ate a visually appealing experience. The original, classic, and early console ver-
sions of Tetris are 8-bit retro-styled block graphics. Gundam game enthusiasts
also use pixel art in Gundam games and pixel Gundam posters. The gameroom
displays the core pixelated nature of the aesthetic.

Consistent color and item display are elegant and have a visual cohesion
because of a put-together appearance. Players who love yellow should arrange
cartoon and animated characters with yellow color, such as Pac-Man, Veteran
of Among Us, SpongeBob, Pikachu, and Adventure Time’s Jack the Dog. In
line with the researcher’s discussion of color and design, this is how objects and
spaces can fit the living environment (DeLong & Martinson, 2013).

Personal computer players and console players use different furniture and
game products. Practically, a gaming lounge chair is suitable for console players;
a gaming desk with a shelf or sofa is good for personal computer and notebook
players. IKEA’s pixelated, simple, authentic, and aesthetic gameroom (See Fig-
ure 1).
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Figure 2: Cool, aesthetic, and retro gameroom

2.2 PIXEL ART FANS
Pixel art fans’ gameroom features pixel characters and monsters. What kind of
wall art is for the platform player? What types of games do players prefer? Inside
the game, the pixel characters and monsters are cute with gender, in different
colors, and are alive. Players understand that normal monsters are more man-
ageable than tutorial monsters. Interestingly, higher-level players are willing to
challenge to quest for higher-level monsters. Collecting drops of monsters, such
as ancient coins, jewelry, magic stones, flaming feathers, and strange treasures
in MapleStory, is a game mechanic used to reward players.

Being a Sonic the Hedgehog fan, mascots in the room are essential. SAN-
EI’s plush toys of Amy, Tails, Knuckles, and Sonic, which are of difterent heights,
should be displayed together. Kirby is a pink, spherical character with red feet.
Kirby’s fans will decorate their room with Kirby action figures and model kits.
To DIY a Kirby room is to make the room look very pink.
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Beyond the realm of gaming, examination of case studies and notable
projects is applied design, where pixel art has found its way into graphic de-
sign (Surabhi, 2022). To interpret pixels in a retro gameroom, entities include
arcade machines, space shuttle toys, flags, and decorations. A girl’s aesthetic
principle in this visual outlet is to use magenta to show attractiveness and color

schemes to make the gameroom a cool aesthetic (See Figure 2).

3. RESEARCH METHODOLOGY

The purpose of this research is to investigate how MapleStory is the highest de-
sign aspect of games that players in the imaginary world experience via aesthetics.
In which the player inputs in-game dynamics, and the dynamics emerge from
the mechanics, so that players can take rule in the game. Past results demonstrate
that game aesthetics significantly influence players’ willingness to engage with
games and their recommendations of these games to others (Mai et al., 2025).

We explore an interesting intersection between pixel art in games and inte-
rior design practices. The topic is engaging and nostalgic. We further confirm
how the game MapleStory affects players in oscillating require ability that buffs
in the unexpected dynamic between light and dark states, unaffected by attack
reflection. A design-driven practice for understanding games from a methodo-
logical lens is to explore design-led thinking in games and how knowledge is
generated in games research and practice, due to games needing to be practi-
cally self-evident (Pinto Neves & Zagalo, 2021).

MapleStory is considered a top design-based game with its iconic 2D side-
scrolling pixel art and unique cutesy aesthetic that has kept it popular for over
20 years. Mechanics-Dynamics-Aesthetics (MDA) 1s a formal, comprehensive
framework to clarify and strengthen the understanding of the player, encourag-
ing experience-driven emotions like surprise, fear, and anticipation (Hunicke et
al., 2013). Consequently, we use the MDA framework as a tool to understand
how players experience the aesthetics of different games (See Figure 3).

CIOEm -

Figure 3: MDA approach in game analysis from designer (blue) and player

(green) perspectives

4. THREE CATEGORIES OF PIXEL-ART GAMES: PLATFORM, STRATEGY, FIGHTING,
AND ROLE-PLAYING

The platform genre is focused on players hopping and bopping through adven-
tures (Bertoli, 2017). In the Mario universe, game excitements are the factor

that keeps players stick to this game. Players want to hit specific blocks to get
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a super mushroom to grow, a fire flower to launch projectile attacks, and the
Starman to gain invincibility. The player represents Super Mario, the most
important protagonist, who has three lives in each level. As stated by players’
opinions to play Super Mario Bros, they move pixels about a screen to solve
pretend problems, and those moments stay with players as meaningtful story-
telling mediums (Allen, 2018). Players navigate through various worlds to save
the princess and protect the mushroom kingdom.

From the phenomenon of what determines aesthetic sensibilities in plat-
form games, there is an artistic medium in the whole game. If we did not use
graphic design to explain the game character’s actions, Mario’s jump and fall
from different heights would be a visual athletic effect. The player’s technique
for high jumping in Super Mario Bros is to hold the A button longer. How to
make a game character look dynamic and have a striking visual? The game’s
physics explains that Mario’s jumping high in the air has a formula to calculate
Mario’s acceleration.

Interface design is important for players who like or dislike playing video
games. Graphic design is a method used to measure players’ aesthetic sense in
games. Good graphic design is essential for player retention and engagement,
while poor graphics often lead to negative experiences (Okur et al., 2024). The
aesthetic of Super Mario Bros 1s characterized by limited color palettes, bold,
rounded, and playful lettering for logos. Players have to choose between one
or two-player modes. The Nintendo classic Super Mario Bros is shown on the
game screen, where the font is pixel-based (See Figure 4).

The player will perceive that the strategy game is designed with frantic and
addictive gameplay. Strategy games are aesthetic and highly popular because
the genre is fast-paced action with casual strategy, and requires keeping an eye
on the game’s items. Crazy Arcade is one of the funniest South Korean on-
line multiplayer games, with an aesthetically animated landscape with trees
and plants. These nostalgic gaming experiences are the player planting water
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Figure 4: Super Mario Bros pixel image
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Figure 5; Crazy Arcade game in village Figure 6: Mega Man’s color design

screen

balloons that blow up, and the opponent can get stuck in them and die. In the
game mode, perceived higher competence to control the game is an explana-
tion for why players love this game.

The game designer’s job is to create things in the sense of art and to design
the model, or design a game’s idea, in the making of fun stuft (McClellan,
2018). More importantly, Crazy Arcade’s explosion is designed both vertically
and horizontally. Players can reach each other through different paths and place
bombs. The top-down grid-based visual style in Crazy Arcade is a distinct
tileset (See Figure 5).

Color is important in games, and mint green is a wellness color for Mega
Man to maintain his health. Players care about Mega Man’s score at the top of
the screen and focus on his health gauge on the left. In Mega Man, amazing is
reflected in the game character’s custom colors. Mega Man’s blue is particular
and has a nuanced color setting according to the 64 color hues. To understand
Mega Man’s blue color in variations, on the did-you-know gaming website,
players will be amazed that Mega Man’s color is limited by the Nintendo En-
tertainment System. That is, Mega Man’s colors are awesome, and it is worth
noting that aesthetic in-game design 1s important because game characters must
be clear for players to control them.

Mega Man has been nostalgic among gamers and has been reimagined and
evolved. The meaning of the nostalgia game is to make nostalgia attract a new
generation of players, and old gaming consoles and arcade machines have been
revitalised by gaming companies (Makai, 2018). CAPCOM’s image for Mega
Man uses a slightly dark blue and a light blue. Mint green in Mega Man shows
that the game-level scene is an aesthetic technique (See Figure 6).

MapleStory’s visual is reflected in design, such as the yellow ribbon pig inside
the small forest, the red snail right outside Henesys, and the iron boar in the
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Figure 7: Players’ pixelated characters of MapleStory

subway transfer area. In players’ experience when playing MapleStory, they love
the gorgeous game audiovisual effects and the character’s spiky hair. Experts
can create a personal avatar name and customize their character to shape self-
identity. This is because avatar identification is a bridging factor between avatar
customization and social behavior in the virtual world (Takano & Taka, 2022).

An epic, adventurous, and action-packed game style is MapleStory. Ma-
pleStory is a successful game that has over 100 million players worldwide. What
supports players continuing to play MapleStory? By handling cognitive load
better, MapleStory remains challenging, fun, and more manageable for play-
ers, especially beginners (Ang et al., 2007). Self-determination theory posits
that the causal elements of autonomy, competence, and relatedness are essential
in massively multiplayer online games to bring people from around the world
together to interact in a real-time game world (Etchells, 2019).

MapleStory’s developers deliver experiences in discovering friends, discov-
ering who you are, and discovering worlds that players have never seen, such as
Ludibrium, where players feel fantastic, magical, and fairytale, driving play-
ers crazy through engaging gameplay. Thereby, the game will foster positive
experiences.

MapleStory’s mushroom has different colors in the expression design. When
players get to a higher level, they will see cynical orange mushrooms and crying
blue mushrooms. MapleStory is a massively multiplayer online role-playing game
(MMORPG) in which players in the virtual world can transform into pixelated
avatars of their characters with iconic two-dimensional charms (See Figure 7).

5. VIDEO GAME FAN'S MATERIAL CULTURE VALUE

Difterent colors of Game Boy consoles and MapleStory character cards are rare

gaming items and collections. Rare game figure toys are never outdated, and
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they can add value. People who like Mega Man have been collecting a McDon-
ald’s Rockman EXE warrior figure toy that was released in 2005. For Mega
Man fans, they possess Mega Man’s background knowledge that the original
Japanese name is Rockman.

5.1 GAME CARTRIDGES AND PRINTING

The Rockman World 4 cartridge has its bright green color, and it looks fresh
like the green apple’s color. Collecting Game Boy Rockman cartridges symbol-
izes why the Rockman game is reminiscent. Yet beyond collections of game
cartridges, preserving large portions of old games’ files, disks, or cartridges and
knowing how to preserve them to make them run is crucial (Barton, 2024).
Looking at the printing of red color on the cartridge, Rush is Rockman’s faithful

and robotic dog, and has a red helmet which is identical to Rockman’s helmet.
Rockman World 4 was released in 1993 CAPCOM cartridge (See Figure 8).

5.2 CHARACTERS CANVAS AND POSTER
Decorating the artistic items on the walls depends on the player’s gaming taste.
Canvas for furniture, artwork, and accessories to make a statement that main-
tains a sense of harmony and balance for users (Enwin et al., 2023). To increase
material culture value, Bomberman players must love Nexon’s Crazy Arcade
game components that hang a poster of eight default playable characters in
Crazy Arcade. The poster is a rare good for players to arouse their involvement
memories when they get the Crazy Arcade poster at a game show.

Standard colors are the main aesthetic of a superhero’s color. Red and yellow
were used for Iron Man, green and purple were Hulk’s primary colors. The
pixel-styled superhero characters’ canvas wall painting is suitable for hanging in

Marvel lovers’ gameroom (See Figure 9).
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6. RESULTS

Our results examine what and how we know about the terribly designed Super
Mario Bros based on empirical research results. Scientific reports about Super
Mario Bros is the childlike wonder induced by the game, which provides a
joytul experience that acts as a therapeutic escape from daily pressures. In fact,
players’ psychological capital in Super Mario Bros is the game’s adversity and
quintessential that requires precise inputs and punishes the player when making
mistakes (Mercier & Lubart, 2023).

Mega Man’s design is not like Super Mario Bros because Mega Man’s weap-
on system and the gameplay loop are deeper and more strategic. The game goal
of Super Mario Bros is to move from left to right to reach the flagpole at the end
of each level. Platform game design on motion is an element that players will
give up on the game or spend more time to pass each level (Anthropy, 2012).

6.1 OBSTACLES

Defeating difficult obstacles in games brings a profound sense of achievement
because it validates player dedication, skill, and persistence after numerous at-
tempts. Overcoming the emotional burden of failure to achieve success requires
persistence, and it is used to test players’ endurance of difficulty (Hefkaluk et
al., 2024). Specific results to understand why humans play behavior in video
games is to ensure Maslow’s hierarchy of needs when obtaining safety needs
and health (Nguyen & Bavelier, 2023). Based on the desire-satisfaction theory,
it can explain why players care about winning at games because doing so would
be a valuable achievement (Baron-Schmitt, 2023).

6.2 FATIGUE

Super Mario Bros fast-paced action and precision, which can be mentally
exhausting. The competence to play Super Mario Bros is the player’s physical
competence in terms of jumping, timing, and agility (Gandolfi & Semprebene,
2015). The player will lose a life whenever he fails to reach the flagpole, either
because he is killed or because he runs out of time (Demaine et al., 2016).
Moreover, the time limit increases a layer of stress, forcing players to act quickly
rather than methodically, which increases the likelihood of errors. The game
mechanic allowed Mario to die and lives repeat; the failure to cause Mario’s
death for the player will be erased (Lahdenperi, 2018).

6.3 FRUSTRATION

Super Mario Bros forces quick reflexes and unforgiving design, including un-
expected enemy patterns and instant-death hazards that lead to frustration. For
well-versed players, it is also sometimes difficult to remember and control be-
tween the direction pad and character movement, causing the player’s in-game
death (Newman, 2018). It is possible that Mario does straight-up fall into what
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seems to be an infinite void. Hammer bros are Koopas, and they are dangerous
when they throw hammers at the player.

Analyzing cognitive nucleus level in Super Mario Bros, the easier method to
defeat enemies or overcome obstacles is launching a small fireball (Sedig et al.,
2017). Touching an enemy from the side or bottom results in Mario’s damage,
shrinking, or dying instantly if he is small. Game over is terrible for players if
they die on 3-4; they start at 3-1. Super Mario Bros is considered the ultimate
platform hell and Nintendo is hard due to its difhiculty.

To win, players often rely on extreme patience, memorization, and mastery
of Mario’s movement mechanics, as many of these stages are designed to kill
players several times before they learn the pattern. For a player, formulating a
complete set of heuristic rules is challenging since game content is observable
but less explainable and hard to abstract (Shi & Chen, 2017).

7. CONCLUSION

Video games and computer engineering have evolved into a dynamic medium,
art, design, science, and marketing techniques used together, transformed into
ameta (Okur & Aygenc, 2018). Specifically, games are valuable in many ways,
and we can find art in them (Jancsovics, 2021). Supporting adults playing a loss
and nostalgia video game does not mean that what we are doing is childish and
meaningless. Our research implication is for those interested in game psychol-
ogy, video game values, and game aesthetics. We discuss the enduring thrive of
pixel art across different game genres and its transition from digital screens to
physical environments.

These days, older game fans who stay at home spend more time playing clas-
sic nostalgia games. MapleStory’s game cards, bright yellow-green slime plush
toys, poster prints, and game skill books are wonderful collections for those
who love these classic games. Our research sheds light on why pixel art games
remain immensely popular, driven by a blend of nostalgia, distinct artistic
charm, and practical development advantages. Today’s video game characters
look better because they have higher resolutions.

Recently, players prefer to play smaller nostalgic Tamagotchi game which
are small egg-shaped portable digital virtual pet video games that were first
released in 1996. Playing handheld video games became popular when there
was increasing busyness at work, giving players not much time to play com-
puter games or home video game consoles at home. Playing several times a day
became a desire. Lightweight game machines for players that are easy to store
and suitable for travel and outdoor activities. The suggestion for nostalgic and
enjoying early design gaming experiences is to play the Digimon virtual pet
digital monster game from 1997.

Disclosure statement: No potential conflict of interest was reported by the author.
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https://www.gamejournal.it/il3-12-Yu 186



GAME [ssue 13-2025

REFERENCES

Allen, M. (2018). Retro games: Profiling the best titles from the
golden age of gaming. Dog n Bone.

Ang, C. S., Zaphiris, P., & Mahmood, S. (2007). A model of
cognitive loads in massively multiplayer online role-playing
games. Interacting with Computers, 19(2), 167-179. https://doi.
org/10.1016/j.intcom.2006.08.006

Anthropy, A. (2012). Rise of the videogame zinesters: How freaks,
normals, amateurs, artists, dreamers, drop-outs, queers, housewives, and
people like you are taking back an art form. Seven Stories Press.

Bao, S. (2023). Pixel art style affects temporal estimation in
visualized situations. International Journal of Affective Engineering,
22(2), 145—155. https://doi.org/10.5057/ijac. IJAE-D-23-00002

Baron-Schmitt, N. (2023). Who cares about winning?
European Journal of Philosophy, 31(1), 248-265. https://doi.
org/10.1111/ejop.12805

Barton, L. (2024). Saving in progress...: The impact of policy
on video game preservation. Culture: Policy, Management, and
Entrepreneurship, 2024, 3(1), 53—70.

Bertoli, B. (2017). 101 video games to play before you grow up: The
unofficial must-play video game list for kids. Walter Foster Jr.

Bliss, D. (2017). Man caves: Create the ultimate male sanctuary to
get away from it all. Dog n Bone.

DeLong, M., & Martinson, B. (2013). Color and design. Berg
Publishers.

Demaine, E. D., Viglietta, G., & Williams, A. (2016). Super
Mario Bros. Is harder/easier than we thought. In the 8th
International Conference on Fun with Algorithms. Leibniz
International Proceedings in Informatics, 49, 1-13. https://doi.
org/10.4230/LIPIcs. FUN.2016.13

Enwin, A. D, Ikriko, T. D., & Jonathan-Thua, G. O. (2023).
The role of colours in the interior design of liveable spaces.
European Journal of Theoretical and Applied Sciences, 1(4), 242-262.
https://doi.org/10.59324/¢jtas.2023.1(4).25

Etchells, P. (2019). Lost in a good game: Why we play video games
and what they can do for us. Icon Books.

Evans, G. W., & McCoy, J. M. (1998). When buildings don’t
work: The role of architecture in human health. Journal of
Environmental Psychology, 18(1), 85—94. https://doi.org/10.1006/
jevp.1998.0089

Gandolfi, E., & Semprebene, R. (2015). Play the game in the
opening scene: A multidisciplinary lens for understanding
(video) ludic movies, including Super Mario Bros., Resident
Evil, and Scott Pilgrim vs. the World. G|A|M|E The Italian
Journal of Game Studies, 1(4), 37—48. http://www.gamejournal.
it/4_gandolfi_semprebene/

Hefkaluk, N., Linehan, C., & Trace, N. (2024). Fail,

fail again, fail better: How players who enjoy challenging
games persist after failure in “Celeste”. International Journal of
Human-Computer Studies, 183, 1-11. https://doi.org/10.1016/].
ijhcs.2023.103199

Hobbs, E. W. (2013). Pictorial house modelling: A practical manual
explaining how to Make models of buildings. Read Books.
Hunicke, R., LeBlanc, M., & Zubek, R. (2004). MDA: A
formal approach to game design and game research.

Hsiao-Yueh Yu

of the players’ pixel aesthetics in design-driven practices

In Proceedings of the AAAI Workshop on Challenges in Game Al,
4(1), 1-5. http://[www.cs.northwestern.edu/~ hunicke/ MDA .pdf

Jancsovics, K. (2021). Play the art: Artistic value in video
games. Replay: The Polish Journal of Game Studies, 8(1), 37-51.
https://doi.org/10.18778/2391-8551.08.02

Lahdenperi, L. (2018). “Live - die - repeat”. The time loop
is a narrative and a game mechanic. International Journal of
Transmedia Literacy, 4, 143—165. https://doi.org/10.7358/1jtl-
2018-006-lahd

Lees-Maflei, G. (2008). Introduction: Professionalization as a
focus in interior design history. Journal of Design History, 21(1),
1-18. https://doi.org/10.1093/jdh/epn007

Mai, L. C. E,, Long, S., Yuan, Y., & Fu, K. (2025).
Analysing players’ perceptions of game aesthetics. Frontiers
in Communication, 10, 1-15. https://doi.org/10.3389/
fcomm.2025.1622613

Makai, P. K. (2018). Video games as objects and vehicles
of nostalgia. Humanities, 7(4), 118. https://doi.org/10.3390/
h7040123

McClellan, R. W. (2018). Video game design: The student
handbook. Circle 5 Publishing.

Mercier, M., & Lubart, T. (2023). Video games and creativity:
The mediating role of psychological capital. Journal of Creativity,
33(2), 1-5. https://doi.org/10.1016/j.yjoc.2023.100050

Newman, J. (2018). The game inspector: A case study in
gameplay preservation. Kinephanos: Journal of Media Studies and
Popular Culture, Special Issue, 120—148. https://researchspace.
bathspa.ac.uk/10988/

Nguyen, A., & Bavelier, D. (2023). Play in video games.
Neuroscience and Biobehavioral Reviews, 153, 1-16. https://doi.
org/10.1016/j.neubiorev.2023.105386

Okur, M., & Aygenc, E. (2018). Video games as a teaching
and learning tool for environmental and space design. Eurasia
Journal of Mathematics, Science and Technology Education, 14(3),
977-985. https://doi.org/10.12973/ejmste/80932

Okur, M., Kizil, R., & Atamaz, E. (2024). The art of graphic
design in video games: Beyond the visual. Amazonia Investiga,
13(78), 9-26. https://doi.org/10.34069/A1/2024.78.06.1
Parker, F. (2013). An art world for artgames. Loading...: The
Journal of the Canadian Game Studies Association, 7(11), 41-60.
https://loading journals.publicknowledgeproject.org/index.php/
loading/article/view/119

Pinto Neves, P., & Zagalo, N. (2021). The systems and
methods of game design. Information, 12(12), 1-3. https://doi.
org/10.3390/info12120494

Schaa, H., & Barriga, N. A. (2024). Evaluating the expressive
range of Super Mario Bros level generators. Algorithms, 17(7),
1-14. https://doi.org/10.3390/a17070307

Sedig, K., Parsons, P., & Haworth, R. (2017). Player—game
interaction and cognitive gameplay: A taxonomic framework
for the core mechanic of videogames. Informatics, 4(1), 4. https://
doi.org/10.3390/informatics4010004

Shi, P., & Chen, K. (2017). Learning constructive primitives
for real-time dynamic difficulty adjustment in Super Mario

https://www.gamejournal.it/il3-12-Yu 187



GAME [ssue 13-2025

Bros. IEEE Transactions on Games, 10(2), 155-169. https://doi.
org/10.1109/TCIAIG.2017.2740210

Surabhi, A. (2022). Pixel perfection: The evolution of digital
art in applied design. International Journal of Current Science,
12(1), 812-817. https://rjpn.org/ijcspub/viewpaperforall.
php?paper=IJCSP22A1222

Takano, M., & Taka, F. (2022). Fancy avatar identification and
behaviors in the virtual world: Preceding avatar customization

Hsiao-Yueh Yu

of the players’ pixel aesthetics in design-driven practices

and succeeding communication. Computers in Human Behavior
Reports, 6, 1-12. https://doi.org/10.1016/j.chbr.2022.100176

Zufri, T., Frans, O., & Hilman, D. (2022). Pixel art for game
character design. Journal of Games, Game Art and Gamification,
7(1), 27-31. https://doi.org/10.21512/jggag.v7i1.8565

https://www.gamejournal.it/il3-12-Yu 188



