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individuals are less willing to exert effort, as reflected in the 
low-effort profile.

Affect and boredom

Further, the four profiles differed in how effort was expe-
rienced during the task (i.e., negative and positive affect 
and boredom). People belonging to the low-effort profile 
reported the most negative experiences, characterized by 
reduced positive affect and heightened boredom. In con-
trast, those in the high-effort profile reported more positive 
affect than all other profiles.

This pattern aligns with prior research indicating that 
value and meaning enhance task experience (van Tilburg & 

high-effort profiles, showing a greater willingness to con-
tinue the task. These profiles represent individuals for whom 
effort holds value beyond merely achieving an external out-
come. On the other hand, the EVC theory predicts that when 
the subjective costs of effort outweigh its expected benefits, 

Table 4  Indicated play times of Tetris per profile
Profile < 5 min 5–10 min 10 min > 10 min
High-effort 4% 25% 39% 32%
Low-effort 6% 38% 43% 13%
Instrumentality-effort 3% 27% 33% 38%
Reward-effort 0% 22% 36% 42%
Participants were intended to play for 10 min. Answers were given 
according to the categories used in the table

Fig. 4  The mean and standard deviation of (A) positive affect, (B) negative affect, (C) boredom, and (D) perceived exertion per effort profile, 
separately for the experimental conditions
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