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Abstract: Productivity systems have traditionally included techniques like timeboxing and GTD (Getting Things Done), along with physical tools like notebooks, logs, and timekeeping instruments, as well as digital applications. However, in recent years, there has been a trend of productivity-focused video games with features like Pomodoro techniques, task management, note-taking, journals, studying together, and connecting with real people. Some of these games have not only achieved commercial success but also received positive reviews, with users vouching for their effectiveness, innovative gameplay for maintaining focus while studying, and boosting productivity. This study critically analyzes the productivity of five commercially successful games on Steam: Ithya Magic Studies, Chill with You LoFi Story, Spirit City Lofi Sessions,  Chill Pulse, and Ropukas Idle Island. The games are analyzed using quantitative data, including game features, pricing, sales, users, developers, and technologies used from SteamDB, as well as qualitative data in the form of user reviews on Steam Community. The findings of the study argue that these games can be considered serious games with productivity as the goal outside the game. These games incorporate gamification elements for motivation and encouragement through unlocking new levels, game features, and avatar props. Compared to typical games, productivity games offer low-intensity interactivity and ambient feedback, which promotes continuous engagement while the user is focused on their work. The current generation and youth have often been criticized for having less focus and attention span due to their over-exposure to new media and technology. While these technologies can be seen as the source of the problem, they can also be used as the solution that innovates games as productivity tools to reclaim their attention and focus.
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