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Preface 

This research project is an investigation into the prediction of happiness from everyday 

video games with a variety of structural characteristics and video game engagement 

experiences. Throughout this paper, the reader will be informed of some of the many 

concepts, meanings, and psychological terminology, associated with video games and 

positive psychology. This research paper is divided into three parts: 

1. Background and Introduction to Video Gaming For Wellbeing, 

2. Methods, Results and Discussions of Two Research Studies, 

3. General Discussion and Implications for Positive Psychology. 

Part One is divided into five chapters which brings the reader through a series of theoretical 

aspects of how video games have been used as positive affect agents in terms of both a 

hobby and as a clinical tool. Part Two is an investigation of two research studies, which are 

methodologically different, and both contribute to the understanding of happiness among 

video gamers who play video games with an abundant amount of structural and engaging 

features. Part Three discusses the implications of the two previously conducted studies in 

the context of existing research, and provides practical, empirically supported suggestions 

for video game positive psychological interventions. 
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Abstract 

Introduction: Modern day video games are made up of a variety of structural video game 

characteristics and engage video gamers in such a way that they experience a variety of 

positive and negative psychological effects. The main aims of the present research are to 

investigate the relationships between the structural video game characteristics, video game 

engagement and happiness; and to identify alternative factors that may have predicted or 

hindered happiness in context. Methods: Study 1 employed a cross sectional design 

among a cohort of 207 video gamers using online questionnaires. Study 2 used case studies 

to measure the in-game experience and obtain an in-depth contextual portrait of three video 

gamers. Results: The results of Study 1 indicated that flow was predicted when video 

gamers rated punishment (i.e. lose a life, restart a level) and presentation (i.e. audio and 

graphics) features as present and important. There was also a significant negative 

relationship between happiness and flow. The results of Study 2 identified six themes: 

positive and negative affect, social and cognitive aspects, engagement, and realism, as 

factors which may have played an influencing role in the prediction of happiness. 

Discussion: It is concluded that the punishment and presentation features aid in the 

facilitation of a flow experience, as the punishment gaming aspects may contribute to the 

task difficulty and degree of effort required to achieve a flow state. Implications of the 

research findings are applied to video game positive psychological interventions. Strengths, 

weaknesses and suggestions for future research are discussed. 
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Key Terms 

Before an extensive and non-exhaustive literature review is carried out, it can be argued 

that relevant key terms are important to define and explain. In the present research, a 

number of terms are used casually, in some cases interchangeably, and often in a manner 

that it is assumed the reader is informed of the relevant meaning. Thus, some casual terms 

are defined and explained below. 

Gaming Terms 

Cyberpsychology 

Cyberpsychology is an emerging field that concerns itself with the psychological 

phenomena that is affected by or associated with emerging technology (Norman, 2008). 

Game 

Many researchers have debated on what exactly is a game. Two modern day scholars who 

clearly define what a game is include Juul (2005) and McGonigal (2011 ). Juul's (2005) 

definition of game described how a game has five characteristics: games are rule-based 

formal systems with a variable and quantifiable outcomes, different outcomes are assigned 

different values, the player exerts effort in order to influence the outcomes, the player feels 

attached to the outcomes, and the consequences of the activity are optional and negotiable. 

McGonigal (2011) described games as having four defining traits: goals, rules, a feedback 

system and voluntary participation. 

Gamer/ Player 

A gamer, or player, can be described as an agent who makes the decisions within a game 

(Turocy & von Stengel, 2002). 

Playl Playing 

Play can be argued as a behaviour sequence that involves enjoyment, flexibility and 

pretence (Smith, Cowie & Blades, 2011 ). Krasner and Pepler (1980} put forward a formal 

model of play. Playing occurs when the interactions of flexibility, positive affect, nonliterality, 

and intrinsic motivation happen at the same time (Krasnor & Pepler, 1980). 
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Video Games/ Computer Games 

Video games are essentially a form of game. Tavinor (2008) stated that video games are a 

digital medium of games that are designed, marketed and played as games. Video games 

are playable on a personal computer (PC) or a console such as the X-Box 360 or Nintendo 

Wii. Similar to most forms of media, video games come in a variety of genres. Video games 

are often used synonymously with computer games because researchers often refer to 

computer games as broadly similar to video games (see Kirriemuir, 2002 as an example). 

Positive Psychology Terms 

Happiness 

The concept of happiness has changed over time. Within different cultures today, happiness 

has multiple meanings. As no single definition of happiness will suit all pioneers of 

happiness research, most modem day researchers and philosophers tend to agree on 

concepts such as subjective wel/being and eudaimonic wellbeing as sufficiently close 

(Kesibir & Diener, 2008). However, positive psychologists have attempted a definition of 

happiness. Happiness (often referred to as subjective wellbeing or SWB) can be defined as 

individuals' cognitive and affective evaluation of their own life (Hefferon & Boniwell, 2011 ). 

Positive Affect 

The term positive affect may appear broad in the sense that it can be argued that negative 

affect can become positive, and that positive affect itself can increase. However, positive 

affect generally refers to the various positive emotions, feelings and moods that individuals 

frequently experience and easily recognize (Boniwell , 2008). 

Positive Psychology 

Positive psychology has been conceptualized as the science of optimal functioning 

(Seligman & Csikszentmihalyi, 2000). However in recent years, positive psychology has 

arguably become broader in concept and defined as a discipline that focuses on positive 

experiences, positive personality traits and positive social interactions (Pietrowsky & Mikutta, 

2012). 

10 



Wei/being 

Wellbeing incorporates all positive psychological, cognitive, emotional and social aspects 

of mental health (World Health Organisation, 2014 ). In various research studies, wellbeing 

has been used synonymously with self-actualization, contentment, adjustment, economic 

prosperity and happiness (Hefferon & Boniwell, 2011 }. Wellbeing is often deemed a 

subjective self-report construct in psychological literature as individuals have the ability to 

measure and assess wellbeing for themselves (Deci & Ryan, 2008). Wellbeing is usually 

associated with positive affect such as the experience of positive emotions, low levels of 

negative moods, and high life satisfaction (Snyder & Lopez, 2005). Ryan & Deci (2001) 

stated that individuals seek wellbeing in hedonic and eudaimonic constructs. Hedonic 

wellbeing often refers to short term pursuits such as; personal pleasure seeking, comfort 

and social interactions, whereas eudaimonic wellbeing often refers to more long term 

pursuits such as; high life satisfaction, positive flow states, elevation and inspiration (Ryan 

& Deci, 2001 ). 
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"Video games are bad for you? That's what they said about rock-n-ro/1." 

- Shigeru Miyamoto 

"Creator of the Legend of Zelda Video Game Franchise" 

12 



Part 1 

Background and Introduction to Video Gaming For Wellbeing 
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Chapter 1: Psychology and Video Games 

The Video Game Industry 

The video game industry has experienced explosive growth in recent years (Gallagher, 

2013). According to The NOP Group (2013), the total consumer sales of video and PC 

games and related hardware in the United States of America in 2012 were approximately 

$20.88 billion. The estimated video game sales in North America in 2012 were $7.1 billion, 

accounting for 48% of the entire video games market (Usher, 2013). The estimated 

combined video game sales in France, the United Kingdom and Germany in 2012 were $4.1 

billion (Usher, 2013). The video game with the most units sold in the US in 2012 was Call 

of Duty: Black Ops II (The NOP Group, 2013). 43.5% of the total video game sales in the 

US in 2012 were action and shooter based video games (The NOP Group, 2013). 

The Entertainment Software Association (ESA: 2013) reported that 58% of Americans play 

video games, 55% of those gamers are male, and 45% are female. According to a European 

consumer research survey of video games, it was reported that 80% of male and 61 % of 

female Europeans aged 18-24 years of age play video games (Epsos MediaCT, 2012). On 

average, 25% of Europeans play video games at least once a week (Epsos MediaCT, 2012). 

The average age of a gamer in the US is 30 years of age (ESA, 2013). According to 

McGonigal (2012), gamers spend approximately 10,000 hours of gaming before the age of 

21, which is roughly equivalent to the amount of time American children spend in school 

grades 1 to 12. 

Thus, it appears that playing video games is a prominent and popular past time among 

many individuals. However, prior to the late 1980s, the video game industry was arguably 

dormant. The earliest most widely available console video game was called "Spacewarf' 

developed by Steve Russell, Alan Kotek, Martin Graetz and their colleagues at the 

Massachusetts Institute of Technology in 1962 (Lowood, 2009). "Spacewarf' was developed 

for the Programmed Data Processor 1 (PDP-1 ), an oversized minicomputer with limited 

functionality (Computer History Museum, 2014 ). The gameplay involved two players 

controlling two armed spaceships in battle while maneuvering in the gravity well of a star. 

Each player had limited firepower and fuel supplies and must also avoid collision with the 

star. The controls involved the use of front panel test switches during the first development 

of the game. 
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The video game industry experienced a significant boom in the late 1980s when computer 

technology had evolved to become more versatile and generally more powerful (Greenberg, 

Sherry, Lachlan, Lucas & Holmstrom, 2010). Video game consoles such as the Atari, 

Nintendo NES, Nintendo Gameboy, Sega Genesis and PlayStation, replaced earlier 

console machines (such as the PDP-1) that had limited games and gaming features 

(Greenberg et al., 2010). The most recent generation of video game consoles (Nintendo Wii, 

X-Box 360, PlayStation 4 etc.) started using more elaborate technology to immerse gamers 

into highly visual and interactive virtual worlds (Greenberg et al. , 2010). Modern video 

games nowadays contain an abundant amount of structural video game characteristics 

including high sound qualities, social features, graphic realism, in game branding, avatar 

personalization and advance control features, to name but a few (Wood, Griffiths & Parke, 

2007). 

With the rapid technological advancement of modern video games, it has been suggested 

that the genre, content and sophisticated immersion features within video games are subject 

to debate on the psychological effects on gamers, culture and society (Egenfeldt-Nielsen & 

Smith, 2004). Furthermore, the research perspectives on how video games have been 

studied by researchers and developers are also contestable, because of the difficulties 

associated with carrying out research in the area of video gaming and psychology 

(Egenfeldt-Nielsen & Smith, 2004). 

Video Games and Psychology 

Researchers in psychology have typically used two traditions when investigating video 

game psychological phenomena: the active media tradition and the active user tradition 

(Lee & Peng, 2006; Egenfeldt-Nielsen & Smith, 2004). The active media tradition is most 

concerned with the effects that the media has on the individual, and the active user tradition 

is most concerned with the effects the individual has on the media. Within the active media 

tradition , researchers are often most concerned with the negative effects associated with 

video games (Egenfeldt-Nielsen & Smith, 2004 ). This is often the case with violent video 

games. Violent video games specifically are often subject to debate among video game 

researchers due to their violent content and storylines (Bushman & Gibson, 2011 ). Such 

negative effects associated with violent video games include increased in aggression and 

likelihood to engage in antisocial behaviour (Anderson et al., 2010; Carnagey & Anderson, 

2005). These studies that investigate negative affect in the active media tradition tend to 
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carry out experimental designs and questionnaires after gamers have played a video game 

(Egenfeldt-Nielsen & Smith, 2004 ). One of the main strengths of active media tradition 

studies is that a quantifiable indication can be computed to measure the extent of the 

negative and positive affect from playing certain video games. 

However, these active media tradition studies have limitations, which may be addressed 

within the active user tradition. One such limitation is that the in game experiences are 

diminished when the gamer has stopped playing the game (Egenfeldt-Nielsen & Smith, 

2004 ). It is difficult to investigate the effects of in game experiences such as flow, absorption, 

presence, and immersion when the measurement is presented to video gamers after they 

have stopped playing. Oswald, Prorock and Murphy (2014) criticized the active media 

tradition as unnecessarily restricting the psychological scope of research in video gaming. 

However, causality appears to be a highly controversial issue in the active media 

perspective. An example of this can be argued when aggression is studied in violent video 

games. 

Much research has supported the hypothesis that violent video games increase aggressive 

behaviour in children and young adults (see Anderson & Bushman, 2001 for a meta analytic 

review). However, given the content and media exposure of television and other forms of 

media, among other psychosocial factors, such as level of household income, amount of 

children per household, and allocated screen time; it has been argued that it is not possible 

to establish direct cause and effect of specific media effects on human behaviour (Parkes, 

Sweeting, Wight & Henderson, 2013). 

The longitudinal study by Parkes et al. (2013) can be argued as a key study for two reasons; 

it was one of the first longitudinal research studies to investigate psychosocial predictions 

on media exposure; and the results of the study revealed discrepancy findings that 

contested the hypotheses of increased aggression and anti-social behaviour as significant 

effects of exposure to media. More specifically, it was found that television, not video games, 

had higher prediction scores of negative psychosocial adjustment among children (Parkes 

et al., 2013). This is consistent with previous research suggesting that video games are 

capable of achieving positive psychosocial outcomes among individuals (Bryce & Kaye, 

2009). 

This may present an argument for video games can be used as positive media outlets. More 

globally, video games used as positive technologies. Up until now, this chapter has primarily 
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addressed a history of the psychology of video games with an indirect focus on some of the 

negative psychological consequences such as increased violence and aggression. It must 

be noted that a variety of other negative psychological consequences have been associated 

with playing video games such as video game addiction and . One other consequence is 

that of video game addiction, which will be explored in a later chapter. The remainder of this 

chapter will address video games as positive technologies. 

Video Games as Positive Technologies 

Video games have been known to increase human happiness and wellbeing, which may 

classify video games as positive technologies. Positive technology involves the principles 

of positive psychology combined with enhancements of information communicative 

technologies to promote wellbeing (Riva et al. , 2012). Positive technologies have been 

classified according to their effects on three aspects of the human experience: technologies 

designed to foster positive emotions (hedonia), technologies designed to support individuals 

in reaching engaging and self-actualized experiences (eudaimonia) and technologies 

designed to promote social support and connectedness among groups and organizations 

(Riva et al., 2012). However, it can also be argued that video games that were not designed 

as positive technologies are also capable of achieving positive affect. 

In an extensive publication, Kutner and Olson (2008) identified several emotional and social 

benefits from playing violent video games. One such finding was that young boys, who did 

not game during the week, were more likely to experience emotional disturbance compared 

to other boys who did game during a typical week (Kutner & Olson, 2008). In another study, 

Olson, Kutner and Warner (2008) carried out qualitative research investigating mood and 

aggression in young boys. Olson et al. (2008) found that young boys felt calmer, less 

aggressive and less angry when playing violent video games. 

According to Forbes (2013), the most enjoyed video games of 2013 included Diablo 111, 

Killzone: Mercenary, and Grand Theft Auto V. Grand Theft Auto V, developed by Rockstar 

North, became the fastest selling entertainment product in history, when sales of up to $800 

million were recorded on the first day of release to public audiences. Grand Theft Auto V 

received public criticism because of the violent content, graphic torture scenes and the 

misogynistic treatment of women (Petit, 2013), yet was awarded prestigious awards in the 

gaming industry including: Most Anticipated Game of The Year and the BAFTA Academy 

Fellowship Award. 
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Thus, it appears that modern video games, whether considerably violent or not, are used 

as contributions to human wellbeing, both accidentally and intentionally. In the next chapter, 

video gaming and wellbeing, the mechanics of video games and how these mechanics 

contribute to wellbeing will be explored. In addition to this, an evaluation of the human social 

and motivational processes, which often play an important role during video gaming, will 

also be presented. 
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Chapter 2: Video Gaming and Wellbeing 

Causality 

ln the previous chapter, arguments for video games used as contributions to wellbeing were 

presented. However, it is to be noted that video gaming as a contribution to wellbeing is not 

necessarily a pseudonym for video gaming as a cause for wellbeing. Lyubomirsky, Sheldon 

and Schkade (2005) argued that many factors including an existing genetic set point, 

individual circumstances, daily activity, motivation, attitude, and age, all invariantly affect 

wellbeing at any point in an individual's life. Thus, it can be argued that the sheer variety of 

factors contributing to wellbeing at any point increases the difficulty for researchers to 

confirm causality within wellbeing related research. Contextually, in video gaming for 

wellbeing, the issue of cause and affect appears to be controversial. 

The American Psychologist published an article written by Ferguson (2013) that addressed 

the issue of causality in video games. The article argued the limited support for causation 

in video game psychological effects using the case of Brown Vs. Entertainment Merchants 

Association (EMA) in the United States Supreme Court as evidence. The Court concluded 

that psychological evidence suggesting that video games caused increased violence was 

methodologically flawed and represented at best, miniscule "real-world" effects (Oswald et 

al. , 2014; Ferguson, 2013). From an experimental research standpoint, it was also shown 

that other factors such as competition, not violent content, was a greater influence on 

aggressive behaviour in video games (Adachi & Willoughby, 2011 ). Thereby contesting 

much existing research into the negative effects associated with video gaming. 

The Brown Vs. EMA case can be considered victorious for the video game industry for a 

number of reasons. Firstly, video game developers can and will continue to produce highly 

engaging violent video game content, despite the growing amount of evidence supporting 

increased violent behaviours from playing violent video games (Bushman & Gibson, 2011; 

Gentille, Coyne & Walsh, 2011 ). Secondly, video gamers (and their parents and guardians) 

may be more inclined to continue purchasing highly engaging violent video games for 

themselves and their children. Thirdly, and arguably most importantly, video game 

psychological effects will be more likely presented as contributing evidence, rather than 

causes, in future legal and research settings. 
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However, irrespective of video game effects as causes or contributions to wellbeing, further 

exploration into the roots of these psychologically affective components may be warranted. 

The positive aspects of video gameplay have been suggested as rewarding and reinforcing 

(Hull, Williams & Griffiths, 2013; Griffiths & Hunt, 1998) and thus, an explanation for habitual 

video gameplay. It can be argued that the video game mechanics (McGonigal, 2011 ), and 

the social and motivational aspects of gaming (Przybylski, Rigby & Ryan, 2010), may 

explain how video gaming is in itself a pleasurable activity. 

Video Game Mechanics 

One reason for why video gaming has been described as rewarding and reinforcing is due 

to the gaming mechanics and physical features of video games. Video game designer Jane 

McGonigal described all games as having four general key traits: goals, rules, feedback 

systems and voluntary participation (McGonigal, 2011 ). However an explanation into why 

these game traits are pleasurable appears to be redundant in McGonigal's (2011) game 

trait theory. Each of these traits will be described with examples and a possible explanation 

for why each trait contributes to the pleasurable activity of gaming: 

Video games have goals (McGonigal, 2011 ). In some video games, the goals 

are defined from the start. For example, in Tetris, the gamer knows from the beginning to 

assist falling bricks from the top of the screen into a complete row formation at the bottom 

of the screen before the timer runs out. In other video games, such as Minecraft, the goals 

are not as clear from the beginning and may change depending on the progress of the 

gamer. In video games, goals can take many forms. Quests, targets, beating the clock, 

constructing and destroying objects, sustaining life and carrying out physical activities, are 

among the many forms of goals found in video games (McGonigal, 2011 ). 

Goals have been defined as statements of behavioural intentions (Gollwitzer, 1999) and 

can provide video gamers with a sense of purpose. Video games most often present video 

gamers with short-term goals, thus increasing the likelihood of goals being enacted in 

gaming, and facilitating behaviour change (Schunk, 2001). Goals, an important aspect of 

goal setting (Schunk, 2001 ), are associated with enhanced positive affect (McCarthy, Jones, 

Harwood & Davenport, 2010). However, when goals are presented to individuals in video 

game settings, it is common for a set of rules to be in place in order to complete goals. 
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Example: The Great Deku Tree, Legend of Zelda: Ocarina of Time. 

Goal: Enter the Great Deku Tree and beat Gohma, an evil monster. 

Video games have rules (McGonigal, 2011 ), or a set of obstacles to overcome 

(Juul, 2005). Video gamers are presented with limitations and obstacles, which increases 

the difficulty in reaching a goal. It has been argued that increasing the difficulty in reaching 

a goal enhances strategic thinking and creativity. When a balance of the level of difficulty a 

task has, is matched with the skillset of an individual, a positive state of flow is said to occur 

(Csikszentmihalyi, 1988). If a task is considered too easy or too difficult and does not fit with 

an individual's skillset, engagement in the task is depleted and the flow experience is 

diminished (Csikszentmihalyi, 1988). 

Overcoming obstacles and comprehending the rules of video games may also give gamers 

a sense of mastery, hence a motivational component to rules in long-term gaming 

(Przybylski, et al., 2010). Video gamers and designers have also used the term learning 

curve to describe the acquisition of skills and comprehending the rules of video games 

(Przybylski et al. , 2010). 

Example: The Great Deku Tree, Legend of Zelda: Ocarina of Time. 

Goal: Enter the Great Deku Tree and beat Goh ma, an evil monster. Rules: The gamer must 

guide Link through the Deku Tree interior, obtain the Slingshot and boss key and not get 

defeated by enemies. 

Feedback Systems Video games provide feedback (McGonigal, 2011). These 

feedback systems can take many different forms such as points, coins, level ups, world 

progressions, leader boards to name a few. Feedback systems provide the gamer with an 

evaluation of progress, or in other words, how good or bad gamers are doing. Video game 

feedback is immediate and rewards gamers for their efforts in gaming (Granic, Lobel & 

Engels, 2014). 

Feedback as agents for rewarding efforts may be predicated on the much earlier theory of 

Operant Conditioning (Skinner, 1957). In operant conditioning, stimuli in the environment 

are perceived as positive or negative, thus increasing or decreasing behaviour. This is 

known as positive and negative reinforcement. 
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Positive reinforcement occurs when behaviors are repeated if a stimulus is perceived as 

positive and negative reinforcement occurs when certain behaviours are decreased if a 

stimulus is perceived as negative (Skinner, 1957). Although, unlike many applications of 

negative reinforcement, gamers often continue to play video game even when feedback is 

constantly negative. This phenomenon has been described as urgent optimism, a common 

characteristic found among video gamers (McGonigal, 2011 ). 

Example: The Great Deku Tree, Legend of Zelda: Ocarina of Time. 

Goal: Enter the Great Deku Tree and beat Gohma, an evil monster. Rules: The gamer must 

guide Link through the Deku Tree interior, obtain the Slingshot and boss key and not get 

defeated by enemies. Feedback: As soon as Gohma is stunned by a Slingshot attack, Link 

slices the large eye of Gohma repeatedly with a sword until defeated. Link is then rewarded 

with a Heart Container and the Kokiri Emerald from the Great Deku Tree. 

Voluntary Participation Gamers who play video games voluntarily, accept the goals, rules 

and feedback provided knowingly and willingly. Voluntary participation promotes common 

ground during social gaming, advocates autonomy and the freedom to start and quit gaming 

at the gamer's discretion (McGonigal, 2011 ). Voluntary participation may suggest that 

gaming for wellbeing ought to be volitional. Volitional activities, associated with enhanced 

positive affect, appear to be dependent on the level of effort and intentionality put into 

carrying out positive activities (Sheldon & Lyubomirsky, 2006). 

Social and Motivational Gaming 

Aside from the general mechanisms of video games suggested by McGonigal (2011) and 

Juul (2008), the social and motivational aspects of gaming may also explain how video 

gaming is a pleasurable activity. It is to be noted that the social and motivational components 

are not in contrast or alternative to the video game mechanics identified in the previous 

section, rather that social and motivational gaming is associated with a "reasoned approach 

to behaviour" (Guay et al., 2010, p. 712) perspective. In other words, video gamers have a 

reason to play video games, not just because game mechanics can be rewarding. 

In the 21st century, researchers began applying motivation theories such as Self 

Determination Theory (SOT: Ryan & Deci, 2000) and the Dualistic Model of Passion (DMP: 

Vallerand, 2008) to various video gaming contexts. SOT and DMP have been applied to 
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video games to explain motivational of gaming for wellbeing (Przybylski et al., 2010; Wang, 

Khoo, Liu & Divaharan, 2008). These theories are discussed as motivational components 

to wellbeing in gaming, and thus, also argue video games as a rewarding activity. 

Self-Determination Theory Arguably, one of the key differences between SDT and 

operant conditioning (Skinner, 1957) is that SOT outlines how psychological needs are 

governors of behaviour rather than stimuli in the environment. Ryan and Deci (2000) 

proposed that the basic needs of autonomy, competence and relatedness must be achieved 

in order for an individual to experience happiness. SOT is a meta-theory that defines intrinsic 

and various extrinsic sources of motivation in cognitive and social development and 

individual differences (Ryan & Deci, 2000). Przybylski et al. (2010) stated that the three 

basic psychological needs of autonomy, competence and relatedness could be achieved 

through video gaming. 

Autonomy is the volition to behave freely without the influence of others. It involves resisting 

coercion, pressure and control by others or by behaviors associated external to those of the 

self (Deci & Ryan, 2013; Hefferon & Boniwell, 2011 ). Many RPGs such as The Legend of 

Zelda or Final Fantasy have vast virtual worlds that allow the gamer to behave freely without 

total influence of the storyline (Przybylski et al., 2010) 

Competence was defined as the tendency to be interested in learning new skills and 

participate in future learning opportunities (Deci & Ryan, 2013). Competency involves using 

personal abilities to affect the environment and attain desired outcomes (Ryan & Deci, 2000). 

In competence, Ryan and Deci (2000) incorporate the acquisition of skills from childhood 

and the ability to affect the environment, using skills, and then further developing those skills. 

A significant amount of video games are part of a series, which allows gamers to execute 

video game controls learned from previous games. Gamers can acquire the control and 

narrative video game characteristics (King, Delfabbro & Griffiths, 2010) and apply it to the 

next game in the series. A video game series like this is the Super Mario franchise. Pressing 

the A button makes Mario jump in one game and the same in the next. 

Relatedness is the third basic psychological need and refers to the tendency to feel 

connection towards others (Ryan & Deci, 2000). Gamers' relational needs may have been 

satisfied most within the social video game characteristics. Ryan and Deci (2000) suggest 

that if autonomy, competence or relatedness is in any way compromised, it can invariantly 

impact wellbeing. 
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Dualistic Model of Passion In line with SOT, the Dualistic Model of Passion (DMP: 

Vallerand, 2008) attempts to explain how behaviours are inclined towards activities that 

require investing time and energy. In the DMP, two types of passion are distinguished; 

harmonious passion (HP) and obsessive passion (OP) (Fuster, Chamarro, Carbonell & 

Vallerand, 2014; Vallerand, 2008). HP refers to the volitional activity involved during the 

engagement of the activity and OP refers to the uncontrollable urge involved during the 

engagement of the activity (Fuster et al., 2014). Both HP and OP passion types have been 

identified in several video game studies that applied the DMP to explain gamer behaviour. 

HP appeared to be the most beneficial type of passion as it was positively associated with 

volitional gameplay, enjoyment, after gaming energy, and self-realization (Przybylski et al., 

2009). HP was also positively related to socialization in two studies (Fuster et al., 2014; Utz, 

Jonas & Tonkins, 2012), and predicted higher levels of exploration and achievement in 

massively multiplayer online role playing games or MMORPGs (Fuster et al., 2014). OP on 

the other hand, appears to demonstrate some negative effects when gaming such as 

uncontrollable urge to play, significant hours of gameplay, after game tension, low levels of 

game enjoyment and dissociation (Fuster et al., 2014; Wang & Chu, 2007). However OP 

also predicted achievement and socialization in high levels (Fuster et al. , 2014), thus 

illustrating rewarding features of gameplay from a motivational perspective and context. 

Furthermore, the DMP as a contextual-motivational explanation for behaviour (Vallerand, 

2008) does not provide an explanation for the motives for playing video games; rather the 

DMP does provide insight into the human motivational processes within gameplay. Video 

gamers may play video games for reasons both supportive and antithetical of human 

motivational theories. These motives will be explored in the next chapter. In addition to this 

observation on the motives of video gameplay, both video game mechanics and human 

motivation theories (such as SOT and DMP) do not provide a holistic and detailed 

explanation into the human experiential components when gaming. 

Finally, explorations into the behavioural components of video game play (in this case the 

video game mechanics and human motivation) may represent how video games contribute 

to wellbeing, but not necessarily why. In the next chapter, the motives for video game play 

and what happens when video gamers play for those reasons are explored in detail. 
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Chapter 3: Motives and Engagement 

Motives 

In the previous chapter, video game mechanic and human motivation theories were 

evaluated in order to explain how video gaming is a pleasurable activity. However, the 

motives for playing video games were not considered and may provide additional insight 

into why individuals play video games. For example, using SOT (Ryan & Deci, 2000) as a 

framework for motivation in gaming, it is assumed that gamers play games to be 

autonomous, competent and related (Hilgard, Engelhardt & Bartholow, 2013). 

However, other motives have emerged throughout the video game research, and may 

provide more immediate reasons for why video gamers play video games. These motives 

include gaming for escapism (Kneer & Glock, 2013; Yee, 2006), gaming for achievement 

(Yee, Ducheneaut & Nelson, 2012), gaming for positive affect (Ting-Jui & Chih-Chen, 2003) 

and gaming to satisfy addiction (King et al., 2011; Wan & Chiou, 2007). Yee (2006a; 2006b) 

predicted increased hours of intense gameplay when gamers played for the following 

reasons: advancement, utilizing mechanics, competition, socializing, developing 

relationships, teamwork, new discoveries, role-playing, customization and escapism. Some 

of these reasons (e.g. satisfying addiction, escapism) may not be considered as positive or 

beneficial, however evidently reported as viable reasons to play video games. 

From this perspective, it can be argued that video gaming may not necessarily be a 

habitually positive activity (Khoo & Gentlle, 2007), but rather a highly engaging activity 

(Brown, 2009). This is in contrast with the mechanical (McGonigal, 2011) and motivational 

(Przybylski et al., 2010) theories for why video gamers habitually play video games. In the 

Parkes et al. (2013) study that investigated media effects on psychosocial adjustment in 

children, it was found that video game use was not associated with negative psychosocial 

impact unlike watching television (TV) and digital versatile disks (DVDs). However, the 

researchers argued that the reason for why video games did not have the same effects as 

TV or DVDs was because of the type of engagement associated with video gaming. 

Video gaming was considered to be a medium for active engagement; whereby the 

participant has some control over the manipulation of the medium content. This is opposed 

to passive engagement; whereby the participant has no control over the manipulation of the 

medium content (Parkes et al., 2013). From this perspective, it can be argued that although 

25 



video gaming is a positive activity, the engagement of the video gamer may also include 

negative psychological effects. In order to support this argument, a closer exploration into 

video game engagement is required. 

Engagement 

Engagement can be defined as the pervasive and persistent involvement in a wide range of 

activities (Steele & Fullagar, 2009). Individuals can engage in activities in many ways; by 

behaving as a result of positive or negative stimuli in the environment (Skinner, 1957), 

satisfying psychological needs (Ryan & Deci, 2001) and interacting with physical (O'Brien 

& Toms, 2010) and structural (King, Delfabbro & Griffiths, 2010) components of systems 

and interfaces. It has been suggested that becoming deeply engaged in video gameplay is 

an important part of the gaming experience (Brockmyer, Fox, Curtiss, McBroom, Burkhart 

& Pidruzny, 2009), because video games have extraordinary capabilities of drawing people 

in (Jennett et al., 2008), gluing people to the game (Rigby & Ryan, 2011) and making people 

want to keep playing (Schoenau-Fog, 2011 ). 

Towards a Model of Video Game Engagement 

Brockmyer et al. (2009) considered video game engagement to be made up of several video 

game experiences including flow, presence, immersion, psychological absorption and 

dissociation (Brockmyer et al., 2009). The components of the Brockmyer et al. (2009) model 

of video game engagement are thus evaluated. 

Flow Flow is often regarded as an altered state of consciousness, and may occur 

less often than immersion or presence in video games (Brockmyer et al., 2009). Flow theory 

has been linked to engagement in research (Steele & Fullagar, 2009; Shernoff, 

Csikszentmhalyi, Schneider, Steele-Shernoff, 2003), however flow and enagement differ 

conceptually. Flow has been described as the process of "optimal experience" 

(Csikszentmihalyi & LeFevre, 1989, p.816) and was introduced to explain pleasure and 

immersion in everyday leisure activities (Jin, 2011 ). Although flow has primarily been 

researched as a motivational state, the idea of an autotelic personality exists whereby 

individuals frequently put themselves into situations most likely to enable flow experiences 

(Baumann & Scheffer, 2010). 

Initiating flow appears to be a process. The most important role is played by the activity itself 

and concentration level, followed by the perceived challenges, the intrinsic motivation and 
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then subsequent positive affect (Massimini, Csikszentmihalyi & Delle Fave, 1988). In order 

for flow to occur, a balance between the challenge level of an activity and the skill level of 

the individual must exist (Csikszentmihalyi, 1988). Przybylski et al. (2010) outlined that the 

balance of game difficulty and player skill was critical to the success of earlier arcade style 

video games. 

Several conditions are essential to facilitate the flow experience and ideal for enhancing 

positive affect within activities (Csikszentmihalyi, 1990). These include: a structured activity 

with clear goals, a balance of challenge and skill level, absolute concentration (action and 

awareness) on the task/sat hand, a sense of control over actions, the transformation of time 

(time loss, forgetting the time etc.), intrinsic reasons to carry out activities and features of 

an autotelic personality (Csikszentmihalyi, 1990). Jackson and Eklund (2002) proposed two 

additional conditions: gaining unambiguous feedback on activity performance and losing 

any form of self-consciousness. See Figure 1.1 below for a graphic display of the flow state 

adapted from Schell (2008). 

Low 

Low High 

Skills 

Figure 1.1: Graphic display of the flow state proposed by Csikszentmiha/yi (1993) 

adapted from Schell (2008). 

Positive affect has been associated with spending time in flow. Mundell (2000) revealed a 

strong positive correlation of flow and positive affect. Asakawa (2004) found that positive 

feelings and emotions such as activation, satisfaction with life and enjoyment were related 

to spending more time in flow. Although it has been argued that flow is considered an optimal 

experience (Csikszentmihalyi, 1993), there are discrepancy studies suggesting that flow 

does not constantly produce optimal affect. Happiness was not reported as being as high 

compared to other positive emotions such as satisfaction with life, enjoyment and activation 

when spending time in flow (Asakawa, 2004). 
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Generally, flow is considered a positive experience (Nakamura & Csikszentmihaly, 2002) 

and has been identified within various video game experience theories (Nacke, 2012; 

Cowley, Charles, Black & Hickey, 2008; Sweester & Wyeth, 2005; Jones, 2003). However, 

certain elements of the flow experience may not be considered as positive. Video gamers 

have reported experiencing negative effects such as anxiety and frustration when playing 

video games for prolonged periods of time (Funk, Chan, Brouwer & Curtiss, 2006). Wood 

and Griffiths (2007) found that the perceived loss of time playing video games was a 

negative aspect to the flow experience. This was further supported when Hull et al. (2013) 

found that the transformation of time was the strongest predictor of video game addiction. 

These negative effects have been considered as antithetical to flow theory (Brockmyer et 

al., 2009) and remain as contestable arguments to the benefits of flow in video gaming. 

Presence and Immersion Many researchers have attempted to differentiate between 

presence and immersion despite both concepts appearing blurred by definition (Carr, 2006; 

Witmer & Singer, 1998). Kalawsky (2000) stated that presence is a cognitive or perceptual 

parameter, while immersion refers to the physical extent of the sensory information and is 

a function of enabling technology. Presence and immersion are often seen together and 

used interchangeably (McMahan, 2003). 

Presence has been defined as the subjective experience of being in one environment or 

place, when one is physically situated in another (Witmer & Singer, 1998). In the context of 

virtual environments, presence refers to the experiences of computer-generated 

environments rather than the actual physical setting (Witmer & Singer, 1998). Immersion 

often refers to individuals becoming engaged but still maintaining some awareness of their 

surroundings (Witmer & Singer, 1998). Immersion has been further conceptualized as 

having diegetic and non-diegetic components (McMahan, 2003). Diegetic immersion refers 

to players becoming caught up in the virtual world or the story of the game. Non-diegetic 

immersion refers to the player's love of the game and the amount of effort put into gameplay 

(McMahan, 2003). Immersion also incorporates the spatial qualities of virtual environments, 

which are not accounted for in flow (Brockmyer et al., 2009; Calleja, 2007). 

Psychological Absorption and Dissociation Psychological absorption has been 

described as the total engagement in the present experience (Irwin, 1999). Absorption is 

also described as an altered state of consciousness; however, it differs to flow by 

incorporating extrinsic motivation and non-reward factors such as gameplay competitions 
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.... 

(Lucas & Sherry, 2004). Becoming psychologically absorbed is best viewed as a state 

(Roche & Mcconkey, 1990) and has been argued as the deepest level of engagement by 

(Brockmyer et al., 2009). Absorption, although referred to as cognitive absorption in Cairns, 

Cox, Berthouze, Dhoparee and Jennett (2006), was best described as a personality trait. 

This may support Brown (1991) who stated that psychological absorption was an indicator 

of video game addiction as certain individuals specifically scored significantly higher in 

absorption when engaged in video gameplay. 

Dissociation is a term most often associated with trauma victims (Brockmyer et al., 2009). 

Bernstein and Putnam (1986) defined dissociation as a lack of normal integration of 

thoughts, feelings and experiences into the stream of consciousness and memory. It was 

suggested by Griffiths (2010) that dissociative experiences in gaming may be therapeutic in 

treating mental illness. 

Overall Evaluation These aspects of video game engagement that Brockmyer et al. (2009) 

consider universal in video gaming, appear to represent negative experiential components 

more favorably than positive experiences. This argument is supported by Norman (2013) 

who stated that the educational perspective of Brockmyer et al. (2009) may have been 

inspired by negative video gaming studies such as Anderson and Bushman (2001 ). 

The Brockmyer et al. (2009) model of video game engagement has been criticized as mostly 

measuring the video game engagement processes after the gamer has engaged with the 

video game and not during (Bosley, 2013). This is one of the major limitations when 

measuring engagement. A possible solution to exploring the in-game experience is to 

examine aspects of the Brockmyer et al. (2009) model of video game engagement using a 

case study or ethnographic research tradition. 

The Brockmyer et al. (2009) model of video game engagement utilizes the Game 

Engagement Questionnaire (GEQ) as the principle global measurement of video game 

engagement. The GEQ measures video game engagement based on four processes found 

in video gameplay {Brockmyer et al., 2009): flow, presence, immersion and psychological 

absorption. It can be argued that the video game engagement aspects are not represented 

equally. Flow is represented by 9 items on the GEQ, whereas, immersion and presence are 

represented by fewer than 5 items. 
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Although it is not a consensus of what aspects of engagement produce positive affect, it is 

arguably a consensus that the subjective experiences associated with video gameplay i.e. 

immersion, enjoyment, arousal, presence and flow are integral to the overall experience of 

the video gamer (Boyle, Connolly & Hainey, 2011; Brockmyer et al., 2009). Another 

consensus is that the consequences associated with highly engaged video gameplay can 

be pathological and hazardous (King et al. , 2011; Charlton & Danforth, 2010; Skoric, Teo & 

Neo, 2009). These consequences include pathological video game play (Gentile, 2009) and 

video game addiction (Griffiths, 2012). 

Video Games as Interventions 

Although being highly engaged in video games may have pathological implications, the 

contrasting argument that video games are used to treat mental illness and sustain a 

satisfactory level of wellbeing (Ceranoglu, 2010) also exists. Video games, and game-based 

digital interventions (Li, Theng & Foo, 2014), have been stated as cost effective mental health 

therapies (Fernandez-Aranda et al., 2012). Furthermore, video game positive psychological 

interventions have also been successful in alleviating the mental health illness symptoms of 

depression (Allaire, McLaughlin, Trujillo, Whitlock, LaPorte & Gandy, 2013} and can be 

considered as a positive psychology alternative to clinical psychology mental illness treatments. 

Based on this argument, further attention into video game positive psychological interventions 

(PPls} are necessary. 
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Chapter 4: Video Game Positive Psychological Interventions 

Positive Psychology Intervention Criteria 

PP ls are often carried out in the style of randomized control trials (RCTs) in order to empirically 

and rigorously assess positive affect within a positive intervention (Seligman, Steen, Park & 

Peterson, 2005). PPls are often carried out in clinical and health settings to improve rather 

than remediate aspects of human functioning (Seligman et al., 2005). In the context of video 

games, it can be argued that previous arguments of video gaming for wellbeing may present 

difficulties when assessing the efficacy of video games as suitable PPls. A brief summary of 

some of the main points argued in previous chapters may support this argument: 

1. The perspectives on how to empirically research video games in a psychological setting 

vary on whether video game psychological affect is because of the video game (active 

media tradition), or whether video game psychological affect is because of the gamer 

(active user tradition) (Egenfeldt-Nielsen & Smith, 2004). 

2. Video gaming is made up of many video game mechanics (McGonigal, 2012) and human 

motivational processes (Przybylski, Rigby & Ryan, 2010; Vallerand, 2008; Ryan & Deci, 

2000) that are considered rewarding and needs satisfying. 

3. Playing video games for the purposes of experiencing positive affect and escapism can be 

considered hazardous and detrimental to wellbeing (Hull et al., 2013; King et al., 2011; 

Ting-Jui & Chih-Chen, 2003). 

In addition to these arguments, PPI researchers such as Parks and Biswas-Diener (2013) have 

argued that everyday video games such as Grand Theft Auto V are not intended for use as 

PP ls, nor would satisfy the criteria that make up an appropriate component in a PPI. According 

to Parks and Biswas-Diener (2013), the criteria for a PPI includes: 

1. The primary goal of the intervention is to build up a positive variable or variables such as 

subjective wellbeing, positive emotion, gratitude, optimism, meaning, mindfulness or 

human strengths. 

2. There is empirical evidence to support the intervention as successfully manipulating the 

target variable. 

3. There is empirical evidence to support the target variable within the intervention leading to 

positive outcomes for the individual, sample or population. 

31 



Arguably, certain video games do satisfy these criteria. Using the Superbetter (Solomon, 

McGonigal, Yost & Broome, 2012) video game web application as an example, these criteria 

can be wholly satisfied: the primary goal of Superbetter is to build up resilience, the functions 

of Superbetter were inspired by numerous empirical studies in positive psychology. In a recent 

study, it emerged that Superbetter decreased feelings of depression and anxiety, and 

increased life satisfaction (Roepke, Jaffee, Riffle, McGonigal, Broome & Maxwell, 2015). 

Superbetter is an example of positive technology, which was outlined in chapter 1, as an ICT 

integrating principles of positive psychology (Rivas et al., 2012). However, everyday video 

games may not entirely satisfy these criteria: the goal of Grand Theft Auto V is to provide 

gamers with entertainment, feedback (not empirical evidence) is provided to gamers to show 

how well they are doing rather than how well they are becoming, empirical research has shown 

that the Grand Theft Auto series had a calming effect on boys with attention deficit problems, 

reduced aggression and bullying behaviour (Ferguson & Olson, 2014). Thus, the everyday 

video game example appeared to only partially satisfy the PPI criteria outlined by Parks and 

Biswas-Diener (2013). 

As everyday video games can be considered as intentional, happiness-inducing activities 

(McGonigal, 2012), a different concept of PP ls may apply to cater for every day video games 

for use in positive interventions. The PPI criteria outlined by Parks and Biswas-Diener (2013), 

appears thorough and rigorous, however may solely cater for positive activities that are 

examined through experimental design and empirical evidence. 

Therefore, a different perspective on what defines a PPI may be more appropriate. Sin and 

Lyubomirsky {2009) stated: "Positive interventions are aimed at cultivating positive feelings, 

positive behaviors, or positive cognitions" (p. 1 ). This cognitive-behavioural-affective concept 

of PPls caters for the application of every day video games as PPls in the sense that every 

day video games can produce positive feelings (McGonigal, 2012), positive behaviours 

(Ferguson & Olson, 2014; Olson, 2013) and positive cognitions (see Green & Bavelier, 2012 

for a review). 

Intervention and medical researchers began using video games in clinical and health settings 

as soon as the health benefits of playing video games were known (Ritterfield, Cody & Vordeer, 

2009). Medical researchers became interested in gamifying existing interventions - applying 

gaming principles to non-gaming contexts to make tasks appear less mundane (Deterding, 

Dixon, Khaled & Nacke, 2011 )- to harness the positive affect video games have on the health 
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of patients (Kato, 2010). Thus, researchers have used video games in positive interventions, 

and in many cases, have been successful in increasing positive affect. 

Video Game Positive Intervention Studies 

Although criticisms for using an experimental design (such as RCTs) in video game PPls have 

included: the usage of inappropriate control groups (Wood & Tarrier, 2010), and the 

compromise of personal experience and a holistic overview of the participant (Hefferon & 

Boniwell , 2011 ), RCTs are often considered the gold standard in clinical research (Kaptchuk, 

2001) and thus, accepted as the top of the hierarchy of evidence based practice (Steward

Brown et al., 2011 ). 

Table 1 .1 summarizes a non exhaustive description of four existing positive video game RCTs. 

Each study will be displayed reverse chronologically using the following labels: researchers, 

date, video game, intervention measures, outcome, and follow up. The criteria for the selected 

studies in Table 1.1 are as follows: the design of the positive intervention is a RCT and at least 

one positive variable is assessed during the RCT. Both positive video games and every day 

video games are also considered. 

Table 1.1: Positive Video Game RCTs in Reverse Chronological Order. 

Researchers Date Video Game Intervention Measures Outcome Follow Up 

Roepke et al. 2015 Superbetter (2 Depression, self- Decreases in 
Pathways) esteem, acceptance, depression and Yes 

life satisfaction. increases in wellbeing 
measures compared to 

waiting list groups. 

Superbetter Labs 2013 Superbetter Depression, anxiety, Significant decreases 
life satisfaction, self- in anxiety. Minor 
efficacy and social decreases in Yes 

support. depression. Minor 
increase in social 

support. 

Allaire, McLaughlin, 2013 Nintendo Wii memory Medical outcomes, Higher levels of 
Trujillo, Whitlock, game depression, positive wellbeing, lower levels No 
LaPorte & Gandy and negative affect. of depression and 

negative affect. 

Russoniello, O'Brien & 2009 General Casual Mood and physical Increased mood, 
Parks Games stress. decreased stress and Yes 

subsequent 
physiological 
responses. 

Amon & Campbell 2008 Journey to the Wild Attention Deficit Reduction in ADHD 
Divine. Hyperactivity Disorder symptoms and strength No 

(ADHD) and Strengths and difficulties 
and Difficulties. significance. 33 



Efficacy A scarce amount of empirical evidence supporting the efficacy of video game 

interventions existed prior 2011 (Knox, Lentini, Cummings, McGrady, Whearty & Sancrant, 

2011 ). More recently, Li et al. (2014) conducted a meta-analysis of game based interventions 

for depression therapy and reported that further research on the efficacy of video game 

interventions was needed. Arguably, a number of factors may dispute the use of video games 

as effective positive psychological interventions. These factors may include how pre-existing 

motives of video game use (i.e. gaming for escapism, as a social outlet and accumulation of 

in-game rewards) are indicative of pathological video game use (Hilgard et al. , 2013). 

However, this pathological video game usage may only be representative of habitual gamers. 

Video games as positive psychological interventions may be more suitable for non-gamers 

and casual gamers, as their video game usage is often lower and wellbeing levels are often 

higher compared to habitual gamers (Jones, Scholes, Johnson, Katsikitis & Carras, 2014; 

Mathers, Canterford, Olds, Hesketh, Ridley & Wake, 2009; Durkin & Barber, 2002). Other 

factors as determinants of the efficacy of video game PPls may include the design of the video 

game intervention, variety factors such as variety of activity and person-activity-fit, and the 

structural characteristics of video games. 

Video Game Intervention Design Positive activities found in video game interventions 

depends on what constitutes as a video game intervention and a game-based intervention. In 

the Li et al. (2014) meta-analysis, 19 interventions using a RCT design were selected as digital 

"game-based" interventions to treat depression (p. 519). A variety of different forms of digital 

video games were inclusive of Li et al. (2014) intervention criteria such as serious games 

(Ferguson & Rueda, 2010), casual games (Russoniello et al., 2010), virtual reality games (Li, 

Chung & Ho, 2011) and digital applications that applied gamification within functionality (Gega, 

Marks, Mataix-Cols, 2004). All of which implemented positive activities in different ways. For 

example, Superbetter (not included in the Li et al., 2014 meta-analysis) implemented a variety 

of resilience activities using gaming metaphors such as allies, bad guys, power ups and epic 

wins (Superbetter Labs, 2013). Whereas, in the Ferguson and Rueda (2010) study (included 

in the Li et al. , 2014 meta-analysis), violent video games were outlined as mood management 

tools for asserting control, frustrating behaviours and feelings, thus, had a rewarding positive 

effect. 

Variety Factors The variety of video games that exist for increasing wellbeing allows 

individuals to select a variety of positive activities found within the interventions. When 
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individuals have the ability to select different types of activities in a positive intervention, the 

intervention is called a packaged intervention (Parks & Biswas-Diener, 2013). Packaged 

interventions are often more representative of how individuals carry out positive activities and 

often has a substantial positive affect on the mood and wellbeing of participants (Parks & 

Biswas-Diener, 2013; Parks, Della Porta, Pierce, Zilca & Lyubomirsky, 2012). Similarly in some 

MMORPGs (such as World of Warcraft), gamers can choose an almost unlimited amount of 

quests in an unlimited amount of time (Fuster, Oberst, Griffths, Carbonell, Chamarro & Talarn, 

2012). In addition to this, gamers can choose quests and other gaming activities that are 

perceived as fit and suitable to their skills and mood. In positive interventions, this is known as 

person-activity-fit (Lyubomirsky, 2008) and has been an important predictor of activity 

effectiveness in some positive intervention studies (Schueller, 201 O; Sin, Della Porta & 

Lyubomirsky, 2011 ). 

Summary 

To summarize, the efficacy determinants of video game PPls were described as: intervention 

design, type and variety. Arguably, the growing number of video game PPls studies may 

warrant a future meta-analytic review. Potential areas for investigation may include the role of 

video game interventions on positive overarching variables (i.e. wellbeing), as opposed to 

mental illnesses (i.e. depression) which was recently carried out by Li et al. , 2014). 

It is also likely that everyday video games contain an abundant amount of variables that 

contribute to increased wellbeing, and thus, are not adequately studied from an experimental 

design standpoint. This may explain the lack of existing positive intervention studies identified 

in the current chapter. Furthermore, if video games are to be utilized in positive interventions, 

the benefits of video gaming ought to be considered positive, and worthy of scientific research 

by researchers and clinicians alike (Granic et al. , 2014). 

Arguably, the impact of video games on the psychological wellbeing of individuals is not always 

considered as detrimental, even from a non-positive psychology perspective (such as the 

Brown Vs. EMA case evaluated by Oswald et al., 2014), despite opposing experimental 

research suggesting the contrary (see Bushman & Anderson, 2001 for example). This may 

support the idea of a global consensus that video games have positive implications on 

psychological wellbeing, positive psychological interventions and positive psychology as a 

whole. 
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This chapter evaluated existing research on video games in positive psychology interventions. 

Example studies using video games as positive interventions were evaluated and possible 

factors, which may determine the efficacy of video games in an intervention study, were 

described. The next chapter, of which concludes the introduction part of this research project, 

sets the stage for two primary research studies carried out by the researcher. Arguments for 

why it is possible to establish factors that make using every day video games into positive 

psychological activities are presented and why structural and experiential components are 

necessary. 
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Chapter 5: Experiential and Structural Relationships in Video Games 

Combining the Experience and the Structural Characteristics of Video Games 

In the previous chapter, the context of video games used as positive psychological 

interventions (PP ls) were presented with an emphasis on efficacy factors. Though it was 

suggested in the previous chapter that the factors in determining the efficacy of video game 

PPls included intervention design, type and variety, it can be argued that these determinants 

are not inclusive of the structural video game characteristics. The role of structural 

characteristics in the context of video game PP Is and video games generally appears to remain 

a relatively unexplored area of research. 

In the case of digital or online PP ls (OPPls), other structural characteristics such as graphics, 

sounds, control, user and narrative features (Wood, Griffiths, Chapelle & Davies, 2004) may 

play a significant role in relation to efficacy and increased positive affect. According to Hull et 

al. (2013) the investigation of structural video game characteristics in video games is in infancy 

stages. Wood et al. (2004) defined the structural video game characteristics as the basic 

features a video game may possess that initiate gaming behaviours. Existing research on 

structural video game features appears to be predominantly fixated on problematic video 

gameplay (Hull et al., 2013; King et al., 2011) and less fixated on positive outcomes. This may 

highlight a viable avenue of research capable of providing a link between specific video game 

features, the video game experience and subsequent positive affect. 

Doherty, Coyle and Sharry (2012) suggested that role of human-computer interaction {HCI) 

and various design elements of an on line mental health intervention called Mind Balance, were 

integral to increasing attrition rates. Although the specific structural characteristics were not 

investigated, it was suggested that personal design elements and interactivity components 

such as graphics, colours, control features and sound elements, may also have contributed to 

increased engagement within the mental health intervention. 

The argument that the structural video game characteristics influence engagement has been 

previously explored. Ivory and Kalyanaraman (2007) investigated the graphic styles of various 

arcade video games on aggression levels. Findings revealed that arcade video games with 

more sophisticated graphics had a significant effect on participant levels of presence, 

involvement and arousal; yet no significant impact on aggression levels were found (Ivory & 

Kalyanaraman, 2007). Even in more graphically sophisticated console video games that 
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demonstrate graphic realism, Krcmar, Farrar and McGloin (2011) found that video games with 

higher levels of graphic realism (like Doom 3) were reported as contributing to a significant 

level of presence compared to a video game with lower levels of graphic realism (like Doom 

1). 

Research into the audio characteristics of video games and the engagement experience has 

also been carried out. In a study that investigated audio and tactile characteristics in the video 

game Guitar Hero, Collins, Tessler, Harrigan, Dixon and Fugelsang (2011) found that audio 

and tactile elements, such as hitting a button and strumming, contributes to the learning 

experience in video games by applying the principle of positive reinforcement, thus making 

sound characteristics of Guitar Hero rewarding and reinforcing. 

Predicting Positive Affect 

These graphic and sound characteristics are two features that make up the structural features 

of video games (King et al. , 2010). Other structural characteristics include background and 

setting, game duration, rate of play, advancement rate, use of humor, control, game dynamics, 

winning and losing, character development, brand assurance, and multiplayer features (Wood 

et al. , 2004). However, what appears to be less understood is the role of wellbeing and whether 

it is an outcome or influence within the relationship between the structural video game 

characteristics and video game engagement. 

To date, one study has been identified that addressed positive affect, flow, and structural video 

game characteristics; however in the context of problematic gaming. Hull et al. (2013) 

investigated the relationship between happiness, flow and video game addiction among video 

gamers who played video games with high levels of structural video game characteristics. It 

was found that video gamers who play video games with high levels of social features (i.e. 

instant messaging, team speak etc.) were more likely to experience video game addiction, and 

that happiness levels were negatively correlated with the time distortion component of flow 

(Hull et al., 2013). 

Video games with an education or positive psychology focus can be lacking in structural 

components that contribute to the immersion and other experiential elements of gameplay, 

and may lead to video game interventions not being perceived as fun by the gamer (Granic et 

al., 2014). Arguably this may be a detrimental factor for video game PPls and for individuals 

who play video games for increased positive affect. For this reason, further research into the 
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role of positive affect among the structural and experiential components of video games is 

essential, and thus, the overarching research rationale of the present research. 

Two Research Approaches 

Investigating the structural characteristics and experiential components involved in gaming for 

wellbeing may appear complicated from a research perspective for several reasons. Related 

studies outlined in the previous chapters have highlighted the difficulties associated with 

establishing causality in video gaming and psychological effects (Oswald et al., 2014; 

Ferguson, 2013). Therefore, it is likely that the present study will follow suit and be unable to 

establish a direct cause-and-effect explanation for video gaming for increased wellbeing. 

However, establishing cause-and-affect for wellbeing from video gaming is not an intentional 

aim of the present research. 

Previous studies have utilized a variety of research methods that may not have optimally 

examined the structural and experiential components in video games. For example, Hull et al. 

(2013) reported that pre happiness levels of gamers were not recorded in a cross sectional 

study of the structural characteristics, happiness, flow and video game addiction. Even within 

experimental designs, Ivory and Kalyanaraman (2007) reported that the selection of 

commercially available video games prevented the strict control of all stimulus dimensions 

when measuring psychological affect in a video game experiential study. This may suggest 

that a research approach with abilities to consider the pre-existing levels of positive affect, the . 
in-game experience, and various external factors associated with gaming (i.e. individual 

gaming culture, level of gaming expertise etc.) ought to be executed. 

Additionally, the video game traits identified by Juul (2005) and McGonigal (2011) that 

contribute to wellbeing may appear difficult to control and empirically examine due to the 

synergetic experience of video game play. It is likely that the variety of video game traits (i.e. 

goals, rules etc.) and experiential components (i.e. flow, presence etc.) all contribute 

holistically to an individual's wellbeing when playing video games. Thus, making the empirical 

validation of video games as agents of positive affect and wellbeing a challenging and 

contestable endeavor. For this reason, and the critique of the use of experimental designs 

outlined in previous chapters, an experimental design was not selected as a research method 

for the present research. 
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Aims and Objectives 

The present research aims to use both quantitative and qualitative methods to investigate if 

positive affect can be predicted in video gamers who play video games with high levels of 

structural video game characteristics and video game engagement. The present research may 

interest a variety of multidisciplinary specialists ranging from video game designers to positive 

psychology pioneers and clinical therapists. Investigating the structural characteristics of video 

games and the video game experiences among gamers may also provide further insights into 

the benefits and consequences of video gaming. The following two studies have specific aims 

and rationales also. 

In Study 1, a cross-sectional design may quantitatively examine how different structural 

features relate to a variety of experiential components for wellbeing. It is expected that carrying 

out a variety of correlation and regression computations will achieve a quantitative indication 

of these relationships. Study 1 is succeeded by Study 2, which follows the case study research 

tradition. Study 2 aims to provide an "overall picture" of the video game experience with an 

emphasis on the structural video game characteristics, video game engagement and positive 

affect. In Study 2, pre and post levels of positive affect can be determined, while inquiring 

during the in-game experience. This will compliment rather than contrast Study 1, as certain 

factors, such as the context of the gamer, the specific video game itself, and the feelings of 

the gamer, can be measured. 
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Part 2 

Methods, Data Collection and Results 
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Study 1 

Study 1 Aims 

The present study aims to investigate the relationships between the structural and 

engagement components of video games and positive affect. It can be argued that the 

structural video game characteristics, video game engagement, and positive affect, require 

conceptualization. Positive affect will be measured as "general happiness" and assessed using 

the Hills and Argyle (2002) Oxford Happiness Questionnaire (OHQ). General happiness was 

selected for positive affect for three reasons: the first reason is that the promotion of happiness 

was historically the central aim of positive psychology (Seligman et al., 2005) and is now at a 

stage whereby empirical measures have been developed to sufficiently assess happiness as 

a state (Lyubomirsky & Lepper, 1999), the second reason is that happiness was not listed as 

one of McGonigal's (2011) positive emotions (i.e. joy, curiosity, awe and wonder etc.) and may 

also be an influential component in experiential video gameplay, and the third reason is 

because happiness is often a positive variable of interest in applied positive psychological 

interventions (see Parks et al., 2012 for example). 

The structural video game characteristics will be measured using the Video Game Features 

Taxonomy (VGFT: King et al., 2010). As stated in the previous chapter, video game 

researchers and practitioners are not video game designers (Granic et al., 2014) and may not 

prioritize the role of the structural video game characteristics over positive affect. The VGFT 

rates a video game characteristic as either "not present", "present and unimportant", or 

"present and important". The specific video game characteristics are represented as: social 

features (i.e. social utility features, leader board features etc.), manipulation and control 

features (i.e. user input features, save features etc.), narrative and identity features (i.e. avatar 

creation features, theme and genre features), reward and punishment features (i.e. meta

game reward features, payout interval features), and presentation features (i.e. graphic and 

sound features, in-game advertising features) a self-report measure (King et al., 2010). 

Video game engagement will be measured using the Game Engagement Questionnaire (GEQ: 

Brockmyer et al., 2009). The GEQ will act as an indicator to identify and measure the extent 

of various video game experiences found in the selected video games played among gamers. 

The GEQ is made up for four self-reported experiences generally found in gaming: presence, 
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immersion, psychological absorption and flow (Brockmyer et al. , 2009). 

Hypotheses and Research Questions 

Research Question 1 

Is there a relationship between happiness and flow? 

H1: There will be a negative relationship between happiness and flow. 

Research Question 2 

How do the structural video game characteristics relate to video game 

engagement and happiness? 

H2a: A correlation matrix will show the relationships between the structural video 

game characteristics, video game engagement, and happiness. 

H2b: A hierarchical multiple regression will show what video game 

characteristics significantly predict certain aspects of video game engagement 

over others. 

Research Question 3 

What structural video game characteristics significantly predict 

happiness? 

H3: Social features will significantly predict happiness over other structural 

features. 

Research Question 4 

What video game engagement experiences significantly predict 

happiness? 

H4: Happiness will be significantly predicted by alternative video game 

engagement experiences other than flow. 

43 



Method 

Design The present study employed an online questionnaire design with correlational and 

regression data analysis among a cohort of video gamers. The predictor variables were the 

structural video game characteristics reported as present/ not present, important/ unimportant 

on the VGFT, and video game engagement aspect scores on the GEQ. The outcome variables 

were the flow scores on the GEQ and happiness scores on the OHQ. The study link provided 

to video gamers in order to access the study materials was accessible through Twitter, video 

game fora, various Internet gaming chat rooms and social media websites. The study 

employed purposive sampling (Dyer, 2006) to obtain an exclusive sample of video gamers. 

However, incidences of snowballing were observed through the process of Twitter "retweets" 

and general web link sharing on various social media websites. 

Participants 267 video gamers were identified as having attempted to participate in the present 

study. In the present study, the term "video gamers" acts as a more appropriate term for 

"participants"; as all participants whose data were analysed, played video games in some way, 

whether rarely, or every day. However, exclusion criteria were implemented to reinforce ethical 

participation and filter for an appropriate sample. The participatory exclusion criteria were as 

follows: 

• Video gamers under the age of 18; 

• Video gamers whom reported experiencing emotional, physical or psychological 

distress within the last three months; 

• Non video gamers; 

• Video gamers who did not fully complete the study; 

• Video gamers who did not comply with the consensual and ethical requirements of the 

present study. 

These exclusion criteria brought the total number of video gamers down to 207 {males = 116, 

females = 91 ). The average age of a video gamer was 25.47 years (SD = 8.1) and the age 

range was 18-64 years. Video gamers completed the study in 19 different countries, mostly in 

the United States of America (35%), Ireland (33%) and the United Kingdom (14.5%). 

Materials Several paper based materials were accessible online pertinent to the present 

study. They included an informed consent form, demographic information questionnaire, the 
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VGFT, the OHQ and the GEQ psychometric assessments, a debriefing information sheet, and 

information page on acquiring mental health services internationally. 

Demographic Information Questionnaire 

A demographic questionnaire was administered to video gamers obtaining demographic and 

information about age, gender, gameplay usage, video game genres, and what consoles video 

gamers played video games on. 

Structural Video Game Features 

The Video Game Feature Taxonomy (VGFT) by King, Delfabbro and Griffiths (2010) is a five 

feature model of 24 structural video game features. The five features include: social features, 

manipulation and control features, narrative and identity features, reward and punishment 

features, and presentation features (Hull et al., 2013; King et al., 2010). The present study 

implemented the scoring procedure of the VGFT used by Hull et al. (2013) as tallying up how 

participants rated features as 2 = present and important, 1 = present and unimportant and O = 

not present. Each video game feature consists of a subset of characteristics and an example 

feature is provided. For example, in the punishment features subset, the participant is asked 

about "negative reward features" and is provided with the following examples "regaining a life, 

repairing items". Higher scores indicated higher levels of present and important features 

evident in video gamer's video games. 

Happiness 

The Oxford Happiness Questionnaire (OHQ: Hills & Argyle, 2002) is a 29-item measurement 

of general happiness. The OHQ has excellent internal consistency (a(168) =.91; Hills & Argyle, 

2002). The construct validity of the Oxford Happiness Inventory (OHi; Argyle, Martin & 

Crossland, 1989) was computed at .73 and has been applied to the OHQ (Hills & Argyle, 2002). 

However, the OHQ demonstrated stronger trait and cognitive variable relationships compared 

to the OHi. For this reason, Hills and Argyle (2002) suggested that the OHQ is the preferred 

measurement of general happiness. The scoring procedure of the OHQ is calculated by tallying 

participants' scores on a likert scale (Hills & Argyle, 2002). Twelve items are scored in reverse 

(such as '/ am not particularly optimistic about the future') and 17 items are scored normally 

(such as '/ find most things amusing'). Higher scores indicated higher levels of general 

happiness and lower scores indicate lower levels of general happiness (Hills & Argyle, 2002). 
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Video Game Engagement 

The Game Engagement Questionnaire (GEQ: Brockmyer et al., 2009) is a 19-item 

questionnaire used to self-assess video game experiences. The GEQ assesses four known 

gaming experiences: flow, psychological absorption, presence and immersion. An example 

statement on the GEQ is "I lose track of time", and responses range from "Yes" to "No" on a 

5-point likert scale. The GEQ has adequate fit, rating scale functioning, and dimentionality, 

according to a Rasch analysis carried out by Brockmyer et al. (2009). The person reliability of 

the 19-item GEQ was calculated at .83 and the item reliability was calculated at .96 (Brockmyer 

et al., 2009). In an evaluation by Norman (2013), it was suggested that the GEQ was a 

measure worthy of publication and useful as a measurement of video game engagement 

experiences. 

Ethical Considerations The present study was ethically approved by the Dun Laoghaire 

Institute of Art, Design and Technology Institutional Ethics Committee. The aims and 

objectives of the present study were clearly defined and explained to all video gamers. Video 

gamers reported no incidences of deception, any form of harm, or issues regarding 

confidentiality. Data supplied by video gamers were stored in a secure server accessible only 

by the researcher. The online survey web application provided a secure and easy-to-use 

service for video gamers to supply their information. 

All video gamers had the option of contacting the researcher at any stage to withdraw, or have 

their data destroyed if requested. Contact email addresses of the researcher and his project 

supervisors were also supplied to video gamers for any additional queries. Furthermore, as 

the subject matter involved a self-assessment of general happiness, the researcher also 

supplied information on contacting mental health services on an international and national level. 

Pilot Testing Two pilot studies were carried out in order to assess the usability and accessibility 

of the present study. In the usability pilot study, the following issues were observed: the screen 

text that showed video gamers the meaning of the questionnaires was small, the researcher 

had originally input too much information regarding the background theory for the present study, 

and some of the buttons that directed video gamers from one page to the next were small and 

hard to find. 

In an accessibility study, three pilot participants (who admitted to playing video games 

46 



occasionally) timed themselves while physically doing the study. The average time to complete 

the study was calculated at 17.43 minutes to complete a briefing sheet, a demographic 

questionnaire and three psychometric assessments. All scale statements appeared easy to 

comprehend and score, with the exception of one item on the VGFC. The example for the 

Event Duration Features subset in the Punishment Features was originally "MMORPGs have 

no end poinf'. This was changed to "Games can or cannot be completed, move on to next 

level, finish worlds". All noted usability and accessibility issues were acknowledged and 

appropriate changes were implemented. 

Procedure Firstly, video gamers clicked on a study link 

(http://www.smartsurvey.co.uk/s/videogamepsychstudy) via social media or an alternative 

internet resource. Video gamers were then asked to provide informed consent and complete 

the questionnaires with their most played or favourite video game in mind. After video gamers 

completed the study, video gamers were thanked for their participation, debriefed and supplied 

with international and national mental health resources. 
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Results 

Video gamers' data were input and analysed using the Statistical Package for the Social 

Sciences (SPSS version 22.0.0.1 ). Demographic and psychometric data were recorded and 

are displayed below. 

Descriptive Statistics 

Video Game Frequency All video gamers in the present study (N = 207) admitted to playing 

video games rarely (10.1%, n = 21), a couple of times per month (7.2%, n = 15), once per 

week (16.4%, n = 34), more than three times per week (29.5%, n = 61) or every day (36.7%, 

n = 76). See Figure 1.2 below for a bar chart displaying visual information of video game 

frequencies. 
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Figure 1.2: Bar Chart Displaying Video Game Frequencies. 

Video Game Technologies All video gamers in the present study (N = 207) played video 

games using Consoles (73%, n = 151 ), the Internet (34%, n = 70), Personal Computers (PC) 

or Macs (18.4%, n = 38), handheld technologies such as Gameboys (1%, n = 2), Smartphones 

(43.5%, n = 90), tablettechnologies such as the iPad (16.4%, n = 34) and the Television (0.5%, 

n = 1 ). See Figure 1.3 below for a bar chart displaying visual information of video game usage 
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technologies. 
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Figure 1.3: Bar Chart Displaying Video Game Usage Technologies. 

Video Game Genre All video gamers in the present study (N = 207) listed a variety of 

video game genres they play on a regular basis. Recorded genres include: role-playing games 

(RPGs; 64%, n = 132), massively multiplayer role-playing games (MMORPGs; 13.4%, n = 38), 

shoot 'em ups (46%, n = 95), fighting (17.9%, n = 37), puzzle (44%, n = 91), sport (13%, n = 

27), educational (11 .1 %, n = 23), action/ adventure games (7.2%, n = 15), multiplayer online 

battle arena games (MOBAs; 1 %, n = 2) and sandbox games (36.2%, n = 75). See Figure 1.4 

for a bar chart displaying visual information of video game genres. 
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Figure 1.4: Bar Chart Displaying Video Game Genres. 
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Structural Video Game Characteristics The structural video game characteristics were 

analyzed using the VGFT (King et al., 2010). Cronbach's Alpha (a = .81) showed that the 

VGFT was highly reliable using the Cronbach (1951) internal reliability computation. 

Descriptive statistics for the results of the VGFT are displayed in Table 1.2 below: 

Table 1.2: Descriptive statistics for the results on the VGFT. 

Social Reward Punishment Manipulation Narrative Presentation 

Mean 4.0 5.2 6.9 5.6 4.5 3.4 

St. Dev 2.2 2.1 2.5 2.0 1.9 1.6 

N 207 207 207 207 207 207 

Minimum 0 0 0 0 0 0 

Maximum 8 8 10 8 6 6 

Video Game Engagement Video game engagement was analyzed using the GEQ 

(Brockmyer et al., 2009). Cronbach's Alpha (a= .76) showed that the GEQ was satisfactorily 

reliable using the Cronbach (1951) internal reliability computation. Descriptive statistics for the 

results of the GEQ are displayed in Table 1.3 below. 
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Table 1.3: Descriptive Statistics for the Results on the GEQ. 

Flow Psych. Absorption Immersion Presence 

Mean 17.1 7.4 3.4 8.7 

St. Dev 6.9 4.4 1.0 3.6 

N 207 207 207 207 

Minimum 0 0 0 0 

Maximum 33 20 4 16 

Happiness Happiness was analyzed using the OHQ (Hills & Argyle, 2002). Cronbach's Alpha 

( a = .94) showed that the OHO was highly reliable using the Cronbach ( 1951) internal reliability 

computation. Descriptive statistics for the results on the OHQ are displayed in Table 1.4v 

below. 

Table 1.4: Descriptive Statistics for the Results on the OHQ. 

Happiness 

Mean 4.0 

St. Dev 1.0 

N 207 

Minimum 1.4 

Maximum 5.8 

Correlation Matrix A correlation matrix can be used to cluster, visualize, and focus the reader 

on the computed correlation value among a set of correlated variables (Anglim, 2009). Table 

1.5 shows the computed correlations among happiness, the structural video game 

characteristics and video game engagement. 
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Happiness 

Happiness 1 

Social .026 

Reward .034 

Punishment .052 

Narrative . 030 

Manipulation .088 

Presentation .037 

Flow -.152* 

Psych. -.100 

Absorption 

Presence -.091 

Immersion . 046 

Tab/& ' ·"· Corre,c111u11 matm.. w.,,.,,aying ,,.,,.,,,iness , :u,uctura, ,.,u~ gam .. i;ncfractensucs and v,ueo game engagement correlations. 

*Denotes significance at the 0.05 levels (2-tailed). ""Denotes significance at the 0.01 levels (2-tailed). 

Social Reward Punishment Narrative Manipulation Present- Flow Psych. 

ation Absorption 

.026 .034 .052 .030 .088 .037 -.152* -.100 

1 .469"" _443•• .297** .360** .155* .154" .062 

.469·· 1 .537** .415** .503** .297** .203** .197** 

.443** _537- 1 .445** .444** .285*• .250*" .208** 

.297** .415 .. .445** 1 .626** .456** .099 .024 

.360** .503** .444** .626** 1 .436** .11 1 .060 

.155* .279"" .285** .456** .436** 1 .234** .162* 

.154* .203** .250** .099 .111 .234** 1 665** 

.062 .179** .208** .024 .060 .162* .665** 1 

.192** .187** .256** .026 .042 .134 .715** .673** 

.190** .145* .233** .217** .154* .121 .351 .. .290** 
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Hypotheses Testing 

H1 

H1 : Happiness and flow will negatively correlate. 

Statistic: A Pearson's Correlation will be computed to test the above hypothesis. 

Table 1.6: Display of the Pearson Correlation Output for H1. 

Happiness Flow 

Happiness 

Pearson Correlation 1.0 -.152* 

Significance (2 tailed) .028 

N 207 207 

Flow 

Pearson Correlation -.152* 1.0 

Significance (2 tailed) .028 

N 207 207 

Result: A significant negative weak relationship exists between happiness and flow (r = -.152, 

n = 207, p = .028). The above hypothesis was supported. 
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Figure 1.5: Scatterplot Displaying the Negative Relationship Scores Between Happiness 
and Flow. 
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H2a 

H2a: A correlation matrix will show the relationships between the structural video game 

characteristics, video game engagement, and happiness. 

Table 1.5 shows the relationships between the structural video game characteristics, video 

game engagement, and happiness. 
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H2b 

A hierarchical multiple regression will show what video game characteristics significantly 

predict certain aspects of video game engagement over others. 

Statistic: A hierarchical multiple regression will be computed to test the above hypothesis. 

Table 1.7 displays the significance and values information for the above hypothesis. 

Tests for multicollinearity revealed that substantially low levels of multicollinearity were 

present among punishment features ( Tolerance = 0. 611, VIF = 1. 6) and presentation features 

(Tolerance= 0.75, VIF = 1.3) on flow controlling for other structural features in SPSS. 

Table 1. 7: Summary Table of Co-Efficient, Beta Values, Standard Errors and Significance 

Scores For a Hierarchical Multiple Regression Computation for H2b. 

Model Unstandardized Standardized 

Coefficients Coefficients 

B Std. Error Beta t Sig. 

1. (constant) 13.216 1.571 8.412 .000 

2. Social .240 .254 .075 .944 .346 

3. Reward .558 .288 .166 1.937 .054 

4. Narrative .042 .327 .011 .127 .899 

5. Manipulation -.021 .321 -.006 -.065 .948 

1. (constant) 10.969 1.646 6.662 .000 

2. Social .146 .253 .045 .577 .565 

3. Reward .313 .294 .093 1.064 .289 

4. Narrative -.339 .334 -.092 -1.015 .312 

5. Manipulation -.258 .319 -.076 -.808 .420 

6. Punishment .525 .234 .192 2.246 .026 

7. Presentation .988 .345 .221 2.867 .005 

DV: Flow. 

Result: The variance of social, reward, narrative and manipulation features on flow accounted 

for 4.6% (R2 = .046, F(4, 202) = 2.41 , p = .05). The adjusted variance of punishment and 

presentation features accounted for an additional 10.8% on flow and an increased F value 

(R2 = .108, F(2, 200) = 6.99, p = .001 ). Therefore suggesting that video games with higher 
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levels of punishment and presentation features significantly predicted higher levels of flow in 

video games over other structural features. Hypothesis H2b was supported. See Figures 1.6 

and 1.7 for a visual representation of this result. 
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Figure 1.6: Scatterplot displaying the relationship between the punishment characteristics and 
flow. 

Scatterplot Displaying The Relationship Between 
The Presentation Characteristics and Flow 

35 

• • I 
30 • I 

I • • • I I • • I 25 • • 

I 
• 

I • • 
~ 20 • I • i:i: 

15 • • 
• 10 • • I I • I 

5 • • • • • 0 • 
0 1 2 3 4 5 6 7 

Presentation Characteristics 

Figure 1. 7: Scatterplot displaying the relationship between the presentation characteristics 
and flow. 
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H3: Social video game features will significantly predict happiness over other structural video 

game features. 

Statistic: A hierarchical multiple regression will be computed to test the above hypothesis. 

Table 1.8 displays the significance and values information for the above hypothesis. 

Tests for multicollinearity revealed that substantially low levels of multicollinearity were 

present among social features (Tolerance = 0. 718, VIF == 1.4) on happiness controlling for 

other structural features in SPSS. 

Table 1.8: Summary Table of Co-Efficient, Beta Values, Standard Errors and Significance 

Scores for a Hierarchical Multiple Regression Computation for H3. 

Model Un standardized Standardized 

Coefficients Coefficients 

B Std. Error Beta t Sig. 

1. (Constant) 3.801 .219 17.371 .000 

2. Reward -.010 .038 -.022 -.252 .801 

3. Punishment .012 .030 .035 .399 .690 

4 . Narrative -.023 .045 -.050 -.519 .604 

5. Presentation .004 .046 .008 .093 .926 

6. Manipulation .048 .042 .111 1.134 .258 

1. (Constant) 3.803 .220 17.283 .000 

2. Reward -.009 .039 -.020 -.219 .827 

3. Punishment .013 .031 .037 .409 .683 

4. Narrative -.023 .045 -.049 -.516 .607 

5. Presentation .004 .046 .007 .088 .930 

6. Manipulation .048 .043 .112 1.135 .258 

7. Social -.003 .034 -.008 -.094 .926 

DV: Happiness. 

Result: The variance of reward, punishment, narrative, presentation and manipulation 

features on happiness accounted for 1 % (R2= .01 , F(5, 201) = 3.91, p == .855). The adjusted 

variance of social features accounted for an additional 1 % on happiness (R2 == .01, F(1, 200) 
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= 0.009, p = .926). Therefore suggesting that video games with higher levels of social features 

did not significantly predict happiness over other structural features. Hypothesis H3 was not 

supported. See Figure 1.8 below for a visual representation of this result. 

0 

Scatterplot Displaying The Relationship Between Social 
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Figure 1. 8: Scatterplot displaying the relationship between the social characteristics and 
happiness. 
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H4 

H4: Happiness will be predicted by psychological absorption, presence or immersion. 

Statistic: A multiple regression will be computed to test the above hypothesis. 

Model Unstandardized Standardized 

Coefficients Coefficients 

B Std. Error Beta t Sig. 

1. (Constant) 3.996 .233 17.167 .000 

2. Psych. Absorption -.016 .019 -.081 -.860 .391 

3. Presence -.017 .023 -.069 -.717 .474 

4. Immersion .083 .066 .094 1.262 .209 

DV = Happiness. 

Result: The variance of psychological absorption, presence and immersion on happiness 

accounted for 1.9% (R2 = .019, F(3, 203) = 2.41, p = .278). Therefore, suggesting that 

happiness was not significantly predicted by psychological absorption , presence and 

immersion. Hypothesis H4 was not supported. 
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Study 1 Discussion 

Demographics 

The demographic results of the present study revealed a varied portrait of video gamers. 

Video gamers appeared to play video games with an abundant amount of structural video 

game characteristics and experience a variety of video game experiences in different 

severities (H2a). This is consistent with other research studies such as Hull et al. (2013) and 

Wood et al. (2009) that identified vast amounts of structural components reported by gamers 

in modern video games. 

In the present study, it was noted that the punishment features were the most prominent 

structural features among a global sample of video gamers. The most reported video game 

technology used by participants was the video game console and the most reported video 

game genre was the RPG. This may present a global snapshot of a typical video gamer that 

plays RPGs on video game consoles with many punishment characteristics in their favourite 

or most played video game. 

Punishment and Presentation Features 

Flow was significantly predicted in video games when punishment and presentation 

characteristics were rated as present and important (H2b ). This finding further supports the 

argument that the presentation features are important within the experiential components of 

video gaming. As previously stated, the presentation characteristics of video games include 

audio-visual aspects of video gaming and have been associated with high levels of immersive 

experiences (Krcmar et al., 2011; Ivory and Kalyanaraman, 2007). 

However with the addition of the punishment features, the prediction of flow was found to be 

significant. This may indicate that video games with additional punishment characteristics and 

state-of-the-art presentation characteristics induce the video gamer into a higher state of flow. 

A possible explanation for this occurrence is that the punishment characteristics may 

contribute to the perceived difficulty of the challenges found in gaming, and, the presentation 

characteristics may facilitate the absolute concentration required to achieve a state of flow. 

As flow requires a balance between the challenge level of an activity and the skill level of the 

individual (Csikszentmihalyi, 1988), the present study further supports video gaming as an 

activity capable of inducing a flow experience. 
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Social Features 

It was also found that the social features of video games did not significantly predict happiness 

(H3). This hypothesis was tested in order to provide an alternative explanation for a finding of 

Hull et al. (2013) whom explained that video games with high levels of social characteristics 

are indicative of video game addiction, as socializing in a gaming context is rewarding and 

reinforcing. However, when the context and motives for gameplay (i.e. whether the video 

gamer plays alone or with another video gamer and for what reasons) were not investigated, 

and may provide further insight into this phenomenon. 

It is also a possibility that the experience of negative emotions and feelings overshadowed 

happiness in the present study. This is also a potential reason for why happiness was not 

predicted. This is an avenue of research that may provide further insight to the role of 

happiness, and was not tested in either Hull et al. (2013) or the present study. Additionally, 

Hull et al. (2013) was a pilot study and may be representative of social video gamers. In the 

present study, a larger sample of video gamers was obtained without a preference of the 

social video game characteristics, and thus may represent video gamers more globally. 

Flow and Happiness 

The present study also found that flow and happiness were significantly negatively correlated 

(H1 ). An explanation for why this negative relationship occurred is that a degree of effort, 

concentration and skill is needed for flow to occur, and may lead to the experience of negative 

moods and physiological effects such as exhaustion, when flow is achieved for long periods 

of time. This would support previous research by Fung et al. (2006) who identified frustration 

and lower levels of concentration among video garners who reported being in long term flow 

states. 

Additionally, the perceived loss of time, a characteristic of flow, was indicative of problematic 

gameplay in the Hull et al. (2013) pilot study. Lastly, the final hypothesis tested in the present 

study may provide further insight into the negative relationship between flow and happiness. 

It was found that happiness was not predicted in gamers whom reported experiences of 

psychological absorption, immersion and presence. This may suggest that happiness is 

considered a separate construct among video gamers, and that video gamers may have the 

ability to differentiate various video game experiences effectively. 
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As previously stated, various video game experience definitions are often considered as 

blurred (Carr, 2006). However, the argument in the present study may imply Carr's (2006) 

statement as referring to researchers rather than participants when distinguishing between 

video game experiences. 

The Second Study: Rationale 

It can be argued that the results of the present study provided some insight into the 

relationships between the structural video game characteristics, video game engagement and 

happiness. The correlations and regressions computed in the present study indicated that 

presentation and punishment video game characteristics appeared to significantly predict 

flow; and that flow and happiness were negatively related. However, it is not possible to 

determine a cause-and-effect process of these findings at this stage. Rather that these 

findings highlight prediction and relationships among variables and outcomes. This may 

suggest that further study should investigate the role of the presentation and punishment 

characteristics on flow and happiness. Although it may also be beneficial to investigate the 

role of alternative variables (i.e. the video game itself, gaming context) in an in-depth 

investigation before such further cause-and-effect studies are conducted. 

A case study research approach may further explore alternative factors unidentified in the 

present study that may have increased or hindered happiness levels while gaming. It is 

arguably impossible to definitively determine where and when happiness occurs when video 

gamers play video games. This is taking the perspective that increased happiness actually 

occurs while video gaming. However, as McGonigal (2011) and Gentille (2009) outlined that 

video games are inductive of positive emotions, and that the build up of positive emotions 

contribute to wellbeing (Snyder & Lopez, 2005), it is not an impossibility that video games 

significantly contribute to increased happiness. 

Study 2 employs a case study method for two main reasons. The first reason is that alternative 

factors, which were not addressed in Study 1, may play an efficacious role in the experience 

of happiness. These include: the video game itself, video gaming duration, and gaming 

context. These alternative factors can be examined in case research. The second reason is 

that it was suggested that happiness was not predicted significantly due to possible negative 

emotions often experienced by gamers during gameplay in Study 1. Executing a case study 

may give a more holistic perspective of the additional feelings and emotions that may have 

increased or hindered happiness. This includes the experience of negative emotions, which 
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could potentially act as detriments to happiness prediction. Thus, serving as the two main 

aims of Study 2. 

Furthermore, it is suggested that researchers use alternative research methods that may not 

be as utilized in positive psychological research to investigate the processes of positive 

psychological activities. Lyubomirsky and Layous (2013) quoted about positive activities: 

"Although ample evidence exists to suggest that positive activity interventions are successful 

in increasing wellbeing, many questions remain about the process through which positive 

activities worK' (p. 4 75). One possible way of providing further insight into comprehending the 

processes through which positive activities (such as video gaming) work, is by using 

alternative research methods, such as case studies, as tools for insight. Using this rationale, 

Study 2 was conceived and designed. 
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Study 2 

Video Game Case Study Research 

Study two follows the case study research tradition by carrying out three prospective case 

studies. In the video game psychology literature, existing video game case studies with an 

emphasis on the structural video game characteristics and engaging video game experiences 

as predictors of positive affect, appear to be highly limited. However several related case 

studies do exist which may establish a justification for further utilizing the case study research 

tradition as beneficial for the present research. In order to determine the efficacy of using the 

case study research tradition within the present research, previous case research require 

additional attention. 

Three relative case studies were identified. Jarnfelt, Selvig and Dimovska (2009) investigated 

the user experience of a physical Wii video game with an emphasis on relaxation and found 

that relaxation could be predicted using a psychophysiological case study research method. 

However, the player experiences were controlled for by using single player cases and were 

not tested in natural video gaming settings such as bedrooms or arcades. 

A similar methodology was applied to Wu et al. (2010) whereby the researchers created a 

Star Wars 3D tele-immersive game and tested a more varied amount of psychological 

phenomena such as enjoyment, vividness, concentration and interactivity compared to 

Jarnfelt et al. (2009). Both Jarnfelt et al. (2009) and Wu et al. (2010) reported predicting 

increased positive affect after the utilization of the case study research tradition, however, 

neither study predicted happiness specifically, video game experiences empirically, nor using 

everyday video games. 

In a case study by Almeida, Mealha and Veloso (2010), who investigated the video game 

usage and gameplay experiences of Call of Duty 4: Modern Warfare, it was found that 

hardcore gamers had a more strategized, pondered, and rational style of gameplay compared 

to casual gamers. 

In summation, existing case research can be argued for, as varied and perspective dependent, 

in relation to selected research methods. It is to be noted that many prospective case studies 

are not similar in design and vary in accordance with related research questions of interest 

(Yin, 2003). The present study differs from Jarnfelt et al. (2009), Wu et al. (2010) and Almeida 

et al. (2010) by using selected self-assessment, observations and interviews, rather than 

64 



psychophysiological measures. Also, it can be argued that a limitation of some positive video 

game case studies is the lack of use of empirically supported measures of wellbeing. For 

example, in Jamfelt et al. (2009) and Wu et al. (2010), positive affective variables (i.e. 

relaxation, positive affect) were measured by assessing arousal levels rather than an 

empirically supported measure of perceived relaxation and positive affect. 

According to Yin (2003), carrying out a case study means conducting an empirical 

investigation of a contemporary phenomenon within natural contexts using multiple sources 

of evidence. In relation to constructing the present case research study, the selected empirical 

measures are determined by their usages in Study 1 and alternative to psychophysiological 

measures outlined in previous psychophysiological case research (i.e. Jarnfelt et al, 2009). 

Research Questions 

The research questions of Study 2 are as follows: 

1. Does an in depth mini case study design of video gamers identify alternative potential 

predictors and hindrances of happiness which were not identified in Study 1? 

2. Does the natural environment of the video gamer play a contributing role within a video 

gamer's wellbeing? 

3. Do the engagement and structural components within the case studies contribute to the 

findings of Study 1 ? 
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Method 

Design The present study is a prospective mini case study design (Yin, 2003) consisting 

of observations, interviews, and a pre and post happiness questionnaire, as research 

methods within three different gaming contexts. See Table 1.9 for a breakdown of how each 

research method is beneficial to the present study. 

Table 1.9: Breakdown of Purpose and Potential Outcomes of Chosen Research Methods. 

Research Method Purpose Potential Outcome 

Pre and Post Happiness To give an indication of Increase, decrease or no 

Questionnaire participants' happiness levels change in happiness after a 

before and after a typical typical gaming experience. 

gaming experience. 

Observation To determine which specific Frequency of relevant 

characteristics and aspects structural video game 

of the video game itself video characteristics deemed 

gamers interact with. present and important by 

the researcher about the 

selected video game. 

Interview To obtain a personal account Themes and quotes that 

of how a video gamer is explain how the gaming 

feeling throughout the session may or may not 

gaming session. have predicted increased 

happiness. 

The three cases were: a solo gaming case, a multiplayer gaming case whereby a second 

participant is virtually present, and a multiplayer gaming case whereby a second participant 

is physically present. Each case was conducted subsequently over a period of two months. 

The researcher posed an overt role, meaning that the participants were fully aware of the 

presence and intentions of the researcher at all stages of participation (O'Reilly, 2009). The 

data collection tools for the prospective mini case study were selected on their satisfactory 

reliability scores as demonstrated in the results of Study 1. 
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Additionally, the flexible aspect of carrying out a prospective mini case study led to the 

research conducted in the naturalistic or everyday gaming environments of participants 

(Robson, 2007). In the present research, the data were collected in participant's bedrooms 

and kitchen areas, which were reported as participants' natural gaming settings. 

Participants In all, five participants (Males = 3, Females = 2) were involved in the 

present study. Two participants (Males = 2) were involved by proxy, whereas the gaming 

experiences of three participants (Males= 1, Females = 2, mean age= 22.3 years, SO= 5.1) 

were the central focus of the mini case studies. The participants were known to the researcher 

by having existing relations with them in an online gaming world whereby the gamers were 

generally living in the Dublin area. The participants were recruited using purposive sampling 

(Dyer, 2006) and were not employed in Study 1. 

Participant Materials Several paper based materials were administered to participants. 

They included an informed consent form, demographic information questionnaire, the OHQ 

and a debriefing information sheet. 

Demographic Information Questionnaire 

A demographic questionnaire was administered to video gamers obtaining demographic and 

information about age, gender, gameplay usage, video game genres, and what consoles 

video gamers played video games on. Additional questions on the demographic 

questionnaire included how long participants typically game, would the participant typically 

game alone or with others and for what reasons participants game. 

Happiness 

The Oxford Happiness Questionnaire (OHQ: Hills & Argyle, 2002) is a 29-item measurement 

of general happiness. The OHQ has excellent internal consistency (a(168) =.91; Hills & 

Argyle, 2002). The scoring procedure of the OHQ is calculated by tallying participants' scores 

on a likert scale (Hills & Argyle, 2002). Twelve items are scored in reverse (such as'/ am not 

particularly optimistic about the future') and 17 items are scored normally (such as ' / find 

most things amusing). Higher scores indicated higher levels of general happiness and lower 

scores indicate lower levels of general happiness (Hills & Argyle, 2002). In study 1, the 

internal reliability of the OHQ was determined as highly reliable (a= .94). Thus, rendering 

the OHQ as an effective measure of happiness for Study 2. 
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Researcher Materials Paper based materials were also used by the researcher in Study 

2 for the purposes of observations and interviews. 

Observation 

The researcher amended the Video Game Feature Taxonomy (VGFT) by King, Delfabbro 

and Griffiths (2010) as an observation checklist for the structural video game characteristics. 

Traditionally the VGFT is a five feature model of 24 structural video game features. The five 

features include: social features, manipulation and control features, narrative and identity 

features, reward and punishment features, and presentation features (Hull et al., 2013; King 

et al., 2010). The present study implemented the scoring procedure of the VGFT used by 

Hull et al. (2013) as tallying up how participants rated features as 2 = present and important, 

1 = present and unimportant and 0 = not present. Each video game feature consists of a 

subset of characteristics and an example feature is provided. For example, in the punishment 

features subset, the participant is asked about "negative reward features" and is provided 

with the following examples "regaining a fife, repairing items". Higher scores indicated higher 

levels of present and important features evident in video gamer's video games. 
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Participant ID(s): 

Name of Video Game: 

Sub Feature 

Examples 

Social utility features 

In-game voice, text chat 

Social information features 

Guilds/ clans in MMORPGs, Avatar 

communication 

Leader board features 

"Hall of fame" - high score list 

Support network features 

Internet forums, strategy guides 

User input features 

Absent 

(Tick) 

VGFT Amended for use as an Observation Check/ist 

Present and 

Unimportant 

(Tick) 

Present and Important 

(Write what the feature is and how the participant uses it) 
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"combos", "hot keys". 

Save features 

Quick save, checkpoints. 

Player management features 

Managing inventories, team selection. 

Non-controllable features 

Scripted events, loading screens 

Avatar creation features 

Choice of sex, race, attributes 

Story telling device features 

Cut scenes, mission briefings 

Theme and genre features 

Role play, shooting, fantasy 
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General reward type features 

Experience points, bonuses 

Meta-game reward features 

Xbox 360 achievement points, Wii Coins 

Payout interval features 

Rewarded instantly for playing 

Punishment features 

Losing a life, restarting a level 

Near miss features 

Difficult "boss" at end of level 

Event frequency features 

Unlimited replay-ability of game 

Event duration features 

Games can or cannot be completed, move 

on to next level, finish worlds 
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Graphics and sound features 

Realistic sounds and images, fast music, 

real life graphics 

Franchise features 

Trade-marked names, e.g. Mario 

Explicit content features 

Violence, drug use, nudity 

In-game advertising features 

Real life brands, logos, sponsors 

Others 
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Interview 

An interview script was also drafted for the carrying out of semi structured interviews. 

Questions were originally piloted and then collated in a final draft form. The interview script 

contained a combination of open and closed ended questions. The researcher voice 

recorded the interviews on a Smartphone and used a paper based format to document 

additional notes. The questions were themed into three areas: "game" questions, 

"experience" questions and "feeling" questions. The "experience" questions were informed 

based on the sub themes of the Game Engagement Questionnaire (GEQ: Brockmyer et 

al., 2007). The questions asked to participants were as follows: 

• Game Questions 

o What is X about? 

o Why are you playing X now? 

o What are the good features about X? 

o What are the bad features about X? 

• Experience Questions 

o At what point do you "really get into" X? 

o At what point do you feel really "in the zone" when you play X? 

o And what does it feel like once "you are in" the game? 

o Do you get "absorbed" when you play X? 

• Feeling Questions 

o How are you feeling now? 

o Do you generally feel like this every time you play X? 

o Has your mood changed in any way since you started gaming on this 

occasion? 

o List five feelings or emotions you are experiencing right now. 

Pilot Study Three pilot studies were completed before the mini case studies were carried 

out. Firstly, the questions for the interview script were drafted and tested on a video gamer. 

The video gamer was aged 23 and played modern day video games at least three times 

per week. 

The researcher was interested in the question interpretation and response from the video 

gamer. Previously asked questions included: "What is so special about X?" and 'Would 

you say that you are happier now than before you started gaming?" These questions were 
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considered as leading questions because in one incidence the video gamer responded 

with " ... actually now that you say it, I do feel happier''. This question was rephrased as 

"Has your mood changed in any way since you started gaming on this occasion?" 

A second pilot study tested the materials and operational aspects of the study. The 

Smartphone was found to be effective and dependable as a voice recorder. The text size 

on a printable version of the OHQ was found to be small and hard to read. The researcher 

redrafted the OHO in a more participant friendly way by increasing the size of the font and 

spacing out the questions on the page. 

The third pilot study acted as a preliminary run through. The total time of participation was 

found to be 50 minutes to one hour. It was also identified that video gamers preferred to 

be interviewed while they were playing their chosen video game rather than before or after. 

It was reported by a video gamer that interviewing during their gaming experience allowed 

them to visually and audibly show the researcher "what they mean" when attempting to 

answer questions. 

Ethical Considerations The present study was ethically approved by the Dun Laoghaire 

Institute of Art, Design and Technology Institutional Ethics Committee. The aims and 

objectives of the present study were clearly defined and explained to all video gamers. 

Video gamers reported no incidences of deception, any form of harm, or issues regarding 

confidentiality. Data supplied by video gamers were stored in a secure document folder 

accessible only by the researcher. 

All video gamers had the option of contacting the researcher at any stage to withdraw, or 

have their data destroyed if requested. Contact email addresses of the researcher and his 

project supervisors were also supplied to video gamers for any additional queries. 

Procedure The initial stages of the procedure involved sourcing participants, obtaining 

permission to participate and arranging a time and date that suited the participant and the 

researcher. The researcher arrived at the specified location on time that was agreed via 

email confirmation. Help with setting up gaming equipment was offered by the researcher 

if required. 

The participant was then administered a briefing sheet informing him/her of the aims and 

procedures of the study. After consent was obtained, a pseudonym was assigned to each 
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participant in order to reinforce confidentiality. The participant was then asked to complete 

a demographic information sheet and the OHQ. As soon as the participant completed these, 

the Smartphone was ready to record the interview. The participant then signaled the 

researcher when he or she was about to begin gaming. Following this, the researcher 

began the interview. Probing questions were allowed if the participant was not contributing 

substantially. The only probing question that was asked was "How are you feeling now?" 

during various stages of gameplay. As soon as the interview was over, the audio recording 

finished. 

The researcher then used the observation checklist to record relevant structural video 

game characteristics that were either absent, present or unimportant, or present and 

important during the gameplay. As soon as the participant was finished gaming, the 

researcher administered the OHQ again and debriefed the participant. 
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Results 

The results of the present study are categorized into the following sections: demographics 

and contexts, pre and post happiness measures, interview data, a feelings and emotions 

Word Cloud, and gamer personas. 

Demographics, Contexts and Choice of Video Game 

1. Ally is a 28-year-old Irish woman from Dublin. She typically plays video games more 

than three times per week for approximately two-three hours per session. Ally reported 

that she plays video games for several reasons: out of boredom, escapism, to socialize, 

to boost her mood, and just for fun. Usually, Ally plays video games with one other 

person, her boyfriend Ryan. Ally most often plays role playing games (RPGs) on video 

game consoles such as the X Box 360 and handheld consoles such as the Nintendo 

30S. Ally's gaming experience of interest involved herself playing a "zombie" video 

game called Dead Island in her bedroom with Ryan, who was communicating with her 

via Skype. Ally and Ryan are in a long distance relationship. 

2. Mollie is an 18-year-old Irish woman from Dublin. She typically plays video games more 

than three times per week for approximately two-three hours per session. Mollie 

reported that she plays video games for several reasons: out of boredom, escapism, to 

relieve stress and tension, and to boost her mood. Usually, Mollie plays video games 

alone or in a massively multiplayer setting. Mollie most often plays RPGs, Shoot Em 

Ups, Puzzle games, Building games and Sport games on video game consoles such 

as the PlayStation 4, personal computer (PC) or on the Internet. Mollie's gaming 

experience of interest involved herself playing a "crime" video game called Grand Theft 

Auto 5 as a single player in her bedroom. 

3. Troy is a 21-year-old Irish man from Dublin. He typically plays video games more than 

three times per week for approximately two-three hours per session. Troy reported that 

he plays video games several reasons: escapism and to socialize. Usually, Troy plays 

video games with one other, his friend Chris. Troy most often plays RPGs, Shoot Em 

Ups, Building games and Sport games on consoles such as the X Box 360, PC and on 

his Smartphone. Troy's gaming experience of interest involved himself playing a 
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"sandbox" video game called Minecraft in his friend Chris's kitchen extension room. 

Troy and Chris were gaming beside each other on two laptops, which were connected 

virtually. 

Pre and Post Happiness Measures 

Yin (2006) proposed that case study designs may include quantitative data analysis as 

long as the generalizability of case studies were inferred to related theory rather than the 

population of interest. Happiness levels determined in the three case studies described in 

the previous section can be differentiated according to specific gaming contexts. Ally 

played video games with another person virtually, Mollie played video games alone, and 

Troy played video games with another person physically. See Figure 1.9 for a bar chart of 

the gaming pre and post happiness levels among Ally, Mollie and Troy after a gaming 

session. 

Pre and Post Happiness Levels 
Among Ally, Mollie and Troy After a 

Gaming Session. 
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Figure 1.9: Pre and post happiness levels among Ally, Mollie and Troy after a gaming 

session. 

Interview Data 

Three interviews were conducted in the present study. The interviews consisted of the 

same questions and format, and were conducted in participant's naturalistic gaming 

environments. The interview data obtained in the present study underwent a rigorous 

analytical and interpretive process called thematic analysis (TA: Braun & Clarke, 2006). 
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TA is a method of identifying, analyzing, and reporting patterns in qualitative data (Braun 

& Clarke, 2006). TA consists of a six stage process: familiarization of data, coding, 

assigning themes from codes, reviewing themes, defining and naming themes, and writing 

up the data to relate to existing literature (Braun & Clarke, 2006). 

Familiarization of Data In order to become familiar with the interview data, the 

researcher transcribed each interview verbatim and conducted a memoing system as a 

coding aid. Verbatim transcriptions allowed the researcher to assess every word spoken 

in the interview and can help determine if anomalies such as false starts, significant pauses, 

laughs and other aspects are worthy of analysis (Smith & Osborn, 2008 ). See Table 1.10 

for an example verbatim transcription excerpt in an interview with Ally. 

Table 1.10: Verbatim Transcription Excerpt in Al/y's Interview. 

Researcher: Ok, so em what is Dead Island about? 

Ally: Ehhh ... Dead Island is about... Well actually there's not... (Slight 

laugh) The storyline is actually really crap! Emmm ... It's basically about just 

an island that gets infected ... like a holiday resort ... that gets infected by a 

zombie virus. But it's full of plot holes like. You don't really play this for the 

story. 

Generally, memoing assists the researcher in making conceptual leaps from the raw data 

to explained phenomena (Birks, 2008). Memoing can involve using sticky notes or spaces 

on the interview transcripts to record hunches, thoughts and feelings. See Table 1.11 for 

an example memo on a transcription excerpt. 

Table 1.11: Memo on a Transcription Excerpt. 

Researcher: Ok, so em what is Dead Island about? 

Ally: Ehhh .. . Dead Island is about... Well actually there's not... ( Slight 

laugh). The storyline is actually really crap! Emmm ... It's basically about 

just an island that gets infected ... like a holiday resort ... that gets infected 

by a zombie virus. But it's full of plot holes like. You don't really play this for 

the story. 

Memo: "Seems like a video game with a bad storyline. Will look out for 

other things to see what this game is really about. " 
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Coding. Assigning Themes, and Reviewing Codes were operationalized as succinct 

labels, which may be relevant to answering the research questions of interest (Braun & 

Clarke, 2006). The coding procedure involved reading the transcriptions on several 

occasions and using the memoing system as an interpretative guide. See Table 1.12 for 

an example of an assigned code from a transcription excerpt. 

Table 1. 12: Coding on a Transcription Excerpt. 

Researcher: Ok, so em what is Dead Island about? 

Ally: Ehhh ... Dead Island is about... Well actually there's not... ( Slight 

laugh). The storyline is actually really crap! Emmm ... It's basically about 

just an island that gets infected ... like a holiday resort ... that gets infected 

by a zombie virus. But it's full of plot holes like. You don't really play this for 

the story. 

Memo: "Seems like a video game with a bad storyline. Will look out for 

other things to see what this game is really about." 

The researcher then employed the analytic perspective of a second rater for the purposes 

of assessing the reliability of identified codes. See Table 1.13 for an example perspective 

from a second rater on assigning a code in a response. 

Table 1. 13: Second Code Rater on a Transcription Excerpt. 

Researcher: Ok, so em what is Dead Island about? 

Ally: Ehhh ... Dead Island is about... Well actually there's not... ( Slight 

laugh) . The storyline is actually really crap! Emmm ... It's basically about 

just an island that gets infected ... like a holiday resort ... that gets infected 

by a zombie virus. But it's full of plot holes like. You don't really play this for 

the story. 

Memo: "Seems like a video game with a bad storyline. Will look out for 

other things to see what this game is really about." 
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This process is also known as inter rater reliability (IRR) and can be used to: quantify 

emerging codes, aid with theme identification, and calculate an agreement score using the 

Cohen's Kappa correlation (McHugh, 2012). IRR was employed as a review methodology 

within the Braun and Clarke (2006) framework of thematic analysis. Three separate 

independent raters were employed for each interview. The employed raters had an 

academic background in psychology and a special interest in the topic of cyberpsychology. 

See Table 1.14 for the Cohen's Kappa scores on the three interview coding agreements. 

Table 1.14: Interview Codes and Cohen's Kappa Scores Among Independent Raters. 

Kappa Score Ag reed Codes Disagreed Codes 

Ally .671* Bad Storyline Engagement 

Suitability Connection Issues 

Frustration 

Challenge 

Excitement 

Fun by Immersion 

Flow 

Scared 

Mood Improvement 

Companionship 

Avatar Realism 

Anger Induced Feelings 

Positive Feelings 

Mollie .644* Instant Concentration Presence 

Fun Jumpy 

Involvement Misinterpretation 

Reminiscence 

Living a Fantasy Life 

Intensity 

Responsibility For Others 

Concentration 

Distraction (x2) 

Avatar Realism 

Escapism 
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Chilled 

Troy .875* Creative Survival Rewarded 

Easiness 

Difficulty 

Graphic Realism 

Concentration 

Responsibility 

Accomplishment 

Focused Attention 

Relaxation/ Chilled 

Fun 

*Denotes significance at .000. 

Landis and Koch (1977) proposed that a Kappa score of .61 and above could be interpreted 

as substantial agreement. Thus in the present study, a substantial agreement was 

calculated in SPSS for the three interview IRR analyses: Ally (Kappa= .671, N = 13, St. 

Error= .129), Mollie (Kappa= .644, N = 11, St. Error= .137) and Troy (Kappa= .875, N = 

8, St. Error= .116). 

Defining and Naming Themes Six key themes can be defined using the list of agreed 

codes from the three IRR coded interviews. They are as follows: positive affect, negative 

affect, engagement, cognitive factors, social factors , and realism. Graphs 1.10, 1.11, 1.12, 

1.13, 1.14, and 1.15 show the classification, definition and naming of the seven emerging 

themes in a flow chart. 
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Theme: Positive Affect 

The theme of "Positive Affect" may be used to represent the positive-affective codes that 

were agreed among raters across the three interviews. Sub themes under "Positive Affect" 

include: excitement, scared, fun, and positive mood. 

Excitement Scared 

Giddyness 

Fun 

Fun Story 

Fun and 
Immersion 

Positive Mood 

Feeling 
enerally Bette 

elaxed/ Chille 

Figure 1.10: Flow chart of the "Positive Affect" emerging theme. 

Excitement 

The sub theme of "Excitement" emerged when Ally (A) referred to a "giddy'' feeling and 

was confirmed by her boyfriend Ryan (R): 

R: (Skype) I was gonna say excitement about the glitch. 

A: Yeah, yeah. That would have been a better term". 

Scared 

Although arguably a negative feeling, the theme of "scared" emerged in some form of 

positive phenomena. In this instance Ally laughed about being scared in relation to a 

sudden zombie attack: 

"Researcher: How are you feeling now? 

A: Scared! (Laughs) 
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Accomplishment 

Troy (T) referred to happiness when he feels accomplishment: 

"T: It's not even that. .. The happiest I am is when this (referring to the house he's 

building) is finished. This bores me now ... But I know once it's built like a proper house I 

feel accomplished ... " 

Fun 

The sub theme of "Fun" was identified among the three gamers, however expressed in 

various ways. For example, in the case of Troy {T), "Fi.m" was expressed when referring to 

becoming immersed into Minecraft: 

T: "[When I] .. . start getting down to the nitty gritty. It's most fun then I think. I'm not 

amazingly good at the decorating but it's fun ... yeah it's fun ... " 

Similarly, Ally (A) referred to "Fun" when referring to immersive aspects of gameplay: 

"Researcher: So, at what point do you feel "in the zone" when you play Dead Island? 

A: Not at it yet, 'coz we haven't really done anything yet. We're just kinda running around 

sorta getting prepared and stuff. Emmm... it's normally ... normally when we start doing 

missions and stuff. That's when it kinda gets fun. Ya know?" 

Alternatively, "Fun" also referred to a particular aspect of the storyline in the case of Mollie 

(M), who was asked about why she was playing Grand Theft Auto 5: 

"M: I like the story in it. It's fun. (Game background noises start to become clearer and 

characters can be heard shouting. The researcher can be heard shuffling paper. A little 

later on Mollie laughs as one of the characters shout the words ''The Three Cunts" in a 

sarcastic tone. The particular scene in question involved two characters meeting a third to 

discuss a potential shooting and robbery in a seaport)." 

Positive Mood 

The sub theme of "Positive Mood" may represent mood and feeling related aspects of 

"Positive Affect" that emerged from the interview data. Under "Positive Mood", the two 

codes of "Feeling Generally Better" and "Relaxed or Chilled" were reported. 
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Ally (A) reported that she felt better when asked if her mood had changed in any way since 

she started playing Dead Island: 

Researcher: Has you're mood changed in any way since you started gaming on this 

occasion? 

A: Emmm ... yeah actually ... now that you mention it. Yeah. .. I do actually feel ... 

Researcher: (Interrupts) Please explain that. .. 

A: It's fun and kinda light hearted. So it's like ... I dunno ... I just ... I feel better if that makes 

any sense? You know? 

Troy (T) described the feeling of relaxation and the effect it had on him when playing 

Mine craft: 

Researcher: How would you describe how you are feeling now? 

T: Relaxed. .. I always feel relaxed when I'm playing Minecraft. It's kind of a comfort thing 

now though. I can calm down when I play Minecraft. It's nice. Especially after a hard day 

or a long day. Less time for other things ... Kinda forget about all the major thinking you 

have to do during the day. 

In another instance, Troy (T) referred to relaxation as a chilled feeling: 

Researcher: Has your mood changed in any way since you started gaming? 

T: Ehhh ... no .... I was more focused to figure out how big I was gonna build the houses ... I 

kinda feel more relaxed ... But ever so slightly kind of. .. More just chilled I reckon. 

84 



Theme: Negative Affect 

The theme of "Negative Affect" may represent four sub themes that emerged from the 

interview data. The sub themes include: "Escapism", "Frustration" and ''Tiredness". 

Escapism 

Escapism 

Living a 
Fantasy Life 

Forgetting 
Daily 

Thou hts 

Frustration 

Connection 
Problems 

Anger 
Induced 
Feelin s 

Tiredness 

Figure 1. 11: Flow Chart of the "Negative Affect" Emerging Theme. 

The sub theme of "Escapism" emerged in two different ways. In the case of Mollie (M) 

escapism appeared to refer to "Living A Fantasy Life": 

M: I normally play it before I go to sleep. So kinda ... I don't know ... Gets your mind off 

things ... chill ... I think as well it's kinda like ... how do I explain it ... everybody wants to be 

a millionaire for ... I suppose it's something fun ... but it shouldn't be fun but it is. So you 

feel kinda like you're succeeding ... I suppose ... I don't know how to explain that actually. 

Filling out a fantasy life I suppose ... ". 

Whereas in the case of Troy (T}, escapism emerged when he referenced the ability to 

forget about the thinking that was required during the day: 

T: Relaxed ... I always feel relaxed when I'm playing Minecraft. It's kind of a comfort thing 

now though. I can calm down when I play Minecraft. It's nice. Especially after a hard day 

or a long day. Less time for other things ... Kinda forget about all the major thinking you 

have to do during the day. " 
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Frustration 

The sub theme of "Frustration" emerged when Ally (A) referenced frustration in relation to 

anger induced feelings and connection issues to her boyfriend Ryan (R): 

A: Depends on how the game's going really ... Emmm ... Like I said it's mostly like ... fingers 

crossed we have a stable connection thanks to Ryan's "Feng Shui". But yeah like there 

would times when we'd be trying to connect up and keep getting kicked and stuff and we'd 

be fucking livid like. Just being like "fuck sake, why won't this connect?". 

Following this, Ally described in more detail about the connection component to her gaming 

experience with Ryan: 

A: Frustration. Just absolute frustration like. And its just... its... its absolutely fucking ... 

Something beyond anger inducing like ... its just "Uhhh". So annoying when that happens. 

Because like for us like this is a way obviously of interacting and socializing and like its 

something we can do the same side by side as we can when we're apart. So it does have 

a weird sense of being together if that makes any sense?" 

Tiredness 

Tiredness emerged when Mollie (M) felt tired after 20 minutes of playing Grand Theft Auto 

5: 

M: I do feel more ... I don't know what the word will be ... jumpy (giggles). A bit more into it 

now than I was when I started ... A bit more tired." 
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Theme: Engagement 

The theme of "Engagement" may represent the gaming components, experiential 

components and flow components sub themes that emerged from the interview data. 

Engagement 

I 
I I I 

Game Experiential Flow 
Components Components Components 

Easiness Intensity Easiness and - - - Difficulty 

- Difficulty - Presence - Challenging 

- Suitability - Immersion - Concentration 

Figure 1. 12: Flow Chart of the "Engagement" Emerging Theme. 

Game Components 

The sub theme of "Game Components" emerged when participants, Ally and Troy, referred 

to the specific gaming aspects of easiness, difficulty, and suitability that occurred in their 

gaming experience. 

"Easiness" and "Difficulty" was identified in the case of Troy (T): 

T: In creative mode yeah actually... I usually build houses and types of stuff 'coz I can 

barely build anything else ... The last thing I build was a castle out of Frozen (a Disney 

film) ... Ehhh Elsa 's Castle ... Yeah that was fun ... Usually I just build this kinda thing 

(referring to houses) ... They are easy to build, kinda box-y, square structured ... If I wanted 

to build something drastically mad I'd play, like, Sim City (a city building game) or 

something like that... " 

T: It's one of those games like you don't really need much to get started so it explains 

itself. .. I dunno I started playing Far Cry 4 the other day and like you kind of have to invest 

two or three hours into that to get a kind of feel. .. or game worth playing... whereas 
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Minecraft is good you only need to play it a half hour or maybe an hour. It's one of those 

games that never gets old like I'm building a house now (Troy points to the screen to show 

a wooden house he is building on a patch of land) and build dozens and dozens of times. 

Very versatile you kinda pick up on things and can play for long or short times ... " 

"Suitability" as an aspect of the Game Components emerged in the case of Ally (A) and 

Ryan (R): 

A: Emmm ... because we started playing it a couple of days ago. We were trying to find 

another multi player game but emmm ... (Continues to tap the control pad) theres no kinda 

good mu/tiplayer games out on Gold or anything like that at the minute. Normally ehhh X 

Box Live releases emmm (Continues to tap the control pad) free games for anybody who 

has Gold membership once a month. The one that was released this month was a load of 

crap. (To Ryan on Skype) What was it that was released this month? Ehhh Viva Piflata 

wasn't it? 

R: (Skype) Ehhh its like Viva Pifiata 2 or something ... 

A: Yeah! (in agreement). Its two player but its kind of like ... Basically like a kid's game. 

Which is grand but eh .... not our thing." 

Experiential Components 

The sub theme of "Experiential Components" emerged when participants, Mollie and Ally, 

referred to the specific human experiential aspects of intensity, presence and immersion 

that occurred during the gaming experience but not because of the game itself. 

"Intensity" was identified when Mollie referred to a gameplay experience as intense: 

M: Emmm ... Intense I suppose ... 

Researcher: Intense ... okay ... Go into a bit more detail into what you mean by that ... 

M: You kinda get lost ... you feel like you're the character almost." 

"Presence" was identified by one rater when Mollie referred to "being the characters": 

"M: Its mad like you know in Zelda, you feel like you're link? Well in this there 's the three 

characters you kinda feel like you're all three ... which is weird, but you can still relate to 
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them in some way. (A recognizable well known rap song started playing within the game). 

Theres some really good songs in it too!" 

"Immersion", though previously referred to under the "positive affect" theme, can also be 

identified as an experiential component. Ally, referred to the feeling of fun when the game 

becomes immersive: 

A: Not at it yet, 'coz we haven't really done anything yet. We're just kinda running around 

sorta getting prepared and stuff. Emmm... it's normally... normally when we start doing 

missions and stuff. That's when it kinda gets fun. Ya know?" 

Flow Components 

Though arguably an experiential component, "Flow" was assigned to a separate sub theme, 

as flow elements emerged in the interview data that were unique to flow theory. These 

"Flow Components" were identified as: easiness and difficulty of task", challenging and 

concentration. 

Troy referred to Easiness and difficulty of tasks found within Minecraft compared to other 

video games: 

T: It's one of those games like you don't really need much to get started so it explains 

itself. .. I dunno I started playing Far Cry 4 the other day and like you kind of have to invest 

two or three hours into that to get a kind of feel ... or game worth playing ... whereas 

Minecraft is good you only need to play it a half hour or maybe an hour. It's one of those 

games that never gets old like I'm building a house now (Troy points to the screen to show 

me a wooden house he is building on a patch of land) and build dozens and dozens of 

times. Very versatile you kinda pick up on things and can play for long or short times ... " 

Ally mentioned "challenge" when referring to the likeable aspects of Dead Island: 

'i1.: ... Also the enemies level up as you level up so there's a constant like challenge to it 

really. Your not just killing enemies that are easy. .. (taps control pad frantically again) you 

know? ... They used to have a big issues with that though in eh multiplayer where you were 

able to enter into games with people who were much lower levels than you ... so ... people 

were helping people level up ... emmm ... which I used to do a lot 'coz it's a bitta craic like. 

You know ... Plus the game's not that much fun when everything can kill you ... you know? 

When you're getting your ass handed to you 2417." 
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"Concentration" was identified when Mollie and Troy referred to being focused and 

becoming absorbed: 

"T: ... I'd say I'm totally focused when I'm about to finish it and I know it's nearly done. " 

"M: You have to kinda concentrate on killing the people ... like I'm doing now ... so it's hard 

to not become absorbed when your trying to concentrate on ... hitting the targets." 
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Theme: Cognitive Factors 

The theme of "Cognitive Factors" may represent the cognitive related phenomena that 

emerged from the interview data. These phenomena include: concentration, focused 

attention and distraction. 

Concentration Focused 
Attention Distraction Reminiscence 

Figure 1.13: Flow Chart of the "Cognitive Factors" Emerging Theme. 

Concentration 

Although identified as an aspect of "Flow", concentration can also be considered as a 

cognitive factor in the interview data: 

"Concentration" was identified when Mollie and Troy referred to being focused and 

becoming absorbed: 

"T: ... I 'd say I'm totally focused when I'm about to finish it and I know it's nearly done." 

"M: You have to kinda concentrate on killing the people ... like I'm doing now ... so it's hard 

to not become absorbed when your trying to concentrate on ... hitting the targets. " 

Focused Attention 

Troy (T) referred to being focused when a particular task was nearing completion in 

Minecraft: 
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"T: ... like I love having stairs and staircases a lot. So I'd say I'm totally focused when I'm 

about to finish [The House] and I know it's nearly done." 

Distraction 

Mollie (M) appeared to become distracted when she began singing aloud during the 

interview: 

"M: (Mollie starts singing to herself) ... Oh shit... Oh ... Its kinda like that game you used 

to play emmm ... Wait I have to restart that mission now ... Just getting killed I'll go back to 

the check point won't it?" 

Reminiscence 

Mollie (M) referred to aspects of Grand Theft Auto 5 that made her reminisce on 

previous Grand Theft Auto series games: 

"M: They brang bikes back in this one as well ... 

Researcher: As in cycle bikes? 

M: Yeah! San Andreas (A previous game in the GTA series) had it. Then they just got rid 

of it. Oh and something else I really like about this ... Ya know when in the other ones 

(referring to other GTA games) you could fly big jet planes? You can actually go into the 

airport and rob the emmm ... company planes ... like the huge .... 

Researcher: Jumbo jets? 

M: Yeah, yeah! That's a good way of explaining it yeah. You can fly them around the city 

and that. It's cool. " 
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Theme: Social Factors 

The theme of "Social Factors" may represent social related phenomena that emerged from 

the interview data. These phenomena include: companionship and responsibility for others. 

Companionship Responsibility 
For Others 

Figure 1.14: Flow Chart of the "Social Factors" Emerging Theme. 

Companionship 

Ally (A) referred to companionship when describing feelings and emotions during her 

gameplay: 

'~: I guess ... I guess it's companionship. On top of that as well it's good fun and you 

know you get more of a sense of togetherness from being able to kind of do something 

as simple as this that is the same as when you're apart as it is when you're together." 

Responsibility For Others 

Mollie (M) and Troy (T) reported responsibility for other characters as a sub theme when 

playing Grand Theft Auto 5: 

"M: Your man also has a family so ... It adds ... Like ... In the other games you never had a 

family to look after or anything like that ... Whereas now you participate in being a father 

in this one." 
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"T: I suppose when I'm in [The Game] I feel kind of in charge or responsible for somebody ... 

If someone died in the game I'd feel almost responsible so to speak ... " 
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Theme: Realism 

The theme of "Realism" may represent aspects of the interview data that referred to the 

realism components of the gaming experience. These phenomena include: avatar realism 

and graphic realism. 

Realism 

Avatar Realism Graphic 
Realism 

Figure 1. 15: Flow Chart of the "Realism" Emerging Theme. 

Avatar Realism 

Mollie (M) described how sometimes she feels she is all three characters in Grand Theft 

Auto 5: 

"M: ... you feel like you're the character almost. Its mad like you know in Zelda, you feel 

like you're Link? Well in this there's the three characters you kinda feel like you're all three ... 

which is weird, but you can still relate to them in some way." 

Graphic Realism 

Troy (T) referred to Minecraft having realistic graphics compared to the gaming industry: 

'T : Ehhh ... I like the graphics. It's different 'coz the whole gaming industry the whole thing 

is pushing towards better graphics ... Where it's more realistic." 
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Feelings and Emotions Word Cloud 

As an activity, participants were also asked to identify five feelings or emotions they 

experienced during their gaming session. The following words were reported: anger, 

anger-inducing, comfort, excellence, frustration (x2), fun, guiltless, happiness, humour, 

pleasure, power, safe and togetherness. See Figure 1 .16 for an illustration in the format of 

a word cloud. 

Relaxation Excellence 
Anger 

Humour Fun Safe Pleasure 

' 

• 

' 

Frustration 
Togetherness Power 

Anger-Inducing Comfort 
Guiltless 
Happiness 

Figure 1. 16: Feelings and Emotions Word Cloud. 

Preferred Video Game Features 

Participants were asked what features of their chosen video game they felt were "good" 

and "bad". The reported features were quantified and are presented in Table 1.15 below 

alongside corresponding structural video game characteristics listed on the VGFT. 
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Table 1. 15: Reported "Good" and "Bad" Video Game Features (VGFs) Reported by 

Participants. 

Good Features Bad Features Corresponding VGF 

Ally • Weapons • Bad Storyline • Player Management 

Customization • Lack of depth Features 

• Weapons Incentives within characters • Theme and Genre 

• Progressive Difficulty • Map/GPS Features 

• Shared Experience Function • General Reward Type 

• Sexism Features 

• Explicit Content 

Features 

• Story Telling Device 

Features 

• User Input Features 

Mollie • Customization • Updates • Player Management 

• Shopping • On A PlayStation Features 

• Graphics • Not Like Other • User Input Features 

• Memorability of Games In The • Story Telling Device 

Previous Games In Series Features 

The Series • Button Differences • Non Controllable 

• New Additions Features 

• Graphics and Sound 

Features 

• In-game Advertising 

Features 

Troy • Graphics • Boredom • Story Telling Device 

• Learning New Things Features 

• Length of Tasks • Graphics and Sound 

• Finding Diamonds Features 

• General Reward Type 

Features 
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Gamer Personas 

Personas represent groups of users (Cooper, Reimann & Cronin, 2007), and usually 

display 'research based' demographics, behaviours, usages, product oriented goals, 

attitudes and tasks about the user (Chapman, Love, Milham, EI-Rif & Alford, 2008). Based 

on the research conducted in the present study, personas based on the participants were 

created to give a holistic overview of the reported and observed information recorded: 
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"Because like for us like this is a way 

obviously of interacting and 

socializing and like its something we 

can do the same side by side as we 

can when we're apart." 

About Ally 

Ally is a 28-year-old Irish woman from Dublin. Currently she is in a relationship with Ryan who 

lives in London and often communicates with him via Skype or video games. Ally reported that 

she plays video games for several reasons: out of boredom, escapism, to socialize, to boost her 

mood, and just for fun. Ally's gaming experience involved playing a "zombie" video game called 

Dead Island, in her bedroom with Ryan. Ryan played with her in the game and over Skype. 

Reported Technologies and Genres 

■ Consoles (X Box 360 etc.) ■ RPGs 

■ Handhelds (Nintendo 30S etc.) 

Most Important Structural Features Observed 

When Playing Dead Island 

Event Duration User Input Theme and Genre 

Avatar Creation Social Utility General Rewards 

Inga me Advertising Player Management liii:f·I 
•i@iiM41 Graphics and Sound 

I 
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Punist,ment Explicit Content Event Frequency 
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About Mollie 

"I normally play it before I go to sleep. 

So kinda .. . I don't know .. . Gets your 

mind off things ... chill ... I think as well 

it's kinda like ... how do I explain it ... 

everybody wants to be a millionaire for ... 

I suppose it's something fun ... but it 

shouldn't be fun but it is .. " 

Mollie is an 18-year-old Irish woman from Dublin. She typically plays video games more than 

three times per week for approximately two-three hours per session. Mollie reported that she 

plays video games for several reasons: out of boredom, escapism, to relieve stress and tension, 

and to boost her mood. Mollie's gaming experience of interest involved herself playing a "crime" 

video game called Grand Theft Auto 5 as a single player in her bedroom. 

Reported Technologies and Genres 

■ Consoles (X Box 360 etc.) ■ RPGs 

■ PC/MAC ■ Shoot Em 

■ Internet Ups 

■ Puzzle 

■ Building 

■ Sport 

Most Important Structural Features Observed 

When Playing Grand Theft Auto 5 

Event Duration User Input Theme and Genre 

Avatar Creation Social Utility General Rewards 
I 

lngame Advertising Player Management ►ihi:1-1 
iitiii@Mi 

Punishment 
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Graphics and Sound 
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About Troy 

"I always feel relaxed when I'm playing 

Minecratt. It's kind of a comfort thing now 

though. I can calm down when I play 

Minecraft. It's nice. Especially after a hard 

day or a long day. Less time for other 

things ... Kinda forget about all the major 

thinking you have to do during the day. " 

Troy is a 21-year-old Irish man from Dublin. He typically plays video games more than three 

times per week for approximately two-three hours per session. Troy reported that he plays video 

games several reasons: escapism and to socialize. Usually, Troy plays video games with one 

other, his friend Chris. Troy's gaming experience of interest involved himself playing a "sandbox" 

video game called Minecraff in his friend Chris's kitchen extension room. 

Reported Technologies and Genres 

■ Consoles (X Box 360 etc.) ■ RPGs 

■ PC/MAC ■ Shoot Em 

■ Smartphone Ups 

■ Building 

■ Sport 

Most Important Structural Features Observed 

When Playing Minecraft (Creative Mode) 

Event Duration User Input Theme and Genre 

Social Utility General Rewards Story Telling Device 
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Study 2 Discussion 

Study Summary 

The present study attempted to show an in depth portrait of video gamers using the case 

study research tradition and identify potential hindrances and predictors of happiness 

which were not addressed in Study 1. In doing so, three mini prospective case studies of 

video gamers were carried out in the context of naturalistic gaming environments. Two 

factors which were not investigated in Study 1, the video gamer's natural gaming setting 

and the features of the specific video game played by the video gamer, were a central 

focus in the present study. 

The remainder of the discussion section for the present study will focus on the restated 

research questions of interest: 1) Does an in depth mini case study design of video gamers 

identify alternative potential predictors of happiness which were not identified in Study 1? 

2) Does the naturalistic context of the gamer play a contributing role within a gamer's 

wellbeing? 3) How does a case study design of gamers identify potential implications for 

positive psychology? 

Predictors of Happiness 

It can be argued that the present study identified a myriad of factors that may have 

invariantly affected happiness levels among the three video gamers. These factors include: 

positive affect, negative affect, engagement aspects, cognitive factors, social aspects, and 

realism. These findings may provide further support for Lyubomirsky et al. (2005) in that 

wellbeing is affected by a variety of factors at any one stage in an individual's life. Though 

much research has been conducted in the areas of cognitive, positive, social, and 

experiential perspectives of gaming for wellbeing (see Granic et al., 2014 and Gentille, 

2009 for reviews), the present study also identified negative affective feelings such as 

anger, frustration and fright, which may play a contributory role in the happiness prediction 

among video gamers. 

In light of these findings, it can be argued that the present study successfully identified 

alternative factors potentially affective of happiness; however, it is indeterminable whether 

these alternative factors either significantly predict an increase or decrease in happiness 

levels. For example, in Mollie's case study, a decrease in happiness levels was reported 

after a typical gaming session , despite experiencing various positive affects such as 
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humour and empowerment. In Ally's case study, an increase in happiness levels was 

reported after a typical gaming session, despite experiencing various negative affects such 

as frustration and anger. In Troy's case study, happiness levels did not appear to either 

increase or decrease after a typical gaming session, despite experiencing a mixture of 

positive and negative affects such as happiness, frustration, relaxation and social 

responsibility. 

Naturalistic Contexts 

The three naturalistic contexts of the video gamers appeared to have presented three 

distinct and incomparable gaming experiences. This is supportive of Yin (2003), and the 

case study research tradition, which stated that each case study is unique and cannot be 

directly compared to another. However, it can be argued that the three distinct case studies 

have contributed to existing case research knowledge. The three cases in the present 

study identified enjoyment (Ally) and concentration (Mollie and Troy) as affective 

components of gaming. This is in line with Wu et al. (2010) who reported similar affective 

predictions. 

Additionally, as the present study did not use physiological research methods, it can be 

argued that investigating positive affect among cases of video gamers from a psychological 

perspective is also justifiable. This may provide initial support for the Prorock et al. (2014) 

study investigating meaning of gaming among video gamers using the case study research 

tradition. 

Finally, in Troy's case study, relaxation appeared to be an outcome of playing Minecraft, 

which was also predicted in a Wii psychophysiological laboratory case study by Jarnfelt et 

al. (2009). This may suggest that carrying out case study research among video gamers is 

not entirely compromised if the setting is naturalistic or laboratorial. Thus, in answer to the 

second research question, it would appear that the gamer's naturalistic context may not 

have played a significantly contributing role for achieving positive affect among the three 

video gamers. 

Motives 

In line with motives research (Kneer & Glock, 2013; Russoniello et al., 2009), it was found 

that video gamers in the present study also played video games for a variety of reasons: 

out of boredom, escapism, to boost mood, for fun, to socialize, and to relieve stress and 
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tension. This may suggest that the three video gamers in the present study played video 

games for positive and negative reasons, which may have contributed to the experiences 

of both positive and negative affects such as anger, decreases in happiness, and 

frustration. For example, both Ally and Troy, who were gaming in social settings, appeared 

to have a more positive gaming experience than Mollie, who played video games alone. 

Although it may not be appropriate to generalize this finding in the context of social gaming 

as a whole, it is to be noted that both Ally and Troy also reported that they played video 

games to socialize. It is likely that the social aspects of the video gaming experience (i.e. 

with another video gamer or for the purposes of socializing) did appear to play a 

contributory role among the happiness levels of the three participants. 

Video Game Engagement 

Several engagement experiences outlined in the Brockmyer et al. (2009) model of video 

game engagement appeared to be evident within the three gaming experiences. Evidence 

of presence, absorption and immersive experiences were reported within the three gaming 

experiences. However, elements of flow theory appeared to be a significant and universal 

experience among the three gamers, which is consistent with Brockmyer et al's (2009) 

statement about flow generally occurring more often than presence and immersion in 

gaming settings. 

On the whole, several key aspects of flow were identified within the three case studies: the 

easiness and difficulty of the task at hand, concentration, and perceived challenge were 

among the most significant aspects reported. However it can be argued that the case 

studies supported how the process of flow was evident within the three distinct gaming 

experiences. Using the Csikszentmihalyi (1988) conditions necessary for flow to occur, the 

following transcript excerptions can be used to demonstrate how flow was evident: 

1. Structured activity with clear goals: "You can mine which is the survival aspect so like 

you can kind of make food and cook food and get resources and kind of survive off land 

and stuff fight off enemies". 

2. A balance of challenge and skill level: "Also the enemies level up as you level up so 

there's a constant like challenge to it really. Your not just killing enemies that are easy ... 

" 
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3. Absolute concentration on the task at hand: " ... like I love having stairs and staircases 

a lot. So I'd say I'm totally focused when I'm about to finish it [The House) and I know 

it's nearly done." 

4. Sense of control over actions: "Usually I just build this kinda thing (referring to houses) ... 

They are easy to build, kinda box-y, square structured ... " 

5. Transformation of time: "There's a lot of times where emmm we'd be playing it and like 

hours would just go by and then we'd be like awwww shit it's one in the morning meant 

to go to bed two hours ago or whatever you know?" 

6. Intrinsic reasons to carry out activities: "Because like for us like this is a way obviously 

of interacting and socializing and like its something we can do the same side by side 

as we can when we're apart." 

7. Features of an autotelic personality: "I like that you're always learning in this game, 

building things and what not. .. Also the enjoyment of building things for like two hours." 

Observed Structural Characteristics 

The present study found that in general, the structural video game characteristics were 

varied and used distinctly within three separate case studies. Using the modified VGFT 

(King et al., 2010) as an observation checklist, it was observed that the three video gamers 

played video games with 15 to 19 present and important structural video game 

characteristics. The social video game features appeared to be the least utilized structural 

video game characteristics, whereas the reward and punishment features appeared to be 

the most utilized structural video game characteristics among the three video gamers. This 

is consistent with the results of Study 1 in this area. 

There were also other video game features reported by video gamers in the present study 

that may not have a representative structural characteristic within the King et al. (2010) 

structural video game characteristics taxonomy. This may suggest that the VGFT should 

be amended to be inclusive of additional features in future revisions. Additional reported 

features identified in the present study included: reminiscence and memorability features 

(i.e. returning characters, familiarity within games), depth and completion features (i.e. 

emotionality and relatedness of avatars, vastness of virtual worlds) and complimentary 

device features (i.e. plug in controllers, additional computers). It is possible that these sub 

features were not included in the VGFT {King et al. , 2010) because they did not exist, or, 

were scarcely used in mainstream gaming prior 2010. 
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Part Three 

General Discussion and Implications for Positive Psychology 
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General Discussion 

Summary of the Two Studies 

The present research consisted of two studies. The first study investigated the 

relationships between the structural video game characteristics, video game engagement, 

and happiness. The second study used an in depth research tradition to explore other 

factors which may either explained or contributed to the happiness of levels of video 

gamers while they played engaging video games with high levels of structural 

characteristics. 

Findings of the Study 1 revealed that the relationship between flow and happiness among 

video gamers was negative, and that happiness was not predicted within other video game 

engagement experiences such as presence, immersion and psychological absorption. 

Happiness was also not predicted within video gamers who more often utilized the social 

characteristics of video games over other structural characteristics. However flow did 

appear to be predicted in video games with high levels of presentation and punishment 

characteristics, which may suggest that presentation components of video games (i.e. 

sounds, graphics, in-game advertising) and punishment features (i.e. losing a life, 

restarting a mission) may facilitate a flow state. This may highlight the importance of the 

aesthetic and perceived difficulty components of video games that may exercise the 

concentration, skill, and task difficulty aspects needed to make a flow experience occur. 

Findings of Study 2 revealed that in general, video gaming experiences are distinctive and 

cannot be directly equated to others. Additionally, the punishment features were among 

the most utilized and valued structural video game characteristics within the three gaming 

experiences. It was also identified that a variety of positive effects (i.e. fun and excitement), 

negative effects (i.e. fear and frustration), engagement features (i.e. flow and immersion), 

social components (i.e. responsibility and togetherness), cognitive factors (i.e. 

concentration and distraction) and realism (i.e. avatar and graphic) may play an influential 

role in the happiness levels of video gamers during the in-game experience. 

In light of the findings of the two studies outlined, it appears that there is a link between 

flow and the punishment features in video games. Thus, the following section attempts to 

evaluate this link more closely. 
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Flow and Punishment in Video Games 

It is possible that the punishment features in video games contribute to making a gaming 

activity challenging, thereby encouraging the video gamer to use additional skills to carry 

out the activity. This explanation appears to relate to Nakamura & Csikszentmihalyi (2002) 

who stated that one of the three conditions that are required to experience flow is that the 

activity must be challenging, so that the individual uses appropriate skills to carry out the 

activity. 

Though much research has been conducted in conceptualizing the flow experience in 

video games (Nacke, 2012; Cowley et al., 2008; Sweester & Wyeth, 2005; Jones, 2003), 

additional research may be required to determine the conditions (i.e. challenge-skill level, 

clear goals with immediate feedback, and outcomes of the activity influenced by the video 

gamer) required to make flow occur in gaming. 

Based on the findings in the present research, it is suggested that when video gamers play 

video gamers for different reasons and in various settings, unique experiences tend to 

occur. However, flow itself appeared to be the most evident video game experiential 

component within the three distinct gaming experiences. This may suggest that the motives 

and contexts of the video gamers examined are not determinants for flow to occur in video 

gaming. 

Findings identified in Study 1 may suggest that the punishment features in video games 

(i.e. losing a life, restarting a level, dying etc.) contribute to the conditions required to make 

flow occur in video games, but may not necessarily determine the level of happiness 

achieved as an outcome of experiencing flow. However, this may show a contextual 

drawback as other psychological perspectives may provide further insight into the 

punishment findings in the present research. 

It can also be argued that the mechanical and motivational approaches to gaming for 

wellbeing provide alternative explanations for the role of punishment characteristics in 

video games. 

Motivational Perspectives of Punishment in Video Games 

In the above section, a link between the punishment video game features and flow may 

suggest that the physical features of video games are linked with the engagement aspects 

of video games; however, various mechanical and motivational theories (i.e. McGonigal, 

105 



2011 ; Pryzybylski et al., 2010; Vallerand, 2008; Ryan & Deci, 2000) may show how the 

punishment features assist in satisfying human needs. 

In Self Determination Theory (SOT: Pryzybylski et al., 201 O; Ryan & Deci, 2000), the 

punishment features may assist the video gamer in executing competent gaming skills, 

which is a basic need required to achieve wellbeing. Competency involves using personal 

abilities to affect the environment and attain desired outcomes (Ryan & Deci, 2000). 

However, this does not explain the occurrence of negative effects (i.e. frustration, fear and 

anger) in which video gamers remained gaming. 

Alternatively, according to the Dualistic Model of Passion (DMP: Vallerand, 2008), the 

punishment features may contribute to the obsessive passion (OP) aspects of gamers. lt 

is likely that video gamers did not volitionally lose a life, die, or be forced to restart a level, 

however did continue to play video games thereafter. Using this motivational perspective, 

the reported negative effects (i.e. frustration, fear and anger) can thus be explained by the 

occurrence of punishment characteristics. This in line with Fuster et al. (2014) who 

identified that OP demonstrated a variety of negative effects (i.e. uncontrollable urge to 

play, after gaming tension) in gaming sessions. This may suggest that the motivational 

explanation for the role of the punishment characteristics found in the present research is 

optimally supported by the DMP (Vallerand, 2008). 

Mechanical Perspectives of Punishment in Video Games 

Another possibility is that the punishment characteristics do not satisfy a human need or 

facilitate a flow experience. Rather, the punishment characteristics act as target-based 

stimuli in the gaming environment and facilitate habitual gameplay. This provides further 

support for Hull et al. (2013) that video gaming is rewarding and that the utilizing of certain 

structural characteristics lead to habitual game play. This interpretation of the punishment 

findings in the present research also support the gaming theories of McGonigal (2011) and 

Juul (2008) whom, with minor overlap within theories, state that all video games have 

defining traits: goals, rules, feedback systems and voluntary actions. Though arguably not 

all video games have punishment features, but for the video games that do, the punishment 

features may play a significant role in the rules and feedback components of video games. 

With rules, the punishment features may contribute to increasing the difficulty in reaching 

a goal, and thus enhance strategic thinking and creativity (McGonigal, 2011 ). This may 

explain how in Study 2, cognitive factors (i.e. concentration and distraction) appeared to 
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play a role in the gaming experiences of three video gamers. Additionally in the case of 

feedback systems, an evaluation of progress (McGonigal, 2011) may provide positive 

reinforcement (Skinner, 1957) to video gamers when they game with additional punishment 

features, as they may experience achievement and happiness, as was reported in Study 

2. 

Social Aspects and Happiness 

Both studies in the present research had social and happiness components and 

implications. In Study 1, the social features did not appear to significantly predict happiness 

over other structural video game features. In Study 2, the social features did not appear to 

be as utilized as user input, punishment and reward features within three distinct gaming 

experiences. 

Additionally in Study 2, Mollie did not game in the presence of another video gamer, 

whether virtual or physical, and appeared to experience a decrease in happiness levels. 

These social related findings of Study 1 and 2 might indicate that the social environment 

of the video gamer may play a greater role than the social video game characteristics of 

the video gamers in relation to happiness levels. Further support for this indication may 

include the experience of other variables (i.e. negative affect, other positive effects, 

cognitive factors, engagement and realism) that may have also predicted or hindered 

increased happiness. 

Chosen Research Approaches 

Although it is essential to discuss the meaning and application of the results of the present 

research, it is also integral to discuss the research approaches applied in the present 

research. The present research employed a cross sectional design (Study 1) and used 

case studies (Study 2). Arguably, one of the strengths of using a descriptive research 

method followed by an in depth research method is that the punishment related findings 

were revealed in both research approaches. It was suggested by Dyer (2006) that 

qualitative research methods may theoretically inform further quantitative research. This 

may suggest the possibility that with using additional research approaches, such as an 

experimental design, triangulation of data may provide further insight into the precise role 

of the punishment features, flow and human happiness. 
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In addition to triangulation of data, using a multi-method approach in the present research 

identified factors which may have explained potential hindrances in happiness prediction. 

These potential hindrances for increased happiness included: frustration, distraction, 

negative affect, anger and social responsibility. It can be argued that these factors may 

have been explained as confounding variables in a relatable experimental design. 

Therefore, it is suggested that the cross sectional and case study designs employed in the 

present research were successful and beneficial for insight into gaming contexts and 

outcomes. 

Implications for Positive Psychology 

Reverting back to one of the original aims in the present research, it was stated that the 

present study aimed to apply the research findings to positive psychology. Specifically in 

the context of positive psychology interventions (PPls). Thus, the role of punishment and 

presentation features are discussed as potentially beneficial components of video game 

PPls. 

The punishment features may significantly contribute to the gamification of modern day 

video game PPls (Deterding et al., 2011) by increasing the difficulty of activities, and thus 

encouraging a greater sense of achievement by overcoming the additional difficulty. 

However, the punishment features may also lead to the experience of negative effects, as 

were identified in the present research (i.e. frustration, anger, distraction), and may be 

considered as antithetical to PPls (Parks & Biswas-Diener, 2013). Though this statement 

may appear controversial, it can be argued that video game PPls will inevitably evoke 

negative effects that are common to experience in video games, and therefore ought to be 

considered as important experiential components for the promotion of wellbeing through 

gaming. 

Furthermore, the rate of reported presentation features of video games as was found in 

Study 1 and Study 2, appear to highlight the importance of the audio-visual components of 

video games. It is therefore suggested that researchers and theorists collaborate closely 

with video game designers and developers in the audio-visual stages of video game 

production as was outlined by Granic et al. (2014 ). This may further enhance the 'fun factor' 

in video games used as positive affect agents and aid the psychological affective 

components in turn. 
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Research Strengths and Weaknesses 

Study 1 comprised of several strengths methodologically. The data of an international 

sample of 207 video gamers was analyzed which may be more representative of video 

gamers globally compared to other studies that focused on a specific cohort of social video 

gamers (i.e. Hull et al., 2013). The empirical scales administered in Study 1 were shown to 

be highly reliable. This reinforces the internal validity of the various scientific instruments 

that are available for researchers to measure happiness and video game experiences. 

Study 1 also comprised of methodological weaknesses. The cross sectional nature of 

Study 1 does not imply causation and should not represent happiness prediction 

definitively. Other research methods such as focus groups, video game histories and 

experiments may also be successful when attempting to predict happiness. Another 

limitation of Study 1 is that of the measurement of the video game experience. Studying 

the video game experience when the video gamer is not playing the video game may 

compromise external validity and devalue the in game experience itself. 

Study 2 comprised of strengths and weaknesses both as a research tradition, and in terms 

of the selected research methods (Yin, 2003). Notable strengths of Study 2 include the use 

of the OHQ, which is a highly reliable measure of general happiness. This is in contrast to 

other case research studies that did not use an empirical or arguably appropriate measure 

of positive affect. Additionally, carrying out case research in video gamer's naturalistic 

environments may significantly enhance the external validity of the research in general. 

This is a strength among many prospective case studies (Yin, 2003) in which most 

laboratory based experimental designs lack (Robson, 2007). 

Notable weaknesses of Study 2 include the definitive inability to generalize case research 

to a wider population of video gamers, and that the physical presence of the researcher 

may have been an influential factor within the naturalistic setting of the video gamers. The 

researcher also played video games as a hobby similar to the demographics of video 

gamers who participated in the present research. This may have inferred bias throughout 

the data collection stages and has been referred to as the 'Hawthorn Effect' within 

psychological research terminology (Dyer, 2006). 
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Future Research 

Future research could consider previous video game achievements and the use of a 

chronological history of a video gamer's gaming experiences as indicators of predicting 

wellbeing. Histories have been effectively used in much case research (Yin, 2003) and 

may provide organic explanations of wellbeing from a developmental perspective. An 

example method of constructing a gamer's history would be to ask a gamer to map out by 

age, what video game stimuli they recall most vividly, and how each stimulus informed the 

next. A researcher can then create a visual developmental timeline as a research aid and 

make predictions based on a series of past gaming events, which may be highly useful in 

determining the wellbeing of a video gamer. 
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Appendices 

Appendix A: Study 1 Web Link 

[Contains: Participant briefing sheet and consent form for Study 1, the VGFT, the GEQ 

and the OHQ.J 

http://www.smartsurvey.eo.uk/s/videogamepsychstudy/. 
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Appendix B: Participant Briefing Sheet and Consent Form for Study 2 

Project Title 

Positive Video Gaming: A Video Game Experience Case Study. 

Researcher 

Derek Laffan. 

Project Description 

This project involves the researcher carrying out a series of video game case studies 

for the purposes of investigating the emotions, feelings and features of video games 

of which contribute to the overall human experience. This project is being carried 

out at the ethical consent of the Institute Ethics Committee at the Dun Laoghaire 

Institute of Art Design and Technology. A free fees scholarship was awarded to the 

researcher to help fund this project. 

What is involved if I agree to participate? 

The researcher will administer a consent form (attached to this information sheet) 

for the purposes of agreeing or disagreeing to the project terms and giving 

permission to participate. Then, you will be administered a demographic and 

wellbeing questionnaire. Following this, the researcher will invite you to become 

familiar with your "normal" or "everyday" video game setting. The researcher will 

assist with setting up consoles or installing video game software if required. You will 

then be asked to start gaming as you would normally while the researcher begins 

observing and recording your video game play. Throughout your video game 

experience, you will be asked a number of questions. You can answer these 

questions while continuing to game, or if you prefer, pause the game to answer 

questions. After a period of approximately 1 hour, you will be asked to complete 

another wellbeing questionnaire and debriefed. 

Are there any benefits or risks involved if I participate? 

A possible benefit of participating in the present study is that you get to spend about 

an hour talking to a researcher about your favourite video game! You also get to see 

that a past time of yours is worthwhile and worthy of academic research. No obvious 
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risks can be identified at the present time. However, should you feel that you are 

experiencing any emotional, physical or psychological distress during your 

participation; you have the right to withdraw and discontinue your involvement in the 

study. Any materials that you supply to the researcher that may contribute to the 

project will be returned, or disposed of (if required), on an agreed date after the 

study is complete if applicable. 

What are my rights in the study? 

First of all, you have the right to withdraw from the study at any point. Any data you 

provide can be destroyed as securely as possible should you request it. You have 

the right to be anonymous during the study. A pseudonym will be assigned to you 

during the study so that the data you provide does not identify you to third parties. 

You can be assured that these rights also apply to other participants who may be 

involved in your gaming experience. Any information you supply, and later feel less 

willing to supply it, can be removed from the study if requested also. Please inform 

the researcher at the earliest convenience should this occur. You have the right to 

request a transcript of your gaming experience once it is complete. You may also 

have access to the overall study results once they are analyzed and complete also. 

An individual analysis of information cannot be provided in the possible event of 

contributing to psychological distress. 

How will my data be used? 

The researcher will analyze all data you provide. This means that certain information 

that contributes to the subject area will be used in academic publications or 

conferences. As previously outlined, no third party will have access to your personal 

information or be able to identify you as a participant. Also, once the study is officially 

complete, the researcher will destroy the data as securely as possible. 

Who do I contact if any issues arise? 

You can contact the researcher Derek Laffan at 0851075569 and 

derek.laffan@student.iadt.ie should any issues arise. Furthermore, the researcher's 

project supervisors can be contacted also if any issues need to be taken further. 

They are Hannah Barton hannah.barton@iadt.ie and Dr. John Greaney 

john .g reaney@iadt.ie 
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Consent Form 

Please Tick To Confirm Your Consent 

I understand what this study is about and what is being asked of me 

I am fully aware of my rights in this study as outlined in the information sheet 

I consent to the information I submit being analyzed and presented at scientific 

conferences and published in academic journals 

I consent to the researcher using voice/ video recording equipment and 

observing my gameplay 

I understand that if I supply the researcher with additional documents I can 

arrange a date of return 

I am aware that my participation is voluntary and that my identity will not be 

connected to the results of this study 

I understand that I can drop out at any stage during the study without reason 

I have not experienced significant psychological or emotional distress within 

the last 3 months 

I, _______________ , hereby CONFIRM that I understand 

what the study is about and what the intentions of the researcher are. 

131 



Appendix C: Interview Script for Study 2 

Participant Number/ Name: 

Name of Game (X): 

NB: Try referring to the video game name instead of X. 

Gaming Situation (Please Tick): 

Alone □ 

Multiplayer (casual) 

Multiplayer (situation specific) 

Massively Multiplayer 

Other 

Game Questions 

1. What is X about? 

□ 

□ (please specifiy ________ ) 

□ 

□ (please specify ________ ) 

2. Why are you playing X right now? 

132 



3. What are the good features about X? 

NB: Try not to suggest features such as graphics/ sounds etc. Try get 
participant to answer without your suggestion. If in doubt, rephrase question. 

4. What are the bad features about X? 

NB: Try not to suggest features such as graphics/ sounds etc. Try get 
participant to answer without your suggestion. If in doubt, rephrase question. 
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Experience Questions 

NB: Take additional notes if participants mention happiness, joy, positive 
feelings etc. 

5. At what point do you really "get into" X? 

6. At what point do you feel "in the zone" when you play X? 

7. What does it feel like once "you are in" the game? 
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8. Do you ever get absorbed when you play X? Tell me about that... 
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Feeling Questions 

1. Describe how you are feeling right now. 

2. Generally, do you feel this way every time you play X? 

3. Has your mood changed in any way since you started gaming on this 
occasion? Please explain how or how not. 
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4. List 5 feelings/ emotions you are experiencing right now. Why? 
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Appendix D: Debriefing Sheet 

Thank you for taking the time to participate in this study! 

I hope you enjoyed it and I would encourage you to get involved in other research 

studies. 

Video games are designed to create a strong sense of presence and immerse the 

gamer into an alternate virtual reality. The present study aims to examine the role of 

structural video game characteristics (i.e. sounds, graphics, avatar creation) as 

predictors of happiness and video game engagement. 

If you have further questions about this study or you wish to have your data removed 

from the study, please contact me at the following e-mail address: 

dereklaffan@student.iadt.ie. Alternatively, you may contact my supervisors Dr. John 

Greaney at john.greaney@iadt.ie and Dr. Hannah Barton hannah.barton@iadt.ie for 

any queries or further information. 

Also should you require information regarding mental health issues addressed in the 

present research, please inquire with your local G. P, or seek professional mental 

health advice. 

Thank you very much for your participation. 
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Appendix E: Demographic Information 

1. What gender best describes you? 

a. Male 0 

b. Female 0 

c. None 0 

d. Other 0 

2. What age are you? 

3. What is your nationality? 

4. How often do you typically play video games? (please tick one) 

a. Never 0 

b. Rarely 0 

c. Once a month 0 

d. Few times a month D 

e. At least once a week D 

f. More than 3 times per week D 

g. Everyday 0 

5. For how long would you typically game per session? (please tick one) 

a. Less than 20 minutes D 

b. Less than 40 minutes D 

c. Approximately 1 hour D 

d. 2-3 hours D 

e. 4-6 hours D 

f. 7+ hours D 

6. Why would you typically game? (tick all that apply) 

a. Boredom □ 

b. Escapism □ 

c. Relieve stress/ tension D 

d. Socialise (i.e. be with friends/ family/spouse etc.) □ 

e. Improve your mood (i.e. make you happier) D 

f. Challenge yourself D 

g. Achieve something 0 

h. Learn new information □ 

i. Not sure D 

j. Other reasons: 
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7. How would you typically game? 

a. Alone □ 

b. With one other □ 

c. With several others □ 

d. Online massively multiplayer □ 

e. Other: 

8. What video game genres would you most often play? 

a. Role Playing Games "RPGs" (Legend of Zelda, Final Fantasy etc.) o 

b. Massively Multiplayer Online Role Playing Games "MMORPGs" (World of 

Warcraft etc.) 

D 

c. Shoot Em Ups (Goldeneye, Medal of Honour, Black Ops etc.) 

d. Fighting (Street Fighter, Tekken, Fighters Destiny etc.) 

e. Puzzle (Tetris, Candy Crush Saga, Mario Party etc.) 

f. Building (Sim City, Theme Hospital, The Sims etc.) 

g. Educational (Brain Training etc.) 

h. Sport (FIFA, WWE, Tennis Pro, Wii Sport etc.) 

i. Other: 

9. What kind of video game technologies would you play most often? 

a. Console (Wii, X Box 360, Playstation 2 etc.) 

b. PC/ Mac 

c. Internet 

d. Smartphone 

e. Tablet 

f. Television 

Other: 

D 

D 

D 

D 

D 

□ 

D 

D 

D 

D 

D 

□ 
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Appendix F: Oxford Happiness Questionnaire 

Instructions 

Below are a number of statements about happiness. Please indicate how much you agree or 

disagree with each by rating each statement according to the following scale: 1 = strongly 

disagree, 2 = moderately disagree, 3 = slightly disagree, 4 = slightly agree, 5 = moderately 

agree, 6 = strongly agree. Please read the statements carefully, some of the questions are 

phrased positively and others negatively. Don't take too long over individual questions; there 

are no "right" or "wrong" answers (and no trick questions). The first answer that comes into your 

head is probably the right one for you. If you find some of the questions difficult, please give the 

answer that is true for you in general or for most of the time. 

Statements (Please tick only Q!1!! answer to each statement) 

I don't feel particularly pleased with the way I am 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 

I am intensely interested in other people 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 
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I feel that life is very rewarding 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 

I have very warm feelings towards almost everyone 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 

I rarely wake up feeling rested 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 
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I am not particularly optimistic about the future 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 

I find most things amusing 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 

I am always committed and involved 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 
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Life is good 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 

I do not think that the world is a good place 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 

I laugh a lot 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 
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I am well satisfied about everything in my life 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 

I don't think I look attractive 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 

There is a gap between what I would like to do and what I have done 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4 . Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 
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I am very happy 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 

I find beauty in some things 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 

I always have a cheerful effect on others 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 
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I can fit in (find time for) everything I want to 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 

I feel that I am not especially in control of my life 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 

I feel able to take anything on 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 
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I feel fully mentally alert 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 

I often experience joy and elation 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 

I don't find it easy to make decisions 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 
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I don't have a particular sense of meaning and purpose in my life 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 

I feel I have a great deal of energy 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 

I usually have a good influence on events 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 
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I don't have fun with other people 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 

I don't feel particularly healthy 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 

I don't have particularly happy memories of the past 

1. Strongly Disagree 

2. Moderately Disagree 

3. Slightly Disagree 

4. Slightly Agree 

5. Moderately Agree 

6. Strongly Agree 

150 



Appendix G: Interview Transcript 1 

Interview Details: 

Participant: Ally. 

Interview Length: 0:28:13 (0 Hours, 28 Minutes and 13 Seconds). 

Interviewer: Derek Laffan. 

Time and Date: 8.30pm, Thursday, 27th of November 2014. 

Location: Ally's Bedroom. 

Description: 

Ally is a 28 year old woman from Dublin who is in a long distance 

relationship with her boyfriend Ryan (21) who lives in London. Ally often 

plays video games with Ryan in her bedroom using a combination of Skype 

and in-game social features such as multiplayer. The video game they 

were playing together on the night of the interview was called Dead Island, 

a shoot em up zombie game on the X-Box 360. The interview took place 

between 8.30pm and 10.1 Spm approximately, which is a typical gaming 

session for Ally and Ryan. This interview focuses on the gaming 

experience from the perspective of Ally, who was the primary interviewee. 

Ryan was present via Skype and within the game itself. His contributions 

were documented. 

D = Derek (Interviewer) A = Ally (Interviewee) R = Ryan (Skype) 
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00:00 

D: Ok, so em what is Dead Island about? 

A: Ehhh ... Dead Island is about. .. Well actually there's not. .. (Slightlaugh). The storyline 

is actually really crap! Emmm ... It's basically about just an island that gets infected ... like 

a holiday resort ... that gets infected by a zombie virus. But it's full of plot holes like. You 

don't really play this for the story. 

D: (Starls writing on interview sheet) Ok so a zombie virus ... 

A: Although right now we're not in the resort ... we're like in this place called the city of 

Moresby. 

R: (Skype) Yeah but when we rejoin back to the game that we're at, we're on the prison 

at the very end ... 

A: (Nodding in agreement) Yeah, Yeah ... Whenever I join back in to Ryan's game we' ll 

be somewhere else entirely ... Uh Oh ... (Starls frantically tapping buttons on the control 

pad. Al/y's character became challenged by zombies on the screen). 

01:03 

D: So why have you picked Dead Island tonight? 

A: Emmm ... because we started playing it a couple of days ago. We were trying to find 

another multiplayer game but emmm ... (Continues to tap the control pad) theres no 

kinda good multiplayer games out on Gold or anything like that at the minute. Normally 

ehhh X Box Live releases emmm ( Continues to tap the control pad} free games for 

anybody who has Gold membership once a month. The one that was released this 

month was a load of crap. (To Ryan on Skype} What was it that was released this 

month? Ehhh Viva Pifiata wasn't it? 
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R: (Skype) Ehhh its like Viva Pifiata 2 or something ... 

A: Yeah! (in agreement). Its two player but its kind of like ... Basically like a kids game. 

Which is grand but eh .... not our thing. 

01:57 

D: So what are the good features about Dead Island? 

A: Good features .... Emmm .... The weapons customization is really good. Em you have 

to like find MODs and stuff around the area. You can find them, you can get rewarded 

with them by doing missions and stuff or em (taps control pad frantically again) yeah you 

just find them around randomly or get rewarded on the missions. But you have to eh 

route like in dust bins and stuff like that to like get all of your eh ... crap I died (Ally's 

character dies on the screen) ... you get em ... you find different things in dustbins and 

things like that to make new weapons and stuff and as you go through the game your 

weapons get better like the MODs you find get better. Also the enemies level up as you 

level up so there's a constant like challenge to it really. Your not just killing enemies that 

are easy ... (taps control pad frantically again) you know? ... They used to have a big 

issues with that though in eh multiplayer where you were able to enter into games with 

people who were much lower levels than you ... so ... people were helping people level 

up ... emmm ... which I used to do a lot 'coz it's a bitta craic like. You know ... Plus the 

game's not that much fun when everything can kill you ... you know? When you're getting 

your ass handed to you 24/7. 

D: Ha! (laughs). 

A: So it was kinda like ... people used to go into other people's games like lower 

character's games for the sake of emmm ... charity nearly ... See I'm not really good at 
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this on my own ... (laughs and smiles as her character dies again) ... emm ... and kinda 

like help lower level players by like killing everything around them. 

D: Okay ... 

A: (interrupts) And if you had a friend like on your X B ... 

R: (Skype interrupts) There's shared experience for any kills as well. 

A: Yeah! So like if I went around and killed a ton of high level enemies ... If I was in a 

game with someone much lower than me they'd level up from it. But they don't let you 

team up with people who are that much lower than you anymore ... They generally put 

you in with em ... 

D: Same level. .. ? 

A: Yeah! 

R: (Skype interrupts) you can join in with anyone of any level but the enemy's level 

depending on who's hitting them ... 

A: Yeah ... Yeah yeah. 

R: (Skype) So the enemy will be a level 1 to a level 1 ... and a level 40 something to a 

level 40 something ... 

A: (points to the screen) see what I mean? ... Gore! 

04.23 

D: And then ... What are the bad features about it? 

R: Did I pop up as 'Online' on yours? ... Sorry ... 

(At this point Ally and Ryan begin to converse with each other). 
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A: Hang on I'll check ... ( uses the game pad and opens new screens on the game 

interface. Ally starts to search for Ryan's name in different screens. Derek spots Ryan's 

name and points it out to Ally). 

D: I saw him. 

A: Yep your online. (checks the screen again). Says you're on the dashboard. 

R: Well I'm trying to get to the dashboard ... 

A: (starts getting frustrated and taps repeatedly) it's actually ... it's a fun game (continues 

to tap the controller) it's incredibly gory, but its fun ... ah crap! (Ally's character runs into 

difficulties fighting zombies) mainly just 'coz it's zombies. Also there's three different 

kinds ... Well, there's a ton of different kinds of zombies but the normal ones are like the 

"infected" ... those guys (shows Derek a zombie avatar that looks stereotypically like a 

Halloween zombie with flesh wounds and blood. The zombie also had a label on the 

screen named "infected") who are really fast. .. and then your normal just "walkers" ... who 

are just lumbering about like ... (tries to point out a "Walker" zombie) I don't know if they 

are infected or if their walkers ... (Ally then identifies a Walker Zombie) That's a walker! 

(the Walker Zombie appeared to move slower than the "infected" zombies and did not 

appear to be as aggressive. Ally's character then started to attack the walker zombie 

with a machete that had an electricity feature to it). 

D: You can tell by the electric shock? 

A: No ... emmm that's my weapon. 

D: Oh is it? Okay okay ... 

A: I have emmm ... I don't know what weapon this is ... I'll tell you now. Emmm ... (starts 

looking through inventory screens). 
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R: (Skype) short circuit (suggestively) ... 

A: (interrupts abruptly) High voltage! No I'm using the Solo Machete right now ... 

(Ryan continued to converse with Ally via Skype but it was inaudible for a brief moment 

due to the Internet connection waning ... then very shortly became audible again). 

R: (Skype) I thought the Bolo was called "Smokey"? 

A: I have two of them. I made two of them just out of necessity of having nothing but 

absolutely shite weapons. Hehe you know? I lost pretty much feckin' everything ... 

05:47 

D: Okay, so what are the bad features about Dead Island? 

A: The lack of storyline! Like the storyline has a lot of potential to what their tryna do like 

when their tryna create all these emotions between characters and stuff but they just fail 

horribly. Like we sit and laugh at the quote in quote "emotional" scenes in it. And that's 

the truth. 

R: (Skype) Emmm the characters themselves are pretty stereotypical. 

A: Yeah they are. Like there's a black guy. 

R: (Skype) ... The black rapper. .. The athlete who kills someone in a drink driving 

accident, the Asian who's good with knives, and the woman who was kicked out of the 

police force ... 

A: . .. who's great with guns! Also there's emmm there's Gin who comes later .. . who is 

the girl standing at the van back there. Emmm ... and she's ... Ahhh sweet you're in! (Ally 

acknowledges Ryan who has been trying to make it into the game but his Internet 

connection had been playing up). 
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R: (Skype) Yeah am in ... 

A: emmm ... she's ... there's a part where em she gets kidnapped and ehhh raped. 

R: (skype) It's implied but it's ... 

A: (Interrupts) It says the game session isn't available. Yeah ... There's a bit where she ... 

D: Is that Ryan is it? 

A: No no ... The session disconnected. I'm still in on my own unfortunately. Emmm ... 

Yeah there's a scene in it where like you don't see anything happening you just go in 

and the two girls run in and their like "Oh my God what happened to you?" 

D: Is that a good thing or ... that's a bad thing? 

A: Well, I don't particularly like that in a storyline ya no what I mean? It just didn't seem 

to play any purpose other than you know ... The girl loses her father and Gin just seems 

to kinda be the victim for all the tragedy in the game you know what I mean? 

R: ... Even though she has barely any lives. 

A: Yeah Yeah ... she's not a main character. They bring in this character about halfway 

through the game and make her like ... They make her the scapegoat for "Ohhh look how 

bad this zombie apocalypse is and look at how everybody's lives are falling apart". No 

one's lives are falling apart except poor fucking Gin's! 

D: (Laughs). 

A: The poor girl gets killed at the end of it. She gets shot like. Herda ... Herda dies. He 

turns into a zombie. She shoots him in the head. She gets kidnapped, raped and at the 

end of it.. . she gets shot! They didn't even let the poor girl live. She gets fucking shot. 

Oh and she looks like about 15! 
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D: (Laughs) . 

A: On top of all that... she looks about 15. So it's real. .. 

D: Some kind of ancillary character .. . 

A: Very emmm ... very fucking seedy altogether. And she's dressed kind of a bit (Ally 

makes an awkward facial expression) "Ehhhh" as well like. It's all a bit much. Emmm .. . 

R: (Skype, interrupts) She's dressed like a typical stereotypical tom boy daughter of a 

garage owner! 

A: Yeah she is. Like she's wearing a tiny little top and stuff as well like. It's implied that 

she's probably a teenager and you're kinda like "If I saw my 14 year old daughter going 

out in that, she wouldn't be leaving the fucking house" like .. . The dungarees are fine. It's 

the top like. It's a bit feckin' short like .. . And I wouldn't mind, in the fan fiction of it as well 

like, like the fan base of it, she's seen as one of the sexy characters, even though she's 

like a child. Which is pretty fucked up all things considered. That's nothing to do with the 

official of the game but it's still pretty fucked up .. . that people draw sexy pictures of this 

child .. . who looks like a child ... ya know? 

09.29 

D: So at what point would you really get into it then? 

A: Into the game? 

D: yeah ... 

A: Emmm ... (repeatedly presses buttons). 

R: (Skype) The Intro mission is pretty intense. 
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A: Yeah Yeah! 

R: (Skype) You're right into it from that first intro. 

A: Yeah emmm ... Yeah the first mission is actually pretty intense ... Your kind of thrown 

into the middle of it and you're kind of running around this hotel with zombies chasing 

you and stuff. And you don't know how to fight or anything yet. .. So they kind of throw 

you in right into the middle of it. Your like "Oh God! What's going on here?" 

R: (Skype) They tell you how to sprint like two seconds before you need to sprint. 

A: Yeah its ... its very go go go! And it's pretty scary. The first mission really sets you up 

like "Oh My God ... What's Going On?" ya know? 

R: (Skype) I remember first playing it over at yours (referring to Ally) .. . 

A: Ah he was .. . you (referring to Ryan) were terrified! 

R: (Skype) ... and you (referring to Ally) were like "just play through it". And I'm like ... No 

l don't like this! And you just kept going " go go go!". 

A: (laughs) .. . Oh are ya back on? 

R: (Skype): Eh I think ... I don't want to talk too soon but I think Feng Shei might have 

saved us. 

A: Okay, awesome. 

R: (Skype) I moved the X Box to the other side of the T.V. 

A: (Laughs) well fingers crossed! 

R: (Skype) I shit you not that is literally all I have done ... 
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A: That could be it! That could be it that could be. This is me I'm joined into his session 

now. 

D: Okay. 

R: (Skype) You'll actually be able to show him Gin coz ... Yeah she's here, although 

she's got her head down. 

A: Yeah .. Well you can still see like what she's like and all. 

R: (Skype) Also SPOLIER ALERT! But Dead Island Riptide starts with .. . (At this point 

Ally's doorbell rang and her dog began barking loudly) ... you know that aborigine lady 

we just saved? 

A: Yeah yeah! 

R: (Skype) It starts out with her biting someone on the boat getting out at the end of this 

one. 

A: Biting someone? 

R: (Skype) She's infected 'coz she ate brains. Its just taken her a long time to become 

infected ... Are you coming into this? (the dog is still barking). 

A: Yeah it's just loading in. 

R: (Skype) Okay its taking a long time ... There we go! 

[NB: At this point, both Ally and Ryan are playing in the prison mission together 

now] 

D: I see Gin there. 

A: That's Ryan there. 
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(At this point, Ally's mother can be heard telling the dog to "shut up" and the dog stops 

barking). 

D: That's Ryan. Ok. Ryan's a woman ... err a female character? 

A: And I'm a male character! 

R: (Skype) There's two female characters ... 

A: Yeah there's two female characters in it and two male characters. There's ... What's 

your one's name again? 

R: (Skype) Puma? 

A: Puma! Then there's Zian ... or Zion. Then there's ... I'm Logan and there's Sam B ... 

That's Gin there ... That's the one who got everything happen to her. 

D: She was raped. She was battered. She was killed? The whole lot? 

A: Yeah. You can see the short little top on her and she's ... 

D: Yeah she even looks the part (Gin actually did look exactly how Ally described her). 

A: Yeah looks like a child. But her sleeves are all torn up now ever since THAT scene 

and you're kinda like "Oh God". Ummm that's a chick who we just saved ... An Aborigine 

chick (Ally starts to show the characters who she saved in previous missions), these 

guys are just prison people ... Where are ya? (Addressing Ryan). 

R: (Skype) I'm just selling some stuff. 

A: Alright cool. .. actually that's probably a good idea! (Checks an inventory screen) 

actually (laughs) I've shit tonnes of stuff that I'm like ... What the hell am I doing with any 

of this? 
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R: (Skype) Pass some on to me so I can update them. 

A: Yeah yeah. 

R: (Skype) It's just annoying me and I just want to get rid of some of them. 

A: ah no ... Yeah I know what you mean. 

R: (Skype) I'm getting rid of me ... Oya want my old smoky machete? 

A: Emmm ... What ehhh ... 

R: (Skype) High level electricity ... it's 534 plus 280 damage. 

A: I think my one might be slightly better. I think I've actually got kind of better weapons 

now. So I might actually be like ... getting rid ... 

R: (Skype) Oya want the ninja sword? 

A: Ummm ... Yeah actually. 

R: (Skype) 1 plus 45 yeah? 

A : Sure, sure yeah! 

R: (Skype) Trade away here. 

A : Alright. 

R: (Skype) It says it's weak but. .. 

A: Do you want this emmm ... I have a Magnum. But I don't really use guns so you may 

as well have it. 

R: (Skype) Alright. 
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A: Sweet. It's like a deft magnum. I think it's alright but you might have better stuff. 

Check it out anyways if it's any use to you. If not, sell it. .. Oh hey that glitch is happening 

again where I give you something but I keep it! 

R: (Skype) Oh wonderful (Said sarcastically). 

A: (Laughs). 

R: (Skype) Let me sell that deft magnum again. 

A: Yeah yeah (laughs) dya want me to change over a bunch of stuff then? 

R: (Skype) . .. And Derek's entire study is about us exploiting a glitch so we can get 

some money! 

A: (Laughs) yeah! Awww that's awesome. 

14.15 

D: How are you feeling right now? 

A: Good. 

14.20 

D: Name a feeling or emotion you are experiencing right now? 

A: Ehhhh (starts to smile) ... Slightly giddy. Just over that last thing on finding out that 

we had that glitch again. 

R: (Skype) I was gonna say excitement about the glitch. 

A: Yeah, yeah. That would have been a better term. (Spends some time selecting 

weapons in the inventory screen). (Mumbles) I've got my 7 weapons ... Sweet. 
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14.51 

D: So, at what point do you feel "in the zone" when you play Dead Island? 

A: Not at it yet, 'coz we haven't really done anything yet. We're just kinda running around 

sorta getting prepared and stuff. Emmm ... it's normally .. . normally when we start doing 

missions and stuff. That's when it kinda gets fun. Ya know? Ah good ... Somewhere I can 

repair my weapons (focuses on the game) ... Oh ... Sorry Ryan (A//y's character bumped 

into Ryan's character in the game). 

R: (Skype) That's okay. Darling do you need any weapons 'coz I've got like four 

machetes now? 

A: Ummm ... No. I've actually ... I'm full. 

R: (Skype) What's your highest ranked machete? 

A: Highest ranked machete ... Emmm ... 517 + 316. Or 586 = 359. 

R: (Skype} Hey trade with me I've got one worth 640 something and it's it's first level. 

A: Oh ... Sweet. (Laughs}. I'll trade you another deft magnum will I? (A/ly's screen shows 

the trade happening). Cool. Thank you. 

[NB: At this point, Ally's mother can be heard talking downstairs to her son. Their 

speech is inaudible and carries on for a few minutes]. 

A: (Ally frantically presses buttons as she tries to use the weapon Ryan traded her} Here 

I'm not good at this ... 

R: (Skype) I'm not positive that your able to use that yet. I don't know what level your on. 

Ahhh .. . You gotta level up to use that. 
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A: Ehhh ... That's fine. Sure I'll use it when it gets there. Or when I get there I should say. 

Alright, I'm gonna run in and take on this mission. Get some side quests and stuff going. 

R: (Skype) Yeah just start accepting them and we'll em ... 

A: Yeah ... I think I need you over here to start them 'coz it's one of the main ones. 

R: (Skype) You do. 

A: There's a few outside though as well. Ummm ... 

R: (Skype) Let's talk to tight arse over here (referring to one of the game's friendlier 

characters) .... Oh alright... You'I want to do! I don't like that (Ryan appeared to be 

talking to the game as he did not make contact with the Skype screen). 

A: (shrills) what? 

R: (Skype) That's enough worrying about Gin. She can get herself out of a lot of messes 

it seems. 

A: Eh, she, well, her experiences certainly toughen her up if nothing else. 

R: (Skype) To be fair she shouldn't drive a van into a building that's been overtaken by 

punks in the hopes that ya know they'll be grateful. 

A: Yeah, yeah. Well I mean like you know the nun and all didn't exactly help discourage 

her from that idea ... In fairness ... (Turns to Derek) There was like a nun in ummm ... the 

city of Moresby. 

R: (Skype) Ooh ooh I've got someone who'll give us a MOD called Zed ... Not a MOD ... 

A sword called "Zed's Demise". It's a Pulp Fiction reference and it's a ninja sword. 
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[NB: At this point, the conversation between Al/y's mother and her son cannot be 

heard]. 

A: Al right, sweet. What ehhh ... What mission is that? 

R: (Skype) Uhhh ... Banoi Butcher. (Some inaudible dialogue). 

A: "Cannot accept a side quest when you're playing a main plot quest in co-operative ... " 

(Ally appeared to be reading what was on her screen to Ryan). 

R: (Interrupts, Skype) ... Yeah we've to do the main one first but it's available to us after. 

A: Alright, cool. Wanna go do that then? 

R: (Skype) Sure. 

A: Alright, sweet. 

D: So now youse are doing a mission together is that right? 

A: Yeah! 

R: (Skype) Now you get to see me terrified! 

A: (Laughs) Pretty much ... Although I jump on occasion to be fair ... 

R: (Skype) (In a sarcastic tone) "Jump on occasion ... " I scream almost all the time. 

A: (Laughs). He's not that bad. He's not as bad as he's making out. 

R: (Skype) Ugh ... Bullet proof glass ... 

A: I thought I'd run past a bunch of zombies again (laughs) and left you in the middle of 

it. 

R: (Skype) Well not this time ... Ummm .. 
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A: Huh? What's up? Y'okay? 

R: (Skype) Why am I hearing a thug? Oh I heard a thug ... 

A: It's ... It's in here. You remember this one? 

R: (Skype): Ohhh I remember this one .. . 

A: (interrupts) Yeah it was really really (shrills) hard! But then we're ... we're ... fair 

enough (Ryan dealt with the thug using an explosive device) that's one way (shrills) of 

dealing with it. .. Emmm ... We were much lower levels last time. 

R: (Skype) Crap! I'm on fire now .. . 

A:Yourokay. I gotya. 

R: (Skype) I'm down ... I'm down! 

A: You're down? What the fuck? Where are ya? 

R: (Skype) The zombie died on me while I was ... 

A: (Interrupts) Ahhhhh god damn it... I'm tryna get you back up (frantically taps control 

pad). Ah shite ... 

19.23 

D: What does it feel like once "you are in" the game? 

A: Good craic ... It's good fun. You get some nights where it's like really good fun and 

you get some nights where it's just a pain in the ass 'coz you know you can't get the 

connection right or whatever. Hey Ryan there's a Ram here. I'm gonna need your help. 

R: (Skype) Come at me bro! 
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A: Oh shit. .. No no no ... Ahhh! Crap crap crap ... Well, I'm down! Good luck mate! 

(laughs). 

19.56 

0; Do you ever get "absorbed" when you play Dead Island? 

A: Absolutely yeah ... (Can hear Ryan in the background making comments about his 

gameplay but appears to be wholly inaudible. This occurs for next couple of minutes). 

D: Tell me about that. 

A: Ummm ... There's a ... (Laughs) ... There's a lot of times where emmm we'd be playing 

it and like hours would just go by and then we'd be like awwww shit it's one in the 

morning meant to go to bed two hours ago or whatever you know? But it's ... it's not so 

much to do with the game, it's more to do with the laugh that your having when your 

playing the game ya know? (A/Jy's mother can be heard in the background coming from 

downstairs and Ryan can be heard talking via Skype) ... What? (Ally appeared to be 

talking to Ryan but Ryan's speech was inaudible) ... Oh so you're here? Ah ok. Cheers! 

R: (Skype) He also knows you're there (Ally and Ryan were preparing to battle a 

particularly strong zombie). 

A: Yeah I know. 

R: (Skype) Oh I see it's 'coz you ran at him. 

A: (Laughs) Yeah there's that! 

R: (Skype) (Talking to the game) You're being a big prick now you got one all .. . What 

you gonna do? 
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A: ... Knock me over apparently! ( The zombie had knocked Ally's character over). 

Yeah ... yeah ... I ain't dead yet. 

R: (Skype) In that case I shall steal his wallet. 

A: (Torts). Ehhh .. . 

R: (Skype) I really don't like that screeching noise ... 

A: What. .. What screeching noise? 

R: (Skype) I'm hearing like a real weird screeching noise from some kind of zombie ... 

A: Ummm ... I think we have to go upstairs (Ally was referring to the geographic location 

of the game). Yeah ... (Ryan had also said yeah at the same time). I think it's pretty 

crowded up here ... 

R: (Skype) That's actually another bad point about this game. 

A: What? 

R: (Skype) The mini map ... 

A : (interrupts) Oh the GPS yeah ... is really really atrocious. (Starts frantically tapping the 

controller). 

D: I'll put that in about the bad things will I? 

A: Yeah, yeah! 

D: The GPS is bad ... 

A: Yeah, like, it will. .. frequently when your doing missions like you have a little mini map 

in the corner that kinda tells you where to go. But unless your following like a really direct 

pathway it can lead you up the sides of mountains and stuff and give you completely 
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impossible ways to go .. . So yeah, that's, that's actually a really big flaw in it. (Tapping 

continues). 

22.10 

D: So how are you feeling now? 

A: Good ... Ummm .. . ah there we go ... Ugh .. . whoop .. . oh God! 

D: How are you feeling now? 

A: Scared! (Laughs) 

D: Why? 

A: It was sudden I wasn't expecting it (referring to a zombie) to pop out. It was just. .. A 

zombie grabbed me from behind the door. You know when they just jump out on ya out 

of nowhere? (Ryan laughs and agrees). Yeah that happened. And I just fuckin' jumped 

like (Tapping continues). 

R: (Skype) I thought it was a thug or something . .. 

D: How you feeling now? 

A: Grand ... Still having fun. (Laughs and addresses Ryan) Are you gonna get me up 

now? I'm screwed! 

R: (Skype) Did you just unlock the doors? 

A: Yeah, yeah. 

R: (Skype) That is a problem .. . 

A: (Laughs) Why? 
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R: (Skype) 'Coz now that's happening .. . (Referring to additional zombies entering the 

room). 

A: Ohhh ... 

R: (Skype) Oh my god! 

A: What what what? 

R: (Skype) I closed the door in an infected space ... Ahhh that scared me! 

23.26 

D: So do you generally feel like this every time youse are playing? 

A: Yeah, yeah. We'd be laughing a lot and just kind of emmm ... The only kind of time 

anybody gets really frustrated about something in it would be like with the connection or 

that. Generally that would be the only time when someone would lose the head. 

Although on occasion if we're playing like a different game and we kinda can't like do 

something we try a bunch of times, one of us has "rage quit" like just being like "no no, 

fucking sick of this now okay we'll play something else or that's that". That's ... In fairness 

we've both done that on more than one occasion. (Tapping sounds start again). I'm ... 

I'm like it where emmm especially when we're playing head to head things. He's 

(referring to Ryan) really good at like emmm things like Street Fighter and things like that 

where like it's one on one kinda fighting against each other. And I'm not as good at them 

as he is. So he wins like loads and I'm like "right, fuck you I'm not playing this anymore". 

(Derek lets out a shrill laugh) and just leave. 

R: (Skype) Help! 

A: Shit, what's up? 
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R: (Skype) Nah it's alright I got it... He (referring to a zombie) killed himself as he fell 

down the stairs ... 

A: Fabulous! 

R: (Skype) Sorry, didn't mean to interrupt. 

A: Huh? 

R: (Skype) I didn't mean to interrupt. 

A: No, no you're fine. 

24:51 

D: Has you're mood changed in any way since you started gaming on this 

occasion? 

A: Emmm .. yeah actually ... now that you mention it. Yeah ... J do actually feel. .. 

D: (Interrupts) Please explain that... 

A: It's fun and kinda light hearted. So it's like ... I dunno ... I just. .. I feel better if that 

makes any sense? You know? 

R: (Skype) Are you down? (Referring to being dead in the game). 

A: Yeah, yeah! 

R: (Skype) Why didn't you tell me? 

A: ... Meh ... (Tapping starts again). 

R: (Skype) I'm not far behind ya but... 
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A: Yeah I know ... I thought that you were dealing with those two zombies that were 

running over me though. 

R: (Skype) No I didn't know they were there. 

25:44 

D: Is there any other emotions or feelings that you would be experiencing now? 

A: Depends on how the game's going really ... Emmm ... Like I said it's mostly like ... 

fingers crossed we have a stable connection thanks to Ryan's "Feng Shui". But yeah like 

there would times when we'd be trying to connect up and keep getting kicked and stuff 

and we'd be fucking livid like. Just being like "fuck sake, why won't this connect?". 

D: What would that. .. how would you describe that? 

A: Uhhh ... 

D: Put an emotion or feeling on it. .. 

A: Frustration. Just absolute frustration like. And its just. .. its ... its absolutely fucking ... 

Something beyond anger inducing like ... its just "Uhhh". So annoying when that 

happens. Because like for us like this is a way obviously of interacting and socializing 

and like its something we can do the same side by side as we can when we're apart. So 

it does have a weird sense of being together if that makes any sense? 

D: If you were to put a feeling or emotion on that (referring to Ally and Ryan being 

together through gaming)? What would you call that? 

A: Well, I mean ... Well its excellent ya know what I mean? If I was to put a feeling or 

emotion on it... Emmm ... 

R: (Skype, interrupts) Are you guys on the ground floor already? 
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A: I'm chasing this guy 'coz he's ehhh ... we're doin' ehhh .. blerrgh ... an escort. (Ryan 

says something via Skype but it is inaudible). Did you just jump off the top? 

R: (Skype) Yeah I landed on a mattress so ya know ... 

A: (Laughs) So you're grand then? 

R: (Skype) Physics ... (Some inaudible speech). 

A: I guess ... I guess it's companionship. On top of that as well it's good fun and you 

know you get more of a sense of togetherness from being able to kind of do something 

as simple as this that is the same as when you're apart as it is when you're together. 

D: Yeah! 

A: If that makes .. . 

D: Yeah ... Yeah ... 

A: That answer your question? 

D: It does it does ... 

A: You know ... And on top of that as well like you're able to ya know be together in some 

sense of the word even if it is two characters on a screen. And that sounds pretty sappy 

when I say it out loud. 

D: No it doesn't... It doesn't sound sappy at all... 

A: Ugh ... A Ram nearly got me (A Ram is a type of zombie enemy that literally rams or 

charges into a player to hurt them). 

[At this point the researcher finished asking open-ended questions. Recording 

continued and the researcher asked Ally about the video game characteristics that 
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were not observed by the researcher. That data were recorded on the observation 

checklist. Other data in the remainder recording did not require transcription.] 

28.13 
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Appendix G: Interview Transcript 2 

Interview Details: 

Participant: Mollie. 

Interview Length: 0:28:37 (0 Hours, 28 Minutes and 37 Seconds). 

Interviewer: Derek Laffan. 

Time and Date: 23.41pm, Friday, 5th of December 2014. 

Location: Mollie's Bedroom. 

Description: 

Mollie is an 18 year old young woman from Dublin currently in her first year 

in college studying music production. Mollie most often plays video games 

on her own at home. Mollie was playing Grand Theft Auto 5 (GTA5) on her 

PlayStation 3 on the night of her interview. GTA5 is crime video game 

involving guns, violence, drugs and nudity. Mollie's interview started at 

23.41 pm on a Friday night. This is a typical gaming session for Mollie. 

Mollie's bedroom was considerably small with the Television (TV) on a 

shelf taking up most of the wall. Mollie's bed was adjacent to the TV. 

D = Derek (Interviewer) M = Mollie (Interviewee) 

00.00 
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D: So what's GTA5 about? 

M: Ummm ... It's about. .. These 3 characters that get together to ... how do I explain it ... at 

the moment I'm only ... after starting it... but I've played it before so I know what it's 

about. Tryna think how to explain it. .. there's 3 characters so the story's kinda different 

for all three of them. There's one kinda from the ghetto ... there's ... can't remember his 

name ... what's his name? Franklin that's his name! And ... he's kinda like the one that 

has no money and you start from the start ... with him. He's a "noob" (means new 

character in a series) in the whole ... like ... robbing things and what have ya ... and then 

there's Michael and his story is ... that he's involved in gang crimes before and he has 

money but he gets back involved and meets Franklin ... then Trevor was pals with 

Michael and ... I dunno how to explain it all, it's very complicated ... you'd have to play it 

like ... There was a trio of Trevor, Michael and this other guy ... but your man ... the other 

guy dies ... and it looks like Michael dies as well but he doesn't. 

D: That's in this game? 

M: In this game yeah ... and Trevor thinks he dies then he figures out that he's not dead 

and that's how they get back together because they find him. 

02.17 

D: Why are you playing GTAS now? 

M: I like the story in it. It's fun. (Game background noises start to become clearer and 

characters can be heard shouting. Then you can hear Derek shuffling paper. A little later 

on Mollie laughs as one of the characters shout the words "The Three Cunts" in a 

sarcastic tone. The particular scene in question involved two characters meeting a third 

to discuss a potential shooting and robbery in a seaport). 
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03.38 

D: What are the good features about GTA5? 

M: Ummm ... What I like most about it is that you can customize the cars and that. But 

you can really get into the cars like the engines and the exhaust. You can add ... what 

are they called ... 

D: Bonnets? 

M: Yeah. You can change everything on it. Like you can change the colour of the 

wheels. I think I like the customization the most part. The clothes as well ... 

D: What about the clothes? 

M: There's different shops you can go to like real expensive shops and a "somewhere in 

the middle" kind of shop and a really cheap shop to buy your clothes. So once you 

progress through the game you can pay for the dearer clothes. You can change the hair 

and the beards as well which is cool and they can wear hats as well. 

04.40 

D: ... and what are the bad features about it? 

M: I dunno ... I don't like that its on a PlayStation in particular. I don't like ... that's with 

every game really. I hate how you always have to update it so its not always very easy to 

play the online GTA all the time without updating it. Not 24/7 but often. That's probably 

the most annoying thing. I don't like that you can't buy houses like the way you used to ... 

in Vice City (a previous game in the GTA series). Work your way through the houses. 

(the in-game noises are quite loud at this point as characters converse with each other). 

Another good thing is that you can play the 3 characters and you have a dog as well that 

you can play through an App. That you have to look after through an App. 

178 



D: Sorta like a Tamogotchee? (A 90's small and cheap device that users would look 

after a virtual pet). 

M: Yeah exactly like that.. . and you have to ... and I know its disgusting but you have to 

pick up its poo and that on the App otherwise the poo would be on his ... in the garden ... 

and you'd stand in it and all. .. 

D: Anything else? Any other good or bad features about it? 

M: I liked how you used to be able to do fireman missions and that... the ambulance 

missions. When you're real bored but... I don't really miss it that much. I don't really care. 

The graphics are really good. And they added in ... like they mention players from the 

previous games as well like ... They mention about Nico as well like and GTA4 and you 

play ... when your heisting you can have Paki from GT A4 as well. Its really cool. Another 

thing that is really cool about it is on the taxi. .. I know its stupid but you used to have to 

hold down "triangle" (One of the buttons on the PlayStation controller pad) to get into the 

taxis like you still do it but if you hold it down you rob the taxi. So if you just press it you 

just get into it. It makes more sense when they changed it. If you tapped it in the last 

one, you robbed the taxi, rather than get into it like. I know its stupid but... Dya know 

whats a really part in it as well? There's a stock market! And how you play the game 

affects when the stocks rise and that. You invest money in the stocks ... Its really cool. 

D: That's interesting all right. 

M: yeah! 

08:38 

D: At what point do you "really get into" GTA5? 
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M: Ooh ... I think because I've played it more than once I don't really like the start of it. It 

annoys me so like kind of around now ... I can tell you the percentage probably ... 

D: There's a percentage? 

M: Yeah they tell you at what percentage you have completed the game. Like when you 

have completed the story ... you can do the Easter eggs and stuff. Now I'll have a look. 

(Toggles through several screens and presses many buttons). Right now I'm on 23.4% 

into the game ... I think ... 

D: Alright. 

M: I think it gets interesting now because they're all together (referring to the three 

characters). Where as at the start you can only play as two characters. (The characters 

can be heard talking loudly using profane language). 

10.03 

D: At what point do you feel really "in the zone11 when you play GTAS? 

M: What do you mean? Like glued to it? 

D: To a degree yeah ... 

M: Just during the missions I suppose ... 

D: For example ... When you start forgetting about what time it is ... your absolute 

concentration goes into it... What point of the time would that be in for them to occur? 

M: Definitely during the missions. And then ... Maybe when (yawns) when your driving 

the cars around 'coz you kinda get into crashing into things and runnin' over people and 

stuff. They brang bikes back in this one as well ... 
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D: As in cycle bikes? 

M: Yeah! San Andreas (A previous game in the GTA series) had it Then they just got rid 

of it. Oh and something else I really like about this ... Ya know when in the other ones 

(referring to other GTA games) you could fly big jet planes? You can actually go into the 

airport and rob the emmm ... company planes ... like the huge .... 

D: Jumbo jets? 

M: Yeah, yeah! That's a good way of explaining it yeah. You can fly them around the city 

and that. It's cool. 

D: So what are you doing now in the game? 

M: Driving to the mission. They are having a little conversation in the car. 

12.25 

D: And what does it feel like once "you are in" the game? 

M: Emmm ... Intense I suppose ... 

D: Intense ... okay ... Go into a bit more detail into what you mean by that... 

M: You kinda get lost... you feel like you're the character almost. Its mad like you know in 

Zelda, you feel like you're link? Well in this there's the three characters you kinda feel 

like you're all three ... which is weird, but you can still relate to them in some way. (A 

recognizable well known rap song started playing within the game). Theres some really 

good songs in it too! 

D: What song is that? 

M: Emmm .. Snoop Dagg, Dr. Ore ... What's it called? 
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D: Forgot About Ore? 

M: Is it? 

D: I think so ... 

M: It's The Next Episode! There's a Funk radio station here somewhere ... Stevie 

Wonder! Your man also has a family so ... It adds ... Like ... In the other games you never 

had a family to look after or anything like that... Whereas now you participate in being a 

father in this one. 

D: There's a responsibility element to it? 

M: Yeah! 

D: What are you doing now? 

M: I'm ... not too sure right now ... (laughs) I've to look for him (referring to a character on 

a particular mission). Or I might have to shoot these ... (referring to police). I'll do that and 

see what happens ... Yeah! 

15.34 

D: Do you get "absorbed,, when you play GTA5? 

M: Yeah. I think you do in any game almost... 

D: Tell me about that. 

M: I think this game is particularly interesting but. .. you have to kinda concentrate on 

killing the people ... like I'm doing now ... so it's hard to not become absorbed when your 

trying to concentrate on ... hitting the targets. (Mollie starts singing to herself). Oh shit. .. 

182 



Oh ... Its kinda like that game you used to play emmm ... Wait I have to restart that 

mission now ... Just getting killed I'll go back to the check point won't it? 

D: So how are you feeling right now? 

M: Frustrated because I got caught. Whereas I could have avoided getting shot at by all 

them people if I just concentrated better on the enemy rather than placing a bomb ... I 

suppose ... Uhhh I thought that would work (chuckles). 

18.19 

D: So generally how do you feel every time you play GTA5? 

M: I normally play it before I go to sleep. So kinda ... I don't know ... Gets your mind off 

things ... chill. .. I think as well it's kinda like ... how do I explain it... everybody wants to be 

a millionaire for for .. I suppose it's something fun ... but it shouldn't be fun but it is. So you 

feel kinda like you 're succeeding ... I suppose ... I don't know how to explain that actually. 

Filling out a fantasy life I suppose .. . 

D: How do you feel now? 

M: Emmm ... Kinda excited 'coz its all happening now (referring to a focal point in the 

game). Ugh I'm probably gonna die though ... Kinda annoying that I have to keep starting 

again .. . Well not from the start but... 

20:58 

D: Has you're mood changed in any way since you started gaming on this 

occasion? 
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M: I do feel more ... I don't know what the word will be ... jumpy (giggles) . A bit more into it 

now than I was when I started ... A bit more tired. You can customize the weapons on 

this as well like put silencers on them and flashlights. Different things like that. 

[Mollie continued gaming for a period of time] 

D: How do you feel now? 

M: ... Oh it will let me skip it now .. . No it won't (referring to a cut scene in the video game 

that Mollie is forced to watch). Just annoyed now ... Maybe if I do it as him instead of him 

it might... 

24:16 

D: So if you were to pick five feelings or emotions that you experience from 

playing this game, what would they be? And why? 

M: Emmm ... power, I suppose. Because I suppose anyone whose behind a gun has 

power don't they? You control the characters ... And how the game works. Something 

that I find interesting at the end of the game as well is that they keep the data of what. .. 

like you get choices in the game whether you want to kill someone. Or how you save 

someone ... Or like if there's a robbery going on, you can either help the person or kill the 

person who robbed things in the first place ... They give you a report on your mental 

health ... 

D: Any other feelings or emotions? 

M: Aside from power ... you get a bit frustrated when you have to keep going over 

missions ... Eh sometimes ... I dunno humour as well that would be a big one. Especially 

in this it's ... actually funny whoever wrote it... the characters are interesting ... Anger as 
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well 'coz you start feeling for the characters when something doesn't go their way. You 

kinda feel like that.. . Is that five? 

D: Is that all you can think of? 

M: Feelings ... What have you got me saying there? 

D: I've got power, frustration, funny or humorous, and anger ... 

M: Emmm ... yeah I'll come back to that one ... I think it's crazy that you don't feel regret 

or guilt for killing the people even though you don't know the characters ... 

D: You don't feel guiltless or regretful? 

M: Like ... You see the way I just killed that guy there? Well I don't feel anything about 

killing him ... 

28:37 

[At this point the semi-structured interview was finished. The researcher 

continued to record however was asking about the specific features of the game 

and if they were present or important. This was documented on the observation 

check/ist. No further content warranted transcription] 
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Appendix H: Interview Transcript 3 

Interview Details: 

Participant: Troy. 

Interview Length: 0:20:40 (0 Hours, 20 Minutes and 40 Seconds). 

Interviewer: Derek Laffan. 

Time and Date: 19.30pm, Monday, 5th of January 2015. 

Location: Chris's Kitchen Extension. 

Description: 

Troy is a 21 year old male from Dublin who often games with his friend 

Chris in both of their houses. Troy is a gaming enthusiast and gets excited 

about the latest video game releases. On the night of Troy's interview, Troy 

and Chris were gaming in an extension beside the kitchen in Chris's house. 

Normally they would play video games there, or in Chris's bedroom 

depending on what computers they are playing video games on. Troy's 

interview started at approximately 19.30pm on the Monday night just after 

the 2014 Christmas holidays. Both Troy and Chris were playing Minecraft, 

a sandbox video game that can be played in two distinct ways. Chris did 

D = Derek (Interviewer) T = Troy (Interviewee) C = Chris 
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00.00 

D: So Troy, what is Minecraft about? 

T: It's like a survival kind of building game. Like there's two things you can do ... You can 

mine which is the survival aspect so like you can kind of make food and cook food and 

get resources and kind of survive off land and stuff fight off enemies. Then there's the 

creative side where you're kind of like building houses or building structures and what 

not. You have materials like wood and stone and granite and that type of thing. Yeah I'd 

say it's a kind of survival building game kind of thing. 

00.48 

D: Why are you playing Minecraft now? 

T: It's one of those games like you don't really need much to get started so it explains 

itself ... I dunno I started playing Far Cry 4 the other day and like you kind of have to 

invest two or three hours into that to get a kind of feel ... or game worth playing ... 

whereas Minecraft is good you only need to play it a half hour or maybe an hour. It's one 

of those games that never gets old like I'm building a house now ( Troy points to the 

screen to show me a wooden house he is building on a patch of land) and build dozens 

and dozens of times. Very versatile you kinda pick up on things and can play for long or 

short times ... 

D: So it looks like you are building something there ... 

T: Yeah I'm building a house. 

C: I think I'm building a house ... Dunno what it's gonna turn out like though. 

T: I like building houses kind of .. . I like decorating inside the houses more ... 
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02.22 

D: So what are the good features about Minecraft? 

T: Ehhh .. . I like the graphics. It's different 'coz the whole gaming industry the whole thing 

is pushing towards better graphics ... Where it's more realistic. I like that you're always 

learning in this game, building things and what not. .. Also the enjoyment of building 

things for like two hours. Going and finding diamonds in survival mode (a type of 

incentive to keep playing in the survival mode of Minecraft). 

03.04 

D: And what are the bad features about it? 

T: I was gonna say you do get bored of it kinda fast. .. You spend so long building it. .. 

Like say for example this house I'm building ... I'll spend ages building it and then get 

bored of it. So you get bored of it after long times ... 

D: How would you describe how you are feeling now? 

T: Relaxed ... I always feel relaxed when I'm playing Minecraft. It's kind of a comfort thing 

now though. I can calm down when I play Minecraft. It's nice. Especially after a hard day 

or a long day. Less time for other things ... Kinda forget about all the major thinking you 

have to do during the day. 

04.35 

D: At what point do you really "get into" Minecraft? 

T: Ehhh ... When I start getting these things (referring to buildings in the game) 

completed ... like getting a roof on, I can put a floor in ... start separating rooms ... deciding 

what rooms are which. Decide where to put a staircase and what not. That's the point I 
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think ... I prefer to start on the rooms and plan the inside of houses rather than build the 

house on the outside if you get me. Start getting down to the nitty gritty. It's most fun 

then I think. I'm not amazingly good at the decorating but it's fun ... yeah it's fun .. . 

[Chris left the kitchen area to use the bathroom. Troy got up to make something to 

eat. It appeared that Troy and Chris were taking a break. This lasted several 

minutes). 

11.01 

D: So, Troy, at what point would you feel "in the zone" when you play Minecraft? 

T: Does that mean, like, really focused in the game? 

D: Yeah ... Completely focused, takes up all of your concentration etcetera ... 

T: Well it doesn't usually happen when I'm playing Minecraft in creative mode. I'm 

usually so calm and collected ... But when I play in survival mode and I'm really deep in a 

cave and I find something really valuable ... Like real deep in a cave and I get lost, don't 

know where I am ... 

D: So you wouldn't really get "in the zone" when you play in creative mode? 

T: It's not even that.. . The happiest I am is when this (referring to the house he's 

building) is finished. This bores me now ... But I know once it's built like a proper house I 

feel accomplished ... 

[Chris got up to put plates away but moved his chair in such away that it began 

making a noise. It was difficult to hear Troy clearly at this point even though he 

continued to answer the question]. 
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T: ... like I love having stairs and staircases a lot. So I'd say I'm totally focused when I'm 

about to finish it and I know it's nearly done. 

12.57 

D: So, what does it feel like once "you are in" the game? 

T: In creative mode, I kinda just jump straight in ... whereas in survival mode I kinda feel 

like I'm looking after somebody 'coz I've to build a safehouse like get wood, get 

pickaxes, stone pickaxes, hide somewhere ... I suppose when I'm in that I feel kind of in 

charge or responsible for somebody ... If someone died in the game I'd feel almost 

responsible so to speak ... the concentration kinda makes sure you have a head for it... 

13.55 

D: Do you ever get absorbed when you play Minecraft? 

T: When I'm down in a cave, mining for about 10 minutes. And it's full of stuff ... Like 

when you have to maneuver across lava to get stuff that's when I'm really engrossed in 

it... 

[Though inaudible, both Troy and Chris appeared to be deeply engaged in the 

game at this point. Neither of them said a word for a number of minutes but it was 

evident that they were both playing together putting the finishing touches on their 

newly built house]. 

C: Ugh ... I should close the bloody window ... 

T: Yeah it's very annoying. I was in Three (a phone service provider) the other day 

looking at deals on the iPhone 6. It's meant to be a lovely phone ... 

D: Ok ... So how are you feeling now Troy? 
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T: Chilled ... Kinda therapeutic ... putting in floors now ... It's a bit repetitive but still I'm 

feeling chilled. 

18.01 

D: And would you generally feel this way every time you play Minecraft? 

T: In creative mode yeah actually ... I usually build houses and types of stuff 'coz I can 

barely build anything else ... The last thing I build was a castle out of Frozen (a Disney 

film) ... Ehhh Elsa's Castle ... Yeah that was fun ... Usually I just build this kinda thing 

(referring to houses) ... They are easy to build, kinda box-y, square structured ... If I 

wanted to build something drastically mad I'd play, like, Sim City (a city building game) 

or something like that.. . 

18.58 

D: Has your mood changed in any way since you started gaming? 

T: Ehhh ... no .... I was more focused to figure out how big I was gonna build the houses ... 

I kinda feel more relaxed ... But ever so slightly kind of ... More just chilled I reckon. 

19.51 

D: And if you were to list five feelings of emotions you are experiencing right now, 

what would they be? 

T: At this very moment? 

D: Yeah .. . 

T: Ehhh ... happiness ... relaxed ... comfortable ... I feel safe doing what I'm doing. Ehhh ... I 

think positive ... Usually at this stage in the game I'd either be pissed off or pleased with 

what I've done. So ... I'm pretty pleased with how it went. .. Pleasure I suppose ... 
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20.40 

[The interview was now complete. Derek thanked Troy and Chris for their time and 

input, and concluded the interview.] 
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