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Introduction 

Video gaming involves human interaction through computer-user interfaces such as a keyboard and 

mouse to generate visual and audio feedback on output devices such as monitors and speakers. 

Video games come in many exciting genres such as adventure, massive multiplayer (social 

gaming), puzzle, racing, role-playing, shooter, simulation, sports, and strategy. To be exact, there 

are sub-genres to these main categories such as first- or third-person shooter or real-time/turn-based 

(like a board game) strategy games, and many more.  

The appeal from video gaming 

Video gaming is no longer just for bored kids or geeky young adults. Video games have evolved 

into a mainstream industry because video gaming can appeal to various lifestyle needs, wants and 

fantasies. First, video gaming can serve as a substitute to real-life activities such as allowing its 

consumers to try out illegal and dangerous car racing ‘legally’ over a game. Second, video games 

serve as an engaging complement to what we are already passionate about in the natural world such 

as a football simulation game where users can ‘manage’ and ‘discipline’ their favourite football 

teams. Third, video games can tickle the curiosity and fantasy of our imagination with role-playing 

or life-simulation games1 such as giving gamers the control over a digital human character dictating 

‘his or ‘her’ career path, love life and personal traits. Last, video gaming can improve our concept 

of survival and time-management skills by trying various real-world scenarios such as navigating a 

post-nuclear world2 or with casual games such as Cooking Dash where players have to manage 

between cooking, ordering, serving and cashiering. 

How video gaming appealed to me 

With the various appeals video gaming offers, I am particularly attracted to action role-playing 

games under science fiction and adventure themes. I look to video gaming as a means to explore 

different possibilities in life, satisfy my intellectual curiosity and enjoy a good story where I as the 

player can project my personality3 onto the protagonist/antagonist character in the video game. 

Personally, I like to read novels, watch movies and dramas but their storylines are fixed and 

sometimes predictable. With video gaming, this is where decision mechanics and the adaptability of 

video games offer me a whole new intellectual and interactive experience. Apart from the video 

game itself, there are other merchandize to further indulge gamers into the universe or worlds 

portrayed inside the video game. I was particularly addicted to a game titled “Deus Ex: Human 

Revolution” and it portrays a world in year 2027 where an ex-cop has to decide the fate of human 

                                                
1 Such as “The Sims” franchise developed by Electronic Arts. 
2 Such as “Fallout: New Vegas” developed by Obsidian Entertainment. 
3 Most role-playing games include decision and choice mechanics such as making a choice to “Save person A or group 
B” which has effects on how the story will develop as the game plays along. 
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enhancement being free to advance without boundaries or to be heavily regulated with tighter 

United Nations policies and International law. It was so intriguing that I bought its complementary 

novel, comics and even the game’s soundtrack! My passion in video gaming also comes from my 

personality of finishing what I have started and the stubbornness to never give up on any challenges 

presented to me. One of the addictive elements of video games include the element of 

“Achievements4” where players receive trophies and badges for bragging rights after they had gone 

through a series of objectives in the game. For example, I will receive an achievement if I managed 

to save two groups of people simultaneously, however, in the game, players are forced to abandon 

one for another, but by thinking deeper, players can work-around this trade-off and receive an 

achievement for this heroic act. 

Growing up with video games 

My passion in video games was founded when I started playing video games on Personal 

Computers at the age of 12 till present day. Starting out with a boy-like attitude towards gaming, I 

have grown up to approach video gaming in a more intellectual and less casual attitude. 

Impact on my life 

Fortunately, I am not heavily addicted to video gaming although video 

gaming is part of my childhood. In fact, video gaming did not dilute my 

social life and personal development. With the right time-management 

and maturity, video gaming impacted me positively (Hotz, 2012), I 

started to be open to all possibilities in real life because there are 

underlying philosophies and moral issues 5  presented in the games’ 

stories. Video gaming can also mould our attitudes in life. Non-casual gamers like me often find 

work-around to solve a problem encountered in games without cheat codes and we actually engage 

in creative and adaptive thinking, scanning for contextual clues in each game, considering every 

game has different environment puzzles. Lastly, because we are rewarded for achieving specific 

objectives, we learned the importance of focus, memory (to remember subtle clues in game) and 

being task-oriented. On a fun note, video gaming have been my hobby for de-stress and to add 

colour in my life. I believe I will still spend time with video games albeit less when I establish my 

own family. 

                                                
4 Appendix A: Achievements of a game. 
5 Deus Ex: Human Revolution – The Eyeborg Documentary retrieved from 

https://www.youtube.com/watch?v=FxiCI8l4qhI 
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Video gaming at large 

Based on PricewaterhouseCooper’s outlook on the entertainment and media industry sector between 

2010 and 2014, video gaming is a financial force to be reckoned with (Usher, 2011). Although the 

bulk of game publishers and developers are from North America, the largest gaming market in the 

world currently is in the Asia Pacific region which reaped a very impressive figure of $19.4 billion 

in 2009 and is expected to remain as the fastest growing region within the next two years with 

estimated growth at 16.3 percent compound annual rate to $41.3 billion in 2014 (Usher, 2011). In 

fact, three out of the top five video gaming markets are from the Asia Pacific, Japan with $7 

million, China with $6.8 million and South Korea $5 million. (Armstrong, 2011)   

 

Video gaming industry in Singapore  

Market size 

As Singapore has a small domestic market, it is difficult to come up with figures on its video 

gaming industry. However, according to comScore’s 2009 Singapore Internet Usage by Activity 

statistics, close to 900,000 Internet users engage in online gaming. This number excludes gamers 

who play offline. For a best estimate of offline gamers, in iDA’s 2010’s survey on Infocomm usage 

in households and by individuals, 38% of the 5000 surveyed owns a game machine (iDA, 2010). 

Therefore in the most conservative estimate, we expect 900,000 to 1 million gamers forming the 

video gaming industry in Singapore (one-fifth of Singapore’s population). Despite no other sources 

to confirm these figures, there are significant trends to support the above estimate and that 

Singapore is becoming a regional hub for Interactive Media which includes video games. 

According to DFC Intelligence 6 , Singapore’s games sector comprises of over 62 games 

development, publishing and services companies. Currently, Singapore is home to major and global 

industry players such as Electronic Arts, LucasArts, Tecmo Koei, and Ubisoft. (Media 

Development Authority, 2012) 

There is also a trend that more and more Singaporeans are turning their passion for games into a 

career such as professional gaming or game developing and designing (Chan, 2005). To support this 

trend in Singapore, Massachusetts Institute of Technology has opened the Singapore-MIT GAMBIT 

Game Lab to educate the local population in preparation for relevant industry jobs. In addition, 

interactive media and game development courses were offered in two local universities, several 

Polytechnics and a few private institutions such as DigiPen and Singapore Institute of Technology. 

                                                
6 Strategic market research and consulting firm focused on interactive entertainment. 
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Demographics: Who plays video games? 

Age	  group	  

In iDA’s survey in 2010, age groups of 7-14 years old (15%), 15-24 

(10%) years old, 25-34 years old (6%) and 35-49 (2%) years old own a 

gaming machine (iDA, 2010). The rest do not know if their machines are 

game machines. From the survey, the age group engaging in video 

gaming is between 7 to 49 years old. However, as the age range in the survey is too broad, I infer 

that the main age-group should be youths and young adults between 16 to 35 years old as this is 

also consistent with a video game genre survey done by Tech Spot (Vilches, 2011). According to 

the survey, the four most popular genres are Shooter, Role-Playing, Action/Adventure and Strategy 

which usually requires 16 years old and above to purchase as these game genres contain blood and 

gore, violence and adult themes. 

Gender	  

Due to the appeal of video gaming such as adrenaline rush, bragging rights and role playing, it is no 

wonder most gamers are male. Female gamers are increasing but much slower than their male 

counterparts. A survey in 2009 done by a leading provider of consumer and retail information states 

that only 4% increase in females are classified under non-casual gamers (NPD Group, 2009). 

 

Psychographics: Why people play video games? 

Psychologist cum computer scientist, Shoshannah Tekofsky came out with the theory of gaming 

motivation with three main psychological rewards to be gained from video gaming. (Tekofsky, n.d) 

1. Achievement: The most obvious reward for playing games. Advancing in the game, defeating 

difficult opponents and creating new weapons are feelings of achievement. 

2. Recognition: This is the good feeling you get from being recognised by others by doing 

something. Either gamer help others in the game or earn their admiration and respect by 

achieving something difficult in the game. 

3. Satisfaction: This is related to fulfilling a basic psychological drive of feeling satisfied. The 

idea is that there are some things people need to do no matter what. They feel bad if they do not 

do them, but they do not necessarily feel good for doing them. For example, dealing with 

negative emotions and caring for friends. It might not be “fun” to do, but doing it right is 

definitely satisfying. You see this in video games when players are “just killing time”, trying to 

forget about bad feelings, or are simply enjoying the scenery of the game. 

 

Shoshannah Tekofsky’s detailed report can be found in Appendix C: Theory of Gaming Motivation. 



5 
 

To affirm the above research, there are three key psychographics to video gaming explained by 

Mark Rosewater, the lead designer for Magic: The Gathering7 (Rosewater, n.d).  

1. Gamers play video games because they want to experience something novel. For example, 

each situation in a role-playing game has the opportunity to evoke emotion which becomes a 

powerful motivator to keep playing. They do not like last minute wins but build on quality and 

creative wins over the quantity of wins. 

2. Gamers play video games as a form of self-expression. Forcing the gamer’s personality and 

creativity onto the game character is important and gamers usually boast and share the 

“journeys” and stories their game characters go through in the game. They take pride in the 

quality of their win then the number of times they win over opponents. 

3. Gamers play video games to win and earn a sense of glorification. These gamers enjoy the 

adrenaline rush of competition and constantly seek to improve their game play in order to 

outplay opponents. They are concerned about the quantity of the win rather than the quality of 

the win.  

 

Behaviour: Gamers focus only on a few video games 

As the video games industry evolves and grows, gamers are finding hard to catch up with 

completing many quality video games unlike catching up on a book or a movie. This is a 

phenomenon where gamers are overwhelmed by too many highly-rated video games (Nunn, 2010). 

Gamers often have a hard time deciding on which game to play and usually adopt the herd’s 

mentality of playing games with a large community of gamers such as Starcraft 2, World of 

Warcraft and Battlefield (Snider, 2010). Another common behaviour sees gamers get locked into 

previous games. For example, gamers replay the same game in order to satisfy a long list of 

challenging achievements8 or the game features a highly enjoyable multiplayer component where 

players constantly aim to climb up the leader boards. 

 

Blizzard Entertainment, Inc 

Blizzard is an American video game developer, publisher and marketer. Their most successful 

video game series are targeted at PC users, namely, Diablo, Starcraft and Warcraft. These series 

are in the genre of Role-playing and Real-time Strategy, and are ESRB9-rated at 16 years old and 

above or 18 years old and above, depending on the series. 

                                                
7 A fantasy-strategy card game which is now playable on digital platforms like PC and Xbox. 
8 Appendix A: Achievements of a game. 
9 Entertainment Software Rating Board provides suitability information about content in video games for all age groups. 
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Demographic/Psychographic profile of Blizzard’s video gamers 

Blizzard in Singapore will typically define its demographic profile as aged 16-35 year old males 

who are non-casual avid PC gamers10 who enjoy Real-time strategy and Role-playing genres on a 

competitive or unambitious level, with a need to belong to an online community. 

Marketing Strategies (In order of importance to Blizzard) 

Product: This is the most important factor for video games industry because it is easier to market a 

good product and what it has to offer compared to a bad product. Every Blizzard product are of top 

quality and are always the most anticipated and talked-about in the video games community. 

Blizzard products successfully fulfil the needs and wants of gamers just as how Shoshannah 

Tekofsky described (Tekofsky, n.d). Blizzard’s games are so good that two of their game franchises, 

Starcraft and Warcraft are officially a competitive sport under World Cyber Games, an Olympic 

game’s equivalent of video gaming, since 2000. 

Promotion: Blizzard does two promotional activities best, publicity and buzz. First of all, Blizzard 

games are already part of World Cyber Games as a competitive sport. Secondly, all game review 

websites will not miss giving a review and interviews on Blizzard games because of their immense 

popularity. Blizzard is well known to create buzz within the gaming community by periodically 

releasing new trailers, new actual gameplay footage and reveal full details of each game character 

as gamers grow in anticipation from their start of game development till official release. 

Price: Price is a huge factor to successful market a video game. Blizzard’s strategy is to make 

consumers perceive that the video game’s value is greater than the price paid. Blizzard often 

combines long hours of story gameplay (Single player) with extensive and comprehensive 

multiplayer elements. For example, Starcraft 2 features a continuation of the story left off from 

Starcraft 1 with 17 hours’ worth of story-based gaming combined with endless multiplayer and 

competitive gameplay. The idea is to provide great replay value to earn all achievements available 

and to build up your reputation and skill by climbing up the multiplayer competitive leader boards.  

Place: There are not many location decisions to make for a games publisher. The main distribution 

methods are though CDs, retail stores and online publishing. Blizzard has their online store which 

offers digital downloads or physical box versions. In Singapore, the most common way to get a 

Blizzard game is through local retailers as Blizzard only serve the US and European regions and in 

Korea11. At all Blizzard’s video game official launches, huge crowds form outside of Funan IT Mall 

queuing up to get limited edition copies. This is also the reason why Blizzard does not distribute 

their games through digital publishers such as Steam in order to make its games exclusive. 

                                                
10 Please refer to appendix B: Gamer Segmentation 2011 – Meet the Gamers 
11 Korea is the largest and most fanatic gamer-base for Blizzard’s video games. 
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Consumer behavior concepts in the video gaming industry 

Perception: Video game marketers rely heavily on human senses 
In the video games industry, visuals and sound are the most important factors. Thus, video game 

marketers rely heavily on consumers’ sense of vision and sound to communicate what a game has 

to offer. Before a consumer is aware of a game’s offering, consumers are invited to try out the game 

in the form of a demo. Video game demos can be one the following and game publishers must craft 

their demo in such a way users will crave for more and give positive word of mouth after trying. 

1) Time limited demos give the user a taste of the game but leave them hungry for more when the 

demo time is up.  

2) A popular method is episodic demos. It allow users to play a tiny episode of the entire game and 

leaves users hanging in suspense of what comes next in the full version game. 

3) For major game publishers such as Blizzard, the general public is invited to sign up for beta 

testing of the video game. The number of participants is limited to a certain quota per region. 

Consumption motivation:  Video game publishers target consumers’ hedonic needs 

Most users consume video games for excitement, fantasy or to escape mundane aspects of life by 

role-playing the protagonist/antagonist characters in video games. For example, Blizzard’s 

anticipated Starcraft 2: Heart of the Swarm is a continuation of Starcrat 2: Wings of Liberty’s story.  

On Blizzard’s website, they posed teasers such as, “What happened to Jim Raynor after he set his 

beloved Sarah Kerrigan free?” and “You play as Kerrigan, the former Queen of Blades, to reclaim 

her disoriented army of alien swarm lost in the Wings of Liberty”. Blizzard pulls users into playing 

the main characters instead of featuring them as distant/non-playable characters in the game’s story. 

Trait Theory: Video games satisfy people with curiosity/innovativeness traits 

Users expect a new experience each time they invest in a video game. New experiences usually stem 

from better story lines, game mechanics, new and improved game characters, and scoring systems. For 

example, Blizzard is an aggressive innovator; every new instalment of their game titles features an 

improved gameplay with a new set of game features. This is no wonder why Blizzard can afford to take 

its time to actively build on feedback from game testers and gaming communities in order to innovate 

what users expect and to eliminate the mistakes their competitors make in gameplay development. Fans 

of Blizzard waited for twelve years for Blizzard’s Starcraft 2 series in 2010 after the launch of Starcraft 

1 series in 1998. In another Blizzard’s series, Diablo, fans waited for 11 years between 2001 and 2012. 

Conclusion:Video games are without frontiers  
If	   science	   allows	   us	   to	   see	   a	   glimpse	   of	   the	   future,	   video	   games	   allow	   us	   to	   experience	   this	  
glimpse.	  	  ~Davis	  Li.	  



8 
 

Bibliography 
Armstrong, S. (2011). Top video game markets in the world. Retrieved August 24, 2012, from The 

Christian Science Monitor: http://www.csmonitor.com/USA/Society/2012/0316/Top-video-
game-markets-in-the-world/United-States 

Chan, Y. C. (2005, September 8). Games For Work. Games For Play. Retrieved September 6, 
2012, from iDA: 
http://www.ida.gov.sg/News%20and%20Events/20050714171125.aspx?getPagetype=21 

Hotz, R. L. (2012, March 5). When Gaming Is Good for You . Retrieved August 26, 2012, from The 
Wall Street Journal: 
http://online.wsj.com/article/SB10001424052970203458604577263273943183932.html 

iDA. (2010). ANNUAL SURVEY ON INFOCOMM USAGE IN HOUSEHOLDS AND BY 
INDIVIDUALS FOR 2010. Retrieved September 6, 2012, from iDA: 
http://www.ida.gov.sg/doc/Publications/Publications_Level3/Survey2010/HH2010ES.pdf 

Media Development Authority. (2012). Industry Overview: Video Games. Retrieved September 5, 
2012, from Media Development Authority: 
http://www.mda.gov.sg/Industry/Video/IndustryOverview/Pages/Overview.aspx 

NPD Group. (2009, June). Video Gaming Attracts Larger Female Audience in 2009. Retrieved 
September 7, 2012, from NPD Group: 
https://www.npd.com/wps/portal/npd/us/news/pressreleases/pr_090629b 

Nunn, A. (2010, April 6). Gaming Oversaturation: How Consumer Behavior is Changing the Way 
We Play. Retrieved September 7, 2012, from BitMob: 
http://bitmob.com/articles/oversaturation-of-gaming-how-consumer-behavior-is-changing-
the-way-we-play-games 

Rosewater, M. (n.d). Timmy, Johnny, and Spike. Retrieved September 7, 2012, from Wizards of the 
Coast: http://www.wizards.com/Magic/Magazine/Article.aspx?x=mtgcom/daily/mr11b 

Snider, M. (2010, February 25). A case that only the strong video games survive. Retrieved 
September 7, 2012, from USA Today: 
http://content.usatoday.com/communities/gamehunters/post/2010/02/a-case-that-only-the-
strong-video-games-survive/1#.UElywZZWI0g 

Tekofsky, S. (n.d). Theory of Gaming Motivation. Retrieved September 7, 2012, from Think Feel 
Play: http://www.thinkfeelplay.com/theory-of-gaming-motivation/ 

Usher, W. (2011, Feburary 28). Video Games Market To Grow From $52 Billion In 2009 To $86 
Billion By 2014. Retrieved August 24, 2012, from Gaming Blend: 
http://www.cinemablend.com/games/Video-Games-Market-Grow-From-52-Billion-2009-
86-Billion-By-2014-30363.html 

Vilches, J. (2011, January 14). Weekend Open Forum: Your favorite video game genre. Retrieved 
September 6, 2012, from Tech Spot: http://www.techspot.com/news/41993-weekend-open-
forum-your-favorite-video-game-genre.html 

 
 

 

  



9 
 

Appendix A: Achievements of a game 

 
Figure 1: I am replaying the same game the third time to unlock the remaining achievements. Two more to go! 
 

 
Figure 2: Sample list of achievable. Do check out what gamers need to do in order to gain these achievements. 
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Appendix B: Gamer Segmentation 2011 – Meet the Gamers 
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Appendix C: Theory of Gaming Motivation 
 
Tekofsky, S. (n.d). Theory of Gaming Motivation. Retrieved September 7, 2012, from Think Feel 

Play: http://www.thinkfeelplay.com/theory-of-gaming-motivation/ 
 
The Reasoning 

The basic assumption in the model is that all healthy people have a number of basic needs that they 

are motivated to fulfill for their own sakes. These basic needs have evolved as a part of our human 

nature. As such our most basic, in-born motivations are to fulfill our needs for survival. The three 

rules of survival of the species are: 

 

You need to survive as an individual as best you can. 

You need to procreate with the healthiest mate under the best conditions. 

You need to care for children so they have a decent chance of repeating the cycle. 

If we now look at video games we can see three major psychological rewards at work. 

 

Achievement 

This is the most obvious pay-off of playing games. Beating a boss, leveling up, or creating a new 

weapon is obviously “fun” for the sense of achievement they offer. 

 

Recognition 

This is the good feeling you get from earning the regard of others. You always have to do 

something for that though. Either you help others by caring for them or cooperating, or you earn 

their admiration and respect by achieving something difficult. 

 

Satisfaction 

This is what you feel when you successfully fulfill a basic psychological drive. That may sound 

abstract, but the idea is that there are some things you need to do no matter what. You feel bad if 

you do not do them, but you do not necessarily feel good for doing them. Think of dealing with 

negative emotions and caring for friends. It might not be “fun” to do, but doing it right is definitely 

satisfying. You see this in video games when players are “just killing time”, trying to forget about 

bad feelings, or are simply enjoying the scenery of the game. 
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Fun & Relaxation Are Not Needs or Rewards 

Achievement, Recognition and Satisfaction are the rewards we get from gaming. Sometimes we 

feel that it is “fun” to fulfill these needs. Sometimes it is “relaxing” to do so. Yet, within this model 

I propose that all sense of reward we get from gaming can be led back to a sense of Achievement, 

Recognition, and/or Satisfaction. 

 

The 11 Basic Needs fulfilled with video gaming 

Knowledge 

Reward: Achievement 

Learning is fun. We are not talking about school now. We are talking about the experience of 

finding out something interesting, exploring an interesting topic or environment. Any puzzle game 

thrives off the kick we get from learning to deal with the challenges the designers throw at us. At 

the same time, exploring a new game world is an enjoyable form of learning too. We want to know 

what is around the next corner. Not convinced? Read more about the fun of learning at “Video 

Games to Be the New Text Books?”. 

 

Skills 

Reward: Achievement 

Gaining skills is fundamentally different from gaining knowledge. You might know how to do 

something but still not be able to do it. Think of all the sports games and beat-‘em-ups. You can 

know the combo or the optimal strategy, but you have to develop the reflexes, hand-eye 

coordination and razor sharp attention (“Playing for Attention”) to pull it off. We all know what a 

headshot is, but it still feels so good to actually manage to nail one. 

 

Competence 

Reward: Achievement 

It feels good to be good at something. Games offer the player an opportunity to be a hero or a god 

in the game world. Also, a well-designed game will show the player how much he has improved 

over the course of the game. Enemies from the earlier levels fall down at the sight of your mighty 

avatar. It is part of the reward of grinding levels and items. Once you have those items and levels, 

you are all-powerful in the game. There might be no challenge, but we love feeling competent. The 

difference with the “Skills” need above is that a sense of competence does not involve any learning, 

practice or challenge. It is simply about feeling good about how good you are. 
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Perseverance 

Reward: Achievement 

Perseverance refers to not giving up even though things might be tough. Something you earn 

through sacrifice and willpower will always feel more valuable than something given for free. This 

is part of the appeal of Hardcore difficulty settings and insanely challenging games. It might be 

frustrating to grind through levels, but it feels so good to finally get there! You can be proud of 

yourself. 

 

Creation 

Reward: Achievement 

Many people refer to their creations as their “children”. We feel a sense of pride and ownership 

over our creations. In gaming this translates into anything from modding levels (strong creation) to 

customizing characters (weak creation). 

 

Danger Management 

Rewards: Achievement & Fulfilment 

Recognizing and dealing with danger is crucial to survival. We might not be threatened by wild 

animals on a daily basis anymore, but speeding cars can be just as deadly. Managing danger 

successfully can fill us with a sense of achievement. Yet, even when it does not, it is a basic 

instinct. You will always feel you have done the right thing, combined with some sense of relief. 

Video games simulate dangerous situations. That is why it feels satisfying to turn the tables on the 

enemy by circling around their ambush and sniping them off one-by-one. 

 

Competition 

Rewards: Achievement & Recognition 

Winning has to feel good. If it did not, we would have been outcompeted from mates and resources. 

It is the core principle of “survival of the fittest”. Video games tap into this urge to win by offering 

two types of competition: Indirect and Direct competition. Indirectly, leader boards proclaim who is 

the best at a given game challenge. At the same time you can compare gaming achievements with 

your friends in real life to decide who the best gamer truly is. Directly, you can play matches 

against online opponents or battle it out with your friends in a split-screen game. 
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Cooperation 

Rewards: Achievement, Recognition & Fulfillment 

Cooperation is a complex and basic human need. Humanity has always banded together is tribes, 

villages, states, etc. The idea of “social capital” is that you have built up such a strong social 

network, that you can always fall back on friends and family when times get tough. Similarly, we 

can see romantic relationships as cooperation as well. A very pleasant cooperation with strong 

feelings involved, but nevertheless a form of cooperation. Yet not only is cooperation a natural part 

of our lives, it can also be a source of achievement and recognition. Social status is completely 

defined by the recognition you get from your peers. Gaining more social status is an achievement in 

itself. 

 

Yet how does this relate to gaming? Cooperation plays a very prominent role in online gaming. 

Players bond and get a sense of belonging from joining guilds or finding good online gaming 

buddies. Also, gamers can bond in real life over the fact that they share a hobby, or they can help 

each other by teaching each other new techniques. 

 

Caring 

Rewards: Recognition & Satisfaction 

Caring is a basic need, as any parent can tell you. We feel the need to care for someone when we 

love them or when they trigger our caring response. This caring response comes into action when 

we look at little children, and feel that they are “cute”. Some video games tap into this by creating 

character art that makes us want to “care” for our avatar. In real life, you would often gain 

recognition for caring for someone. A child might hug you; a puppy might lick your face. Some 

video game characters mimic this by showing “gratitude” in the form of happy faces and frolicking 

behavior. 
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Emotional Regulation 

Reward: Satisfaction 

Emotional Regulation is a large part of the appeal of gaming. The basic idea of emotional regulation 

is that we all try our best to feel okay. Sometimes feeling okay in the short term will obstruct 

feeling okay in the long term. On top of that, sometimes we are not sure what to do to feel okay 

because we have conflicting or unclear desires. 

 

Now, we might feel that emotional regulation is about feeling okay. However, it is reasonable to 

assume that “feeling okay” is just the reward we get for listening to our emotions. My assumption is 

that emotions are there to motivate you to do the right thing. For instance, fear makes you run away 

from threats, love encourages you to invest in a (hopefully) beneficial relationship, and anger fuels 

your desire to protect your rights. From this perspective, emotions are the instant priority list of 

survival. Of course they can be far from flawless, but they most often encourage us to move in the 

right direction before we even realize that there is any such thing as a right direction. I propose that 

gaming satisfies 3 forms of emotional regulation: Escapism, Catharsis, and Experience Simulator. 

Escapism is the act of distracting yourself from your daily problems through entertainment. Gaming 

can be a powerful experience, demanding all your mental attention. This in turn can make it a 

powerful tool to help you forget about your problems. 

 

Catharsis is Greek for “the emotional cleansing of the audience and/or characters in a play” 

(Wikipedia). Instead of acting out specific, unaccepted urges you might have, you try to act them 

out in an abstract way. For instance, you might want to smash something because you are angry or 

upset. Instead of smashing something in the real world, you turn on your console and wreck havoc 

in the game world. 

 

Experience Simulator is a term I coined myself to indicate a very unique quality of video games that 

sets it apart from all other media: Video games can simulate many experiences. Most of us do not 

get to drive racing cars or save villages from destruction. Video games are as close as we are going 

to get. In video games we get to pick an experience we want to step into. This way we can save our 

appetite for excitement, exploration, or anything that we feel we lack in daily life. 
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Optimal Choice 

Reward: Satisfaction 

The least obvious human need discussed here might be that for “optimal choice”. It is a catch-all 

term for appreciation of beauty in all its forms, but without the cultural connotation of “art”. I pose 

that humans appreciate beauty because it originally indicated health and the “optimal choice” in our 

natural environments. People that look, smell and sound attractive were healthy mates and partners.  

 

Food that smelled and looked good was probably healthy. Environments that looked beautiful and 

attractive were probably rich in resources. This is how our senses led us to intuitively move toward 

“good things”. We did not need to “sleep on it”, because we instantly knew what was good or not. 

Our senses are a sort of quality control mechanism. Nowadays our senses cannot always tell us the 

truth anymore because we are all adept at fooling them with perfumes, cosmetics and artificial 

decorations. 

 

Yet we are still drawn to beauty and this need is also satisfied in video games. Quality graphics and 

audio add a lot to our gaming experience, and can make us come back to a game time and again. 

 

 

-The End- 

 


