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Video games are remarkable new forms of entertainment, Video games import
and custormize many different forms of eatertainment, from games related t i
saw puzzles and chess simulations to games related to novels or to action f(i)lirllg_
deeo games provide simulations of a series of aspects of reality, like racing, fl S:
ing, or playing soccer, or simulations of complex social dcv;:]opme‘ms gi‘“roZn
Z;E;?:Scfs\;igpgﬂeni to ﬁge evolution of civilization. The hallmark of most’ video
; ey transform these traditional forms of entertainment into an in-
teractive form that enables the player actively to participate m shapi " ames
Films or videos enable their viewers to interact only ppﬁ‘qq%:'::lls }Epl?c%]ge g the
‘ abl _ assively, win
n?;—rz;n‘:lzit;n‘d pred{ctmg possible cutcomes, whereas video )g;anfes pmvidf tti;:
ﬁo gw‘ﬂ n}:teracillve means _to change the course of the narrative. The interac-
pon ; g} s];;lncm :rcs)izlbils aclimi:‘hc‘w:szlial W(;rlds provides the player with an experience
. a “virtual rea ity,” because our experience of reality is
linked not only to the possible salience of what we see ; 5 L‘ i al%o cern
trally linked te whether we are able to interact wi\t*l(lesflcck]dl E:edrc];j%:i]t et o

eﬁi\/lctzsg ;z}:{;ﬂarly studies of video games have focused on the possible negative
co games, especially of the violent “shoot.* ” I
. ) -em~up” games. The per-
czptufi sa'hengce of .SUCh games 1s very much inferior to that of, for instanci; a
gu;yemo;se E aye?hm 2;1 wide-screen THX-sound movie theater. However, the ar-
as been that the interactivity of the vide ;
' activ co games would make the player
personally respensible for the atrocious acts and implicate the player in the I"iol?’ll-

ly . ey 10 ex-
';_,%;ig;mmg why video games have become very popular forms of emertmnfne;]tmig o
to explore those gratifications that are linked to the interactive form -
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200 GRODAL

There are some clearly immoral games, like the car game Carmageddon,. n
which the player gets points for killing innocent pedestrians. Such games raise
problems similar to those raised by comic fictions in which t}ne pain and ab-gsc of
clowns and other comic figures cue pleasurable viewer reactions. The ability to
get comic pleasure out of such reversals of normal empath:i: re]atioas be't\.veeﬂ
viewers (or players) and fictitious characters is based on:innate dxspos_ltionsf
Cornic reversals presuppose some kind of moral maturity th_at prevents viewers
and players from experiencing such reversals as normal interpersonal reiat:qns.
The limits to such comic reversals clearly depend on moral evaluations of the lim-

its for what kinds of themes are acceptable, and on 001n1n0n5s¢nse assessmenis of

to what extent some reversals may lead to moral confusion. | |

In general we may assert that we possess aggressive pote_nftial, which we have
inherited because aggression had a clear survival value for our ancestors. 'Many
reactions supporied by such inherited mechanisms are clearly h?rr_nful in our
present environment (murder and other violent acts}. However, it 1s.not clear
whether other types of “aggressive” behavior that does not lead to ph‘ysmal abuse
of other people serve possible beneficial mental mechanisms; fo§ msta_nce, as-
sertiveness, need-persistence, and emotional control in confrentation with aver-
sive stimuli, It is not obvieus that the media society only supports lack of empa-
thy due to an averload of violence; on the contrary, more peoplef than ever are
deeply concerned with the well-being of other people, and empa_ﬂfuc concerns are
increasingly also directed at animals and lower iife-forms_. Entushve.]y .ﬂllS seems
partly to be an effect of the way in which modern audiov-lsual media increasing-
ly make it possible to empathize with other beings. In this 1arge5r context the ag-
gression displayed in some types of media products and the comic reversal of em-
pathy might partly be explained as negotiations and regulations of the level of
empathy.

In the rest of this chapter 1 explore the hypothesis that danger and violence in .
video games serve as part of cognitive and emotional learning processes. [ will an-

alyze some reasons why the interactivity of video games supports emotional g:q‘n_.;__,,_,,,

~ trol by linking the experience of strong emotion-eliciting stimuli to cognitive and
) pliyélcal interaction with the game world. I further analyze some of the gratifica-
“tions that are elicited by the playful simulations of “live” mteract:ve processes.

EMOTIONS IN REAL LIFE, ON FILM
AND IN VIDEO GAMES

.} In order to provide a framework for understanding possible; Hifferences between
- the emotional impact of film and interactive video games I recapitulate some flm~
. damentals in emotion theory {cf. Grodal, 1997) and relate these to film and video

games. A precondition for eliciting strong emotions isto presen& some stimuli that

. Such

| are central concerns of living beings, for instance threats on life or heal

1. VIDEO GAMES 201

cstimmuli_will elicit physical arousal. Arousal 15 a very general physiological
_process, and, as argued by cognitive labeling theorists of buman emotions, in
order to create emotions out of arousal you need cognitively to bpecxfy, to con-
tcxtuaixze the arousal, in order to elicit emotions, The situational context cues a
dominant action tendency by means of a cognitive analysis of the situation, re-
sulting in a cognitive labeling of the arousal, As described, for instance, by the
Dutch psychelogist Frijda, emotions are “modes of relational action readiness, ei-
ther in the form of tendencies to establish, maintain, or distupt a relationship with
the environment or in the form of mode of relational readiness as such” (1986,
p. 71).

A simple example: If you suddenly meet a lion on a savannah it would create
_arousal. The context will determine how the arousal is molded into an emotion, If
~ you are armed, you may feel aggression and shoot the lion, but if unarmed you
might feel fright and look for escape, or you might feel that you are unable to
cope with the situation and feel despair. If you are safely placed in a photo, safam
Jeep, the arousal is transformed into delight. These emotions are phasic, ﬁhat 18,
..there is an eliciting cause of arousal, followed by an appreciation of what o do,
_which then leads to actjons that will eventually transform the emotion by remov-
“ing or transfonmng the causes of the emotions. The emational experience will
therefore consist of phases: a cause, an arousal, a cognitive appreciation and a Ja-
belmg, followed by some actions that remove the cause of arousal. In order to
__elicit phagc emotlons in relation to fiction we need a focusing charactcr because
w:thout Such a Chardcter we cannot specify any coping strategies, .

The motional experience of a given situation will consequently be different
accordmg to whether it is cued by a film or by a video game. When viewing a
il the., ]abelmg of the emotions felt is determined by the viewer’s passive ap-
precutlon of the film character’s coping potentials. But when the situation is part
“ofa Video game, it is the player’s assessment of his own coping potentials that de-

~ termines the emotional experience. The unskilled player may feel despair when

cotifronted with the lion, but the skilled player will fuel the arousal into a series
of courageous actions. Video games therefore simulate emotions in a form that is
closer 1o typical real-life experiences than film: Emotions are motivators for ac-
nons and are labeled accordmg to the player s active coping potentxals

THE INPUT-OUTPUT PROBLEM AND THE GAME
PLAYER'S VIRTUAL REALITY SIMULATION

A film viewer has no control over the direction of his or her perceptions and no
control over possible reactions to possible arousing events. However, the viewer
can bridge the gap between perceptions and actions by several cognitive and af-
fective strategies. The viewer can think up several coping strategies and hope for
given outcomes. The terms interest and suspense oflen cover these passive viewer
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Video sequences that are based on player-generated timé support exploratory
gratifications; for instance, curiosity and cognitive problem solving. The game
proceeds at a speed that suits the player’s sense of control. When a player has
solved a problem, he can proceed to the next set of stimuli, the next problem.
Game-world—generated time provides other gratifications because it evokes much

" stronger émotions. The problems need to be solved under severe time constraints
~similar fo those in emotional peak situations in real life. The player has to inte-
grate perceptions, cognitions, emotions, and actions fast in order to survive and

is provided with a strong feeling of interaction. The closer a game experience gets
to the player’s optimal mental and motor capacity the less capacity is available for
“being conscious about the game being just a game: the game provides total isi-
" mersion. _ '
' Such strong interaction will, however, also cause fatigue and eventually a
sense of lack of control. Most action video games are therefore constructed in
such a way that they provide the player with choices between playing in a player-
generated and a game-world—generated time. Some spaces in the game-world are
defined as player-controlled. In such spaces (zones) the player may “rest,” per-
form strategic thinking, or carry out exploratory actions, by which he can control
motion, and point of view, or explore objects. Other zones, other spaces, are de-
fined as having game-worid-defined times and processes; here the monsters can
seek out the player-character and here the processes cannot be stopped, only mas-
tered by some actions. If, for instance, the player falls into a pool of slime, he
needs to get out “before he is out of air” :

To control all the different activities of playing video games presupposes trai

ing by repetitive playing. Training will enable the player to transfer some of the

activities from conscious control into a control by nonconscious procedures. The
perfect mastering of such tasks will lead to the experience of mental flow, as de-
scribed by Turkle (1984). The player who has perfectly fedrned all the different
complex procedures can play in a highly active, but semiconscioys, state. The pei
formance demands total concentration in order fo integrate a series of automated
and nonconscious processes within a conscious framework. By having learned a
series of procedural schemata the player will gain the necessary capacity for ef-
fortless voluntary control. 3

. Thus.video games are structured according to a principle of uses and gratifi-

. cations similar to that of real life: We can seek out stimulating spaces when bored
© "and take shelter in some other spaces when overstimulated and in need of rest.
The video game enables the player to control his or her perceptual, emotional, and
enactional activation, The feeling of being able to customfifze one’s control over
the relation between challenge and personal control is furfhfer enhanced by three

sibility of saving intermediate results, and the existence of different levels of dif-
. ficulty. Thus the player can choose the level of difficulty in relation to skill that
¢ the player considers o be optimal.

additional features of most video games: the existence of a pause button, the pos-
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REPETITIVE GAME-PLAYING, CURIOSITY,
SURPRISE, AND SUSPENSE

The ty]?ical film is viewed one time only, whereas the typical videa; game is played
many times, and the cognitive and emotional differences between these two modes
_of reception accounts for central differences in the exp-énr-icnéé of [h_r_ewfwo media.
in a film there is a big difference between the first viewing and the fol!owmg
viewipg(s) (Brewer, 1996). For most viewers the first viewing is the central film
experience. The first-time viewing of a narrative takes place with an uncertain
narrative future, This cues curiosity, surprise, and suspense. As the narrative pro-
ceeds, the film will make the narrative factual. When the film viewing is finished,
the v'it?wer has‘received the final and irreversible version of the narrative. Qur
cognitive, emotional, and enactional experience of a film will therefore be deter-
mined by the fact that any given film sequence presents a final version of events,
Mutilations or deaths during the film are mostly final and unchangeable facts.
_In contrast to this, a video game is played many times and many evenss cdn be
thefgdgythe pi_glyer’s Interactions. Thus a given sequence in one gnmé pefférm;
ance of a given video game-world by a given player s different from a similar se-
ﬁg;pgii_;ﬁlﬁgf_q_élowii}g game. A given game nol only exists as a factug] event, Te-
lated to a given game, but also provides important feedback in the following
games. Or phrased differently: Video games are fearning processes. A given game
will typically not lead the player through the whole game; only a series of games
will provide the player with the necessary skills to complete the game. Even when
c_ompieténg the game the game-world will be a series of spaces, objects, and ac-
tlon.s, a virtual reality, with many possibilities for making linear narratives from
beginning to end. Because video games are repetitive learning processes, the
~.gmotional experience is different compared with the film experience. 1 eX;)%ain
\_g;jigxffe"réﬁé’c”in‘rél'a'tioi} 1 the experience of three central arousal-evoking ele-
\r_ﬂ_&u:{]"ti; (it}rlosity, s;it'p"r'j'sé‘,_rand suspense. T mostly follow the definitions :f cu-
.. Tosity, surprise, and suspense provided by Brewer (1996).
g@ will often elicit curiosity, because a viewer is aware that vital informa-
_tion concerning narr: tive past or present events is withheld. The film will induce
arousal until the information is disclosed and then the in formation will Tose its in-
terest. In a video game the satisfaction of curiosity is part of a process of learn-
_ing and mastery. The player needs to remember the disclosed in formation in order

o use it m a second game. A central factor in playing video games is to remerm-
) ber information from previous games, slotting the information into cognitive
.maps. Because curiosity i action video games (as opposed o mystery video

games) i mostly prospective, curiosity is often linked to properties of the game-

rﬁ“LDLIQES__PQ_ﬁ?ﬂﬂ?_?IE}I]Q??:‘S of future actions. I discuss curiosity in relation to sus-
-pense later in this chapter.
A film will create surprise by sudden events. It will create a momentary arous-

al jag, which will then disappear, But when playing video games, what was sur-




. SE SAN[BA DHRWISY) PUE SIAOBILYD Yim dZigzedun 0) A)[Iqe §10ma14 o1 U0 puad
-op Avw SWI} WOy POALIIP 1U28)53-]]08 SNOLIBOTA 2H ] 'ung;n;be.lddﬁ-;]gg S Jaman
243 0] 1I30U0D jo sanjea sayormw jstuodeiond oy yRiym 01 9918ap a1y 0 pas
- A[q2qo1d—s10108] GANELIRY 91} SOPISIq—sI uonoEysHES Jo 3213p oy 'paaoon's
1stuodejond v Su1aas Ul uonorisHES SNOLWIIA © $)28 JOMITA BY) supTy 1{1"593119.13;
JIP [BNPIAIPUL 0} PRUI] 2 210J31943 PIrod voIssaIS8e uo j03)f oy f)ue FIITRIILIO)
-32d umo 154 10 STy JO JUISSISSE § 1aked ay) 01 paYUY] YonuE K194 1w §19319 2
‘PUBY LU0 o) U0 Ing (P61 JuRAIg %9 TUPWIZ (661 Wqmy o) mawaIeue
poour jo 1r1ed se Uses 9q—mara Jo Jutod uonesReIF-pue-sasn v woip—ydw
eustiouayd Fursnore o) amsodxs s10keyd oy puy “Burdoo oy posyu; K[meud'm
uotssa138y ‘Burdoo soueyue sassenoxd Sunes o1 se palaqﬁiej pu;g pe'onpaﬁ m(%
SUOHERMIS 25IaAPE 0} amsodxs £q paskaIsuy ST [esnoe ay ] 'Iizénoze Jo uoneIIRA o1
PU® [342] a1} FUI]ONUOI JOJ SUEIUI € SB $IAIDS JUSTUUIELIOIUD e azmaqioci/(q E1a1y}
SSLOA) YIM PIODIE SIWRT 0SPIA JUSJOTA UT SIOJOR] [RIMIINGS 3591 _L"Q()UE{U.IQ}.IDd
Jetrosiad puw afuo|ieyo Ueamipg voueleq srenbape te sapracid 1843 12427 B 280010
ST} puw S{oAQ] TS WIAIRAPIP asooy> uws 1ske(d B sowred Amew U "SadI0f [1Ad
JUSIRIP S1) [[B pIeaso] S1ey Ut uosoeal oyenbape 230w & a10JA1Y; $i uo&;m;ﬁu
-~y [euosIad Y1s Jeapop Yut] OF “Jis s Jokeyd o 51 ojqeiiea 21 'paaoéns 0 'a[.qe
d1e szeherd pajjiys-Toneq 1oy 1ey) pue sjdis a1emyjos papoaua o3 Surplodse
1B 82210 1140 AU JRY J9B) AU} JO 91eME [[aM oI s10Aryd a1 éénmaq ‘smfasuram
siake(d o e peromp Apueunwopard st Teaep 10 owelq o) sowed o0apia

WHHIST-ITHS ANV STV OFAIA

‘(s1mmijos ansoy ot a0 1504 S Jjesy endioa oy sghem
1da:3xa) SISIBOSRIUE FUISNO0] OU 210JaI18Y} 218 SIS PUR ‘SIAN0 2111801 JO apry
SRR B uayo a1e systuoFeiue oy ‘soured oapia uf Awsua,, ay) p.xémo; uorssaig
* ~Fe-vep vonoeal Fuidoo spenbape a1ow e st Aejd 1oy o poajany §1 ;ésnom

18] ‘a10ja12y 1 owied mou Aerd o uoyng e ssaxd ued oy ‘/(ma't}a ue £q qus st
SeY 124r]d B USUA "UI[I] UT URL S19Y10 S]nSOY A e paap séé[ PUR AJIARIE UAMO
sJokerd oy o) pouy A]esopd azow Aqissod 810210y} SE [zasrf\bm paoépﬁr—aum%
AAISS21T5E O], |0HUOD [BUONOUID I0f YSIM B Aq uaA;s[; oslﬁﬂqsml;; p{ie ‘101
“UOJ 2ANDE UE 10) YSIM a1 AQ Uaalp Ing ‘uaanp-mndur Aprewinid jou s1 aouarrad
X0 [EuOnOWa M [esnole ) jo Funaqe oanruBod aiy aFueqs [[im Fir [esnon
. #8umyo 114y sassaooad Suiuies] 0} anp ‘w1040 oFuvyo ;;Vh SUON 3
Jo 2ouatiadys By :Arenuod sty ug) 'saouepiore 0) paxur Suredy] eru‘fiﬁ'“o“jo'“
2QUBNDASUOD © SE SUOIJOWId PAX]F PR [ESNOTE Jo sadA) paxiy Fursnes “Sannus paxyy
jou ore Zuidoo aaywiordxs 'pup asuadsns ‘osudims AyrsoLmnd ‘souivg oapm up
- . ‘sowned 0opIa aquosap 0} 20pIo ut S§UEdHS PiiE Gsid
|- ‘ﬁuso_{m:} suLIs) 213 0 juowerddns [nyasn v 8q 21052130 JUBita Sitidoy sann
. opdxa i) Wiy v USanIANOT dAEIo)dxe SIomMa1A Ay Aq USATID f({é/\fjﬁéié‘éf"éﬁﬁ?“
02pIA ® Inq “asuadsns 3o £150uma Jo sauTap s1amera oY) Jo a.x;ﬁéédssjég o 0 IS

0T T sINVO OFAIA 1

Wy OIHRUWRARIOR 10§ Ysim oyl Sutpniour ‘uoneanow fmdod s xoderd oty &g po
-PIOWI S¥ 11 YOrgMm Ui ABav oty 81 asttadsns e 0spia jo joadse onsuspep y
~plrom-5iued 21 ydnony Surpasooxd jo skeam Juaiagip Auewr spoddns w)yo-
AUIES OBPIA € ‘OUr-adtds IBIUT] B UO PASEQ ST QANTIITY S} OSTE00G “FUIMAIA 1811 -
AT UE PIOAS SATIRIIRU A1) JO $10adSE [{B SAOTS YOIIm “dAL eI W) & 0} Areanro])
A)1s01M3 Jnyasuadsns ¢ 0} Payul] ST $10[J0 PUE SISNED [0 SITIWSSISSE JUBISUOD JO
supaltl £q ST [[aMm SE 10113 Puv [eL1 JO suratu 4q pliom-oured oy jo uoneiopdxa sis
-Keyd oy 980 o} AFa1es 1eyM 10 asn 0) suodeom Jeym ssand o) pur ‘sistuofeiue
" 1o suoneso] pue sanmqedes JaIaPIp Ay 1os3ep 0} ‘Surddeur feneds unopsad o
LTEqR BY) SE YONS ‘SI0108} JUAIALTP JO SILIAS B UO Paseq usyjo sy asuadsns Ay
“iakiyd dyy AIR[OUMS PUE 2$N0IE 03 ANjiqu SH Agaoyy pue ‘osuad
50§ $11 as0] fia atied ot yet 9stuadxa ue yons asampoe Juruiel) Lg Auo [[im 19
@ ST omst sojour 1o prpdanted e ayvur Avw 1odeid oty 1o ‘eare pawazord
UL puwls doteyd Aq Jo jstuofeyue juvpiodr ue 100ys aduei[d Aq swied Jsiy oyl Ul
widrar soAeld oy, "2 1SHY S} ST W) PU0dAS A1) uieiaoun se jsnl ajdiouid u
st awed uaAIf e ur awoono 21 ‘awred ai jo joadse 2ANITINUL 3T JO IsNEIRY

“gajur st §3ued oapra w1 osuadsns ‘asuding pue 12120 0 UONRIIL UL MBS 9 SB
S Fmg 'émeﬁ syi jo at'lm_omo [BUT] Y} ST [{om SE saouanbas (120} JO AL0Tio a1y
01 paielal asuadsns ayoas Ajuimiad sswed oapia (spnuied Jurdos s1vj0rIRy0
aly) JO BONRNIUTS §IDMBTA 1 JO 9[01 211 JOPISU0D J0U S0P a7 Ing ‘UL 03 Jejl
~urs §1 JEY) asuadsns Jo tonugep peolq g sapiacsd [og4]] UUBW[IZ) "asuas proiq
snp ur astadsns esn a10ja1atp 1M | sisTrodeyord atyp yo AUNSAp anyny a1 Iogqe
sureouna Fuons o) sandde ospe asuadsns Taasmoy wyly 0} 1oadsal Uy WLIR) AU
30 asn Aep&iaas uy ‘pasny aie 13ke)d oy pue poriegy owred o) osnesad ‘satued
T O3PIA U 1SFX0 Jou $20p asuadsns yons suoseal pood 1o sistuodmoid Aq pareys
10U 28parmony wod peanap e Aety Jr ssmuofmord 10 SUROUC) [RUIOLOTD
YONS 9qLI2SAP 0] AJAATSH[OXD asuadsns pIos alj 28N (9aE] FAMAIg)) SISTION] dWOS
“)51oFE101d 31 01 10U NG IAMIIA B 01 PISOPSIP S)idA0 aanisod o sioftep
Yo a@pormotry 0] P oq ued suonwpedxs oy, ‘sisiogeiond [enuas oy o) ued
L (A TEM J0 U0 TI0adXa 8, TAMATA OT]1 03 PAR[AI [BSNCIE }BOI0 [[IM WIF Y
“(p2a12A008SIp 2q URD jUSA2 Fuistidins & JO $20UE)SWUnOID i) 181))
fem B UODS UL metA JO Jutod [ONUOD 0] ‘20urIST FOJ) [[TYS I0JOU PUE AFPa|mouy
Aressanou ay) apraoxd [[1am sowred 2annoasuod ATuo fasudins woALF v jo 9sned 21
I(UIATIAT PUE PURISISPUN 0 a1qe ST 104e]d B 191) U12)120 [[¥ I8 J0u 81 |1 ‘sowed Jur
-Ap1d vaym wimiq syl uo pasodur spureEnsuos Aoedes Jo asnedag Apmb wng o
taeay [m sedeld s1p ‘puigaq wioy Tunmoad s8op apquuoy Suuway uaym IRsUoW
a1y Jo uoneso; Suisirding oy zo peads usudims a1 ay1dsap 1aisuowu 2y Funooys
10] SOUNNOI 18B] ‘0uRISUT 10§ ‘swsturysatt Judod swos swwa| sakeyd oy se atum
I9A0 YSTULTEIP J{1A [ESTIOIR SU ], "PIONPUL S1 [ESNOIR POSERION B ‘IsuoBeiue ad1a1)
z jo souvieadde ueppns 2y Avs Parmooo A[snoiaard sey jusas Fuisuding oy

YoTgM UL awnRords a1y preaey sadueApe Jake|d oy usypy sewed Buwmorjoy 2y

i ueredronue Suidod ayifasuadsns B ojur pounejsuey sT awed 151y oy ul Suisyd

Va0ED 90¢

" owred oy Jo AR 9ANBadaT PUT 9ANORINUL ) iM TBAOM




8

3

i
1
|

208 GRODAL

_well as on the display of mastery by violence. But the vie\fzvfing process as such in
a mainstream film does not demand any special skills and

s therefore not a self-

test. Exceptions are very violent films, which can test the’ stamina of the viewer,
In violent video games there are only rudimentary links to social themes. The

player-character is mostly defined as a relatively unspeci'ffc' warrior. The éefitral _
factor for self-esteem is linked to the player’s skill in mastering the game. It could
therefore be hypothesized that playing video games would have very different ef-
fects on different players. Good players should get more self-esteem out of play-
ing video games than bad players. Even if game playing is part of a learning
process, in which more time spent on playing will lead to better results, there
would still be significant individual differences (contrary to viewing films). But
the possibilities for choosing an adequate level of difficulty in relation to the play-
er’s skills should lead to a diminishing of differences in self-esteem as a conse-
quence of playing video games. Tt is furthermore not clear whether video games
would attract people with self-esteem problems because of the possibility for cre-
aling an alternative way of mastery, as suggested by Dominick (1984) or attracs
people with strong self-esteem who are motivated by an additional way of coping,
Fling et al. (1992) found no correlation between the amount of playing time and
self~esteem. A study by Funk and Buchman (1996) foundne effects on seif-es-
teem on boys playing violent video games, but some correlations between girls
playing violent video games and a lowered seff-esteem. .

VIDEO GAMES AND EMOTIONAL CONTROL

Foliowing is a summary of some of the points discussed earlier.

1. The interactive interface between player and game-world makes the coping
reactions to arousing events into congrete coping procedures. Therefore, video

games elicit fluctuating emotional labeling procedures in relation to coping po-

tentials in the given situation. This labeling will change over time as a function of
the player’s learning. They will activate a series of mental and bodily functions:
attention, arousal, cognitive appraisals of arousal, cognitive mapping, procedural
schemata, and motor performance. A given arousal-eliciting event will continu-
ously be relabeled. A panic-evoking situation can, by learning processes, be trans-
formed into a fear-evoking or aggression-evoking event, or cventually be totally
controlled and be interpreted as a cause for playful mastery.

Contrary {o film, video games are output-driven. Furthermore a game is meant
to be played several times, and therefore a given outcome is not final, but part of
cognitive and emotional learning processes similar to everyday learning. The
mput-mastering by coping reactions will influence the experience of curiosity, _

_ surprise, suspense, and explorative coping in the player’s different performances

in a given video game.

1l. VIDEO GAMES 209
2. The games are constructed to make it possible for players to gain control
over the elicited arousal by means of the learning processes. Besides the central
n}zerfalc? that controls perception and action, the games typically possess a serics
0 adqunaf control devices, from being able to choose several levels of diffi-
cu]t_.y, 19 time out features and the possibility of saving a positive intermediate re-
S;l]l. Video games. are therefore often “mood managers;” that is, they allow the
,f_p_é_}fgfjgp@..r_jucmaﬁe 1 a self-controlled arousing experience, The time spent on a
Wc:p game. Is player-controlled, and therefore it may be suggested that the play-
er WJTHI conlmue.to Play until he or she has achieved an optimal arousal equilibri-
wm. the game is emotionally, cognitively, and physi i
‘ , A : cally deman
cause fatigue, : o g wnding. and may
3. The pomtméf-view video games activate the player on a first-person basis
and are experienced as part of a self-testing, which links the player’s performance

to his personal self-esteem. As a.consequence, the video game experience may be ..

more individyali i iewi . f L
ndividualized than f ilm viewing because of a greater variation in a player’s

aibt___hfy_,;_g_:nlastcr a game than to view a film, especially because video play mas-
téry is i@e_cpy_e?_g eya]}gatgd (by degree of scores, kills, number of secrets found,
~fc.), whereas a film viewer has no such objective evatuation of performance,
. 4. The \flolent af:tmn game is often experienced as a simulation of iniéraét'ihg"
with an online reality, because the player’s mental flow of perceptions that cause

e_mgnons and C(')gn.ltlon that causes action that again causes perceptions, is very
similar to real-life interaction. I

Seen from one perspective, violent video games look very much like a playful
enactment of skills and dispositions central to our gatherer-warrior-hunter ances-
tprs. The players cope with a hostile environment by quick perception and by s );1-
tial and motor skills, they notice landmarks and gather oﬁjects that may be u};ei{ul
However, seen from another perspective, video games are ways in which pfayers;
learn to master facets of computers. Video games thus mold the biological inheri-
tance in a way that accords with present-day cultural needs. As pointed out in sev-
eral studies {Greenfield, Brannon, & Lohr, 1994; Greenfield, Camaioni. et al
1994, fo.r example), computer games are important playful tools for Iearnin’g to in-’
feract with the computer medium and its graphic interface, just as the games en-
hance spatial skills and eye-hand coordination. Those studi,es also show that boys
on average perform significantly better in action-oriented computer games, part]
because of better spatial skills, but also for motivational reasons, because bo;: hav)e[
a stronger preference for violent games than girls, maybe for biological reasons
{(Kubey & Larson, 1990). This accords closely with evolutionary theories of sex dif-
ferences in spatial abilities due to division of labor in gatherer-hunter societies (Sil-
verman & Eals, 1992) and to motivational features that supported hunting. It is de-
plorable thz.xt the video game industry has not vet invented games that cater' to those
gatherer s_kiils and motivations that are attractive to girls (verbal skills object meny-
ory, location memory, and a series of social skills and pro-social mot;ves),

P —
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way in which they enable players to simulate an interactive control of human fac-
ulties and emotions in possible worlds. : :
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