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What Research In The Public Has Told Us 

• Gamers are antisocial 

• Gamers have a high propensity for aggression 
and violence 

• Gamers have problems with emotional 
regulation 

• Gamers have deficits in attention 

• Gamers cannot hold relationships with other 
individuals 

                (Anderson & Bushman, 2001; Delisi et al., 2012; Hilgard, Engelhardt, & Batrholow; 2013) 



What Research Has Proven 

• Everyone plays video games (all ages) 
• There is an emotional reaction to playing games 
• Children have an easier time becoming immersed 
• Video Games can teach empathy, provide insight 

into other’s life challenges, and help heal deep 
psychological wounds. 

• We have not definitively determined any causal 
effects of gaming on the individual’s psyche 

                  
                       
                                                       (Ferguson, 2007;2013; Gee, 2007; Granic, Lobel, & Engles, 2014) 



Researchers of Video Games 

• Video Games causing violence: 

– Craig Anderson & Brad Bushman 

• No causal evidence between Video Games 
and  violence: 

– Chris Ferguson 

• Motivation of Gamers 

– Nick Yee &                                      Andrew Przybylski 



More Researchers of Video Games 

• Educational Aspects 
– James Paul Gee, Raph Koster, and many more 

• Gamification 
– Lauren Ferro, Marigo Raftopoulos, David Mullich, 

and many more 

• Personality 
– Anthony Bean, Nick Yee (with behaviors) 

• Typology 
– Richard Bartle, Tracey Fullerton, Jon Radoff 



Main Debate 

• Violence Debate 
– Anderson & Bushman vs. Ferguson 

• Brown vs. EMA (2011) decision 

• About the research: 
– Bias 

– Moral Panic Agenda 

– Samples used 

– Games used 

– Findings discussed in papers 
                                                     (Brown vs. EMA, 2011; Ferguson, 2007;2013; Przybylski, Ryan,  & Rigby, 2009) 



Buying M-Rated Games 

• Entertainment Software Rating Board(ESRB) 

– 80%  of store do not sell underage kids mature 
games 

 

Source: http://www.ftc.gov/news-events/press-releases/2013/03/ftc-undercover-shopper- 
survey-entertainment-ratings-enforcement 



Children’s Motivation for Video Games 

• Olson (2010) infers that gamer’s engagement 
with such items may also reflect the aesthetics 
effects (i.e. explosions) that result in their use, 
not the act of violence itself. 

• Social Engagement 
• Learning leader characteristics 
• Teaching others 
• Regulating emotions 
• Identity formation 
• Challenge & Mastery 

(Olson, 2010) 



Motivational Roles 

• Przybylski, Ryan, & Rigby showed violence was 
not a motivating factor in playing video games, 
but could account for a higher rating and 
personal preference of the game itself. 

• “Persons high in aggression did not consistently 
enjoy violent games more than nonviolent ones, 
but they did have a stronger preference and value 
for them.” 

• Nick Yee has shown that player immersion is a 
key factor in gaming. 

 
(Przybylski,  Ryan,  & Rigby, 2009; Yee, 2006) 



Gamer Typology 

Richard Bartle’s Gamer Typology 
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Gamer Typology 
Richard Bartle’s Typology Revised: Implicit & Explicit 

• Opportunists are IMPLICIT Achievers and try to take advantage of any 
given situation and tend to avoid challenges. 

• Planners are EXPLICIT Achievers and are more calculating with their 
actions – attributing everything to a larger scheme/plan. 

• Hackers are IMPLICIT Explorers and experiment to reveal meaning and 
seek to discover new phenomena. 

• Scientists are EXPLICIT Explorers and experiment to form theories and 
explain new phenomena. 

• Friends are IMPLICIT Socializers and mainly interact with people they have 
already established relationships with. 

• Networkers are EXPLICIT Socializers and seek out people to interact with 
based on assessing and getting to know them. 

• Grievers are IMPLICIT Killers and are very much in the player’s personal 
space with the aim to                                                 obtain a menacing 
reputation. 

• Politicians are EXPLICIT Killers and manipulate people accordingly to suit 
their needs as well as act with well-developed foresight. 

 (Bartle 2003, 2004) 



Gamer Typology 
John Radoff’s Typology 

• Immersion: stories, role playing, exploration, imagination, 
and a sense of connectedness to the world of the game. 
 

• Achievement: sense of progress, mastery of skills and 
knowledge, etc. 
 

• Cooperation: player involvement in activities where they 
are helping each other, through creativity, shared adversity, 
etc. 

 
• Competition: player                                  involvement where 

individuals compete over scarce resources, comparisons to 
one another, and win/loss situations. 
 
 
 
 
 

 

(Radoff, 2011a, 2011b) 



Gamer Typology 
Nick Yee’s Typology 

Achievement 
– Advancement: progress, power, accumulation, status 
– Mechanics: numbers, optimization, templating, analysis 
– Competition: challenging others, provocation, domination 

 
Social 

– Socializing: casual chat, helping others, making friends 
– Relationship: personal, self-disclosure, find and give support 
– Teamwork: collaboration, groups, group achievements 

 
Immersion 

– Discovery: exploration, lore, finding hidden things 
– Role-Playing: story line,                                               character history, roles, 

fantasy 
– Customization: appearances, accessories, style, color schemes 
– Escapism: relax, escape from real life, avoiding real life problems 

 (Yee, 2006) 



Personality of The Gamer 

• Much is unknown about this topic 

• Sample of 1342 World of Warcraft Gamers 
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Gamer Personality Profiles 

Adolescent Personality Profiles                                  Emerging Adult Personality Profiles 

From Bean, Ferro, Vissoci, & Rivero, Under Review 



Unanswered Questions 

• How much is too much? 

• What is the gamified learning saturation 
point? 

• Will gaming be the next stage in learning? 

• What emotional content is too much for 
children? 



The Publics View of Gamers 

How Others See Gamers 

 

How Gamers See Themselves 

http://www.youtube.com/watch?v=MT0-OL_71yU
http://www.youtube.com/watch?v=gWxLanshXw4


The Publics View of Gamers 

Stereotypes of The Gamer 

 

 

 

 

Taken from Kowert, Festle, and Quandt (2013) 

 



The Public’s View of Gamers 

• The gamer is being cognitively and/or 
emotionally influenced on a consistent basis 

– Addiction 

– Anger 

– Desensitization 

– Attention Deficits 

 
(Barlett, Anderson & Swing, 2009) 



General Aggression Model 

(Barlett, Anderson & Swing, 2009) 

 



What Does it Mean to be A Gamer? 

• Gamers identify themselves with careful labels 
– ‘‘Do you consider yourself to be a devoted or ‘hardcore’ videogamer?’’ 

• Through their game genre 

• Through achievement 

• Through intellectualization/appreciation 

• Generalizing videogame immersion to real world 
experiences – socialization, cognitive challenges, etc. 

(Khanolkar & McLean, 2012) 



What Does it Mean to be A Gamer? 

• Some individuals become so immersed in a game 
that the gamers' self-identity becomes 
indistinguishably intertwined with the game persona 
at times. 

 

• Gaming Etiquette: Screen hoping, cheating, trolling 



Positive Effects of Gaming 

• Visual Spatial 

• Critical Thinking 

• Processing Speed  

• Social Immersion 

• Cooperation 

• Lucid Dreaming 

• Nightmare Prevention / PTSD 

 
(Gackenbach & Kuruvilla, 2013; Gerberg & Scott, 2011; Green & Bavelier, 2006; Kahan & Sullivan, 2012; Nouchi, et al., 2012) 

 

 

http://www.youtube.com/watch?v=Mr-zUO_l3eA
http://www.youtube.com/watch?v=bTJhZxCLR5o
http://www.youtube.com/watch?v=uGMOeYCa_jw


Visual Spatial 

(Green & Bavelier, 2006) 



The Negative Effects of Gaming 

• The gamer is being cognitively and/or 
emotionally influenced on a consistent basis 

– Addiction 

– Anger 

– Desensitization 

– Attention Deficits 

 

(Barlett, Anderson & Swing, 2009) 



DSM-5: Internet Gaming Disorder 
(Proposed) 

• “Behavioral Addiction” 
• Preoccupation 
• Withdrawal 
• Tolerance 
• Escapism 
• Personal/interpersonal distress 
• Attempts to control 
• Deception 
• Loss of interest 

(American Psychiatric Association, 2013) 



The Gamers' View on Addiction 

• (22%) Excessive playing – average over 8 hr/day 
“I guess the behavior I would have to see in myself to be considered addicted to video games 

 would be myself running home just to catch a raid.” 

“Doing an all-nighter to get a goal on a video game seems to be addicting.” 

 

• (11%) Cognitive Salience 
“calculating gaming statistics in my head before I sleep” 

“The video game subject is a major part of conversation between you and friends, who might or  

might not play.” 

 
(Oggins & Sammis, 2012) 

 

 



The Gamers' View on Addiction 

• (12%)  Mood Modification 
 “…some aspects of life are undesirable and the only true escape is to escape to another 

world where you are something else and can enjoy the sense of fantasy that can exist only in 
those imaginary worlds.” 

 

• Self Report of being “Addicted” to games was positively correlated with perceptions that 
addiction involved playing excessively  or playing for mood modification. 

 

• Self Report of being “Addicted” to games was negatively correlated with perceptions that 
addiction involved  interference with other duties (school, work, etc.) or an inability to stop 
playing despite attempts. 

 
(Oggins & Sammis, 2012) 

 



The Challenge to “Addiction” 
• 1. That some people are being labeled “addicts” by 

concerned parents, partners or others, when they have no 
problems with their game playing behavior. 
 

• 2. That some people who have other underlying problems 
may choose to play games to avoid dealing with those 
problems. 
 

• 3. That some people who are concerned about their own 
behavior because of either 1 or 2 above end up labeling 
themselves as video game “addicts.” 
 

• 4. That some people are not very good at managing how 
much time they spend playing video games 

(Wood, 2008) 

 



References 
American Psychiatric Association. (2013). Diagnostic and statistical manual of mental disorders (5th ed.). Arlington, VA: 

American Psychiatric Publishing. 

 

Anderson, C. A., & Bushman, B. J. (2001). Effects of violent video games on aggressive behavior, aggressive 
cognition, aggressive affect, physiological arousal, and prosocial behavior: A meta-analytic review of the 
scientific literature. Psychological Science, 12(5), 353-359. 

 

Barlett, C., Anderson, C., & Swing, E. (2009). Video game effects- confirmed, suspected, and speculative: A review of the 
evidence. Stimulation and Gaming, 40, (3), 377-403. doi: 10.1177/1046878108327539. 

 

Bartle, R. A. (2003). Hearts, clubs, diamonds, spades: players who suit MUDs. 1996. The Game Design Reader: A Rules 
of Play Anthology, 754–787. 

 

Bartle, R. A. (2004). Designing virtual worlds.  Berkeley, CA: New Riders. 

 

Bean, A. M., Ferro, L. S., Vissoci, J. R.  N., & Rivero, T. (Under Review). Adolescent & Emerging Adult Gamers:  

  Looking at the Five Domains of Personality. 

 

Bean , A., & Groth-Marnat, G. (In Press). Video gamers and personality: A five factor model to understand game 
playing style. Psychology of Popular Media Culture. 

 

 

 

 



References 

 
Brown v. Entertainment Merchants Association (Brown v. EMA), 131 S. Ct. 2729 (2011).  Retrieved from 

http://www.supremecourt.gov/opinions/10pdf/08-1448.pdf. 

 
DeLisi, M., Vaughn, M. G., Gentile, D. A., Anderson, C. A., & Shook, J. J. (2012). Violent video games, delinquency, and youth violence: New 

evidence. Youth Violence and Juvenile Justice, 11(2), 132-142. 

 
Ferguson, C. J. (2007). Evidence for publication bias in video game violence effects literature: A meta-analytic review. 

Aggression and Violent Behavior, 12, 470-482. 
 
Ferguson, C. J. (2013). Violent video games and the Supreme Court: Lesson for the scientific community in the wake of 

the Brown v. Entertainment Merchants Association. American Psychologist, 68, 57-74. DOI: 10.1037/a0030597. 
 
Gackenbach, J., Darlington, M., Ferguson, M., & Boyes, A. (2013). Video game play as nightmare protection: A 

replication and extension. Dreaming, 23(2), 97-111. doi:10.1037/a0032455. 
 
Gackenbach, J., Ellerman, E., & Hall, C. (2011). Video game play as nightmare protection: A preliminary inquiry with 

military gamers. Dreaming, 21(4), 221-245. doi:10.1037/a0024972. 
 
Gackenbach, J., & Kuruvilla, B. (2013). Cognitive structure associated with the lucid features of gamers dreams. 

Dreaming, 23(4), 256-265. doi:10.1037/a0034817. 
 
Gee, J. P. (2007). Good Video Games Plus Good Learning. Peter Lang. 

 

http://www.supremecourt.gov/opinions/10pdf/08%E2%80%931448.pdf
http://www.supremecourt.gov/opinions/10pdf/08%E2%80%931448.pdf
http://www.supremecourt.gov/opinions/10pdf/08%E2%80%931448.pdf


References 

Gerber, S., & Scott, L. (2011). Gamers and gaming context: Relationships to critical thinking. British Journal Of 
Educational Technology, 42(5), 842-849. doi:10.1111/j.1467-8535.2010.01106.x 

 

Green, C., & Bavelier, D. (2006). Effect of action video games on the spatial distribution of visuospatial 
attention. Journal Of Experimental Psychology: Human Perception And Performance, 32(6), 1465-1478. 
doi:10.1037/0096-1523.32.6.1465 

 

Granic, I., Lobel, A., & Engels, R. C. M. E. (2014).  The benefits of playing video games.  American Psychologist, 
1-13. 

 

Hilgard, J., Engelhardt, C. R., & Bartholow, B. D. (2013). Individual differences in motives, preferences, and 
pathology in videogames: The gaming attitudes, motives, and experiences scales (GAMES).  Frontiers In 
Psychology, 4, 1-13. 

 

Kahan, T. L., & Sullivan, K. T. (2012). Assessing metacognitive skills in waking and sleep: a psychometric analysis 
of the Metacognitive, Affective, Cognitive Experience (MACE) questionnaire.  Consciousness and 
Cognition, 21(1):340-52. doi: 10.1016/j.concog.2011.11.005.  

 

Khanolkar, P. R., & McLean, P. D. (2012). 100‐percenting it: Videogame play through the eyes of devoted 
gamers. Sociological Forum, 27(4), 961-985. doi:10.1111/j.1573-7861.2012.01364.x 

 



References 

Nouchi, R., Taki, Y., Takeuchi, H., Hashizume, H., Akitsuki, Y., Shigemune, Y., & ... Kawashima, R. (2012). Brain training game 
improves executive functions and processing speed in the elderly: A randomized controlled trial. Plos ONE, 7(1), 
doi:10.1371/journal.pone.0029676 

 
Oggins, J., & Sammis, J. (2012). Notions of videogame addiction and  their relation to self-reported addiction among players of 

World of Warcraft. International Journal of Mental Health Addiction, 10, 210-230. DOI 10.1007/s11469-010-9309-y. 
 
Olson, C. K. (2010). Children’s motivations for video game play in the context of normal development. Review of General 

Psychology, 14, 180–187. 
 
Przybylski, A. K., Ryan, R. M., & Rigby, C. S.  (2009).  The motivating role of violence in video games.  Personality and Social Psychology Bulletin, 32(2), 243-

59. 

 
Radoff, J. (2011a). Game on: energize your business with social media games. Indianapolis, IN: Wiley Publishing, Inc. 
 
Radoff, J. (2011b, May 19). Game Player Motivations. Retrieved from http://radoff.com/blog/2011/05/19/game-player-

motivations/. 
 
Wood, R. A. (2008). Problems with the concept of video game 'addiction': Some case study examples. International Journal Of 

Mental Health And Addiction, 6(2), 169-178. doi:10.1007/s11469-007-9118-0. 
 
Yee, N. (2006). Motivations of play in online games. Journal of CyberPsychology and Behavior, 9, 772–775. doi:10.1089/cpb.2006.9.772. 

 


