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Abstract

This thesis is concerned with the prosocial effacid social psychological pleasures of
computer game play. It argues that much of theareh on this area has focused on the
search for negative effects, ignoring possibilibéshe positive. Based on both email
and face to face interviews with players of Ninte@sd he Legend of Zelda: Ocarina of
Time the thesis considers their testimony alongsideaAdm Maslow’s Hierarchy of
Needs to reveal numerous benefits that engagemtnthe computer game may bring.
These benefits include not only the prosocial -dinengthening of relationships within
families and between friends - but also the moeptepsychological, helping to satisfy
needs for development and growth. The thesis artpa¢such findings not only reveal
a great deal about those studied but are also stiggén relation to the wider computer
game audience. Furthermore, such findings drawmtateto the fact that if the
computer game - a cultural form becoming ever nubiquitous - is to be understood in
its entirety, then there is a need for further aesle on its prosocial and positive
psychological effects. Finally, the thesis critigalemonstrates the value of Maslow’s
theory for Computer Game Studies and offers a naetlogy through which future
research may be undertaken.
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Introduction
The Legend of Zeldand Abraham Maslow’s Theory of Needs
Conception and Theoretical Framework

This thesis is concerned with exploring the positfects of the computer gamand
should be understood as a response to prevailiggadation of the form. During the
period of the thesis’ gestation, in 2003-8omputer games were making negative
headlines. Rockstar gamb&nhunt(2003), for instance, was - inaccurately, as it
transpired - linked by the UK media to the murdeteenager Stefan Pakeerah, while
the same company’s latest entry in th&iand Theft AutseriesSan Andreag2005),
was criticised for a modification allowing suppoleexplicit sexual content to be
accessed.This was not a unique period: the computer gamsebkan attacked by the
popular press for yedrand, as a little digging unearths, it has alsedarery badly in
the psychological literatureThe computer game has seemingly replaced theiqosit
once held by cinema, the comic book and home uidspectively as pop-culture’s
whipping boy: here is an Aunt Sally of the digiggle. With so much anti-game feeling

around, it can be difficult to believe that theseany good in them at all.

! In this thesis, the term ‘computer game’ is usetkfer to all games played on digital devicessThi
decision resulted from a desire to use the plaiteest possible, with ‘computer game’ being not only
most broadly encompassing, but also relatively frem specific associations. The term ‘video games’
for instance has, historically, been used in refeedo games played on console and, more recémly,
term ‘digital game’ has been used almost solelyhieyacademy.

% This is the period during which | was working oy Master of Arts degree in Computer Game Studies.
% This is known as the ‘Hot Coffee Modification’, salled because of the euphemistic nature of thelwo
‘coffee’ in particular contexts.

“ The computer game has periodically generated bes$since its introduction to the fringes of papul
culture in the 1970s. Perhaps the most well knexamples of earlier games causing outrage, for a
number of reasons, includ®zath RacdExidy, 1976),Custers Revengétari, 1982) andVolfenstein 3D
(Apogee Software, 1992).

® Reviews of the psychological literature are disedsin chapter one, and returned to in the thesis’
conclusion. It is worth noting here, however, thegative comments are still being made in the sehol
literature, as exemplified by a recent (2009) pdpmn media and cultural theorist David Golumbia.
Computer games such ¥torld of Warcraft(Blizzard Entertainment, 2004), he argues, arblproatic,
because instead of allowing for harmless or enj@yplay, they encourage a much less healthy
‘fanaticism of thdust for powet (Golumbia, 2009: 189).
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Running parallel to the criticisms, however, afeséigures. Computer games
were selling extremely well. In terms of profity imstance, they were outperforming
films (Newman, 2004: 8) In addition to this, there were other statistis;h as the
high number of consumers and the duration of plapgagement. ‘At the 2002
Electronic Gaming Expo... Sony announced global skipsiof 30 million PlayStation
2 consoles’ (2004: 3), whilst ‘typical users [oflioe roleplaying games] spend 20-30
hours a week inside the fantasy. Power users sp@rg available moment. Some 20
percent of users...claimed that their fantasy words their real place of residence; the
earth was just a place you go to get food and §lépstronova, 2005:1-2). Such
statistics allowed another thought to take roatelsucomputer games would not sell as
well, nor vacuum up so much time if they instigatdy negative emotions. In other
words, surely so many people would not pay so nmichey and spend so much time
simply to feel bad.

It seems, therefore, that there is a place foopgrconsideration of what
exactly it is about the computer game that dravagggk to it in such numbers and for
such periods of time. Surely there has to be sangeimotionally or psychologically
enriching, otherwise, why would players bother? stgjnently, the following,
fundamental question is raised: what motivates feetopplay computer games?

Within the vast literature that touches upon netton, one name dominates -
that of Abraham Maslofy and, in particular, his hierarchy of needs, strinetbusiness
theorist James Gibson has called ‘...one of the medstenced motivation theories ever
(1994: 219).’ This thesis suggests that Maslowésdrichy of needs provides a useful
conceptual framework within which to explore thegwocial effects of gaming. It not
only provides a set of valuable concepts, butaise a theory pitched in social
psychological terms, enabling it to speak diretlyhe majority of other (negative)
studies on the computer game and its players wiagk also, largely, been

psychological in orientation. On a more theoretieakl, Maslow’s criterion for need

® Even though hardware sales are often includedch statistics, the sales figures are still remaleka

" Such a notion resonates with Abraham Maslow’saniy of needs, the backbone of this thesis. The
thesis argues that food and sleep are some ofillgeneed satisfactions not possible through ganyepla
& While Maslow’s work has weaknesses and its crigesl this is discussed in the next chapter), it
continues to influence.

12



satisfactions is comprised of many elements theihg® exist in the computer game.
Perhaps most importantly of all for the aims oétthiesis, these needs concern healthy,
positive, human growth.

While discussed at length in the main body of tresis, it is worthwhile to
provide a brief summary of Maslow’s work here. Maglwas a psychologist who
began work in the field in the 1930s. By the 194@sas around human needs had
started to germinate and in 1954, Maslow publidhiedirst major work on the subject -
Motivation and PersonalityHere, and in further pieces published over thesmof his
lifetime, Maslow argues that human beings have ba#iic and higher needs and
constantly seek their satisfaction. Maslow argbes basic needs include the need for
physiological satisfactions such as food, water girelter, as well as the more abstract
ones such as emotional safety and a sense of liedpridne higher needs, on the other
hand, include the need for more sophisticatedfaatiens such as the need for beauty,
justice and playfulness. Maslow argues that higleexds must be satisfied if a person is
to be truly content or self-actualised. A self-uatising person, according to Maslow’s
definition, is someone who has satisfied all bagieds, is constantly seeking out ways

to satisfy higher needs and, by doing so, is adhiekis or her full potential.

The Cultural and Commercial Background

With this theoretical framework in place, work dretthesis began in earnest in 2005, a
time when the computer game and its industry warthe cusp of great change. The
console market had just begun its regular techmoddgransition into what is termed -

by the industry and consumers - as the seventhagior@, with the arrival of

° The genealogy of the console is traced in muchladly work, including Aoyama, Y. Izushi, H. (2003)
‘Hardware gimmick or cultural innovation? Techndkad, cultural and social foundations of the Jajgane
video game industry’, iResearch Polic32; Maillet, S. de Meyer, G. (2005) ‘The historytbé
videogame’, in Raessens, J. Goldstein, J. (Eds)puter Game Studies HandbddKr Press and Johns,
Jennifer, (2006) ‘Video games production networksdue capture, power relations and embeddedness’.
Journal of Economic Geography, Vol. 6, Issue 2,151.-180, 2006 Perhaps most recently, the computer
game has been periodised by console by game scMagk Wolf in his bookThe Videogame

Explosion: a history from Pong to PlayStation armytnd(2008). Discussions of the generations also
proliferate on the Internet: http://www.informitimdarticles/article.aspx?p=378141&seqNum=. It me&st b

13



Microsoft’'s Xbox 36Qreleased in November and December in the US anopé
respectively. While the previous generation - ia fibrm of Microsoft's own
predecessor to thxbox 360 the (un-suffixedXbox Sony’sPlayStation Zand
Nintendo’sGameCube offered online connectivity, thébox 360s the first console
for which online play eventually became a key sgllpoint. It would be some months
before Sony and Nintendo joined this interconnes®anth generation and so, for a
time, this period saw a mix of the old and newditranal single player franchises and
experiences continued while Microsoft’s technolodfgred more and games with
multiplayer and downloadable content. It also idtreed the concefStof the console as
entertainment hub - the playing of DVD and High ibigion discs’, as well as the
creation of friends’ networks and downloadable eahtin most respects, though, this
move into the next generation mirrored earlier smehich historically saw some
technical innovation by one console manufacturenicked by its competitors. The
situation would reach some sort of equilibrium lvefthe cycle would begin again
several years later.

At the time of writing however, it is startlinglypparent just hownlikethe
historical precedents this change was. Xhex 360was shortly followed by Sony’s
PlayStation 3and Nintendo’8Vii. The former offers much the same asXhex 360n
terms of online play and overall connectivity, vehihe latter offers a different, more
kinetic, form of play experiencé.As noted in computer game scholar Jesper Juul’s
book,A Casual Revolutio(2009) and discussed in chapter two of this thesish
changes in input methods has helped spawn a diffdesnographic of computer game
players, and these are known as ‘casual gamers’casual gamer demographic has

also been boosted by games’ presence on sociabriétg sites such a8acebook®

noted, however, that this way of referring to gateetinology (in terms of generations) seems to have
passed and this is touched upon later in the bexty t

191t could be argued that Sony did this first, alfieia limited capacity, with thellayStation 2ffering
DVD playback facilities.

™ The High Definition system was quickly replacedhyiand made obsolete by, the ‘Blu-Ray’ format.
2 These in turn have, of course, been mimicked\®l Gonsole manufacturers.

13 Computer game scholar, lan Bogost, whose thougghttefinition of the form are included in the
thesis’ concluding comments, created HaeebookgameCow Clicker a deliberately absurd piece
intended to satirise the shallowness of some sgaiales: ‘One of things that interested me was: ‘How
many features could | add to the game without agidimy gameplay?” Edge 227: 76). It has,
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andTwitter. Online connectivity has also changed the teclgicé shape of the market,
with consoles now no longer being shipped at tlek jp their power: they are easily
upgradable via software rather than hardware albexand receive regular

“firmware’*

updates to keep them current. Significantly, thiy onajor console which

Is receiving a hardware update - Nintendd/s, in the shape of thé/ii -U - is evolving

its current console rather than completely reinvenit™. Games too, have also evolved
as a consequence of connectivity, with almost ajomreleases having an online
component. Perhaps the biggest innovation, howesegw the computer game is
delivered to its audience: while ganaes still currently available in boxed form, many
are delivered direct to the console via downloadirtgs has revolutionised gaming on
handheld consoles also, with the arrival of thergph@ne, perhaps first fully realised
and then popularised by AppléRhoné®. Such innovations, along with a general
lowering of pricing for digitally distributed piesghave pushed the computer game
further into the mainstream than ever before asdems likely to become ever more
‘part of the cultural furniture’(Poole, 2000: 2)nderstanding the people who play
computer games is, therefore, more necessary tranas is redressing the bias of the
psychological literature, a body of work which hlistorically, focused on the negative.
Indeed, in the words of Craig Anderson, a psychetagho has spent many years
surveying such literature, ‘Unfortunately, theres theen relatively little research on
purely prosocial game effects.’ (2010: 171).

somewhat ironically perhaps, become incredibly paptthe game has generated as many as 50,000
players a month’ (227: 76). A full discussion oéthame’s development can be found at Bogost's
website: http://www.bogost.com/blog/cow_clicker htrsl

1 Firmware is a piece of software essential in aliig a piece of hardware. It is, effectively, bgin.

!5 The main evolution of theVii U is its controller, which has some properties tfldet PC. This
controller will allow some games to be played othltbe television and its own screen.

1% |n speaking about the mobile phone game marketgame developer, Neil Young, notes the
following: ‘... at the centre of everything is the iPhoBefore that, everything was pretty lame’. This is
part of his keynote speech from the 2009 Game Deees Conference. Transcriptions of his speech can
be found at various Internet locations, includirgeh http://kotaku.com/5180413/gdc-panel-why-the-
iphone-just-changed-everything
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The Method: The Legend of Zeldand its Players

This thesis, then, is an attempt to redress thanbeal by undertaking research on social-
psychological benefits angrosocialgame effects”, and determining whether players
of computer games do experience anything positikeugh their play. On a theoretical
level, | argue that such benefits and effects @aaxXplored in relation to the concept of
human psychological ‘needs’ and the extent to whiehcomputer game is able to
satisfy them. | suggest that Maslow’s theory ofdseea theory which allows for
positive human behaviours to be identified - issluable basic framework in this
respect, and provides useful tools with which tplese social psychological benefits
and prosocial effects. It is clear however thatdhecept of ‘needs’ is a complex one,
and so is the task of determining whether or ney tre satisfied through computer
game play. Maslow’s theoretical framework - whifgaaring immediately useful -
needs to be subjected to empirical scrutiny. Camsetly, a qualitative research strategy
is employed, which involves speaking to the playbesnselves via in-depth semi-
structured interviews. Through analysing gamerstataves, the thesis explores the
extent to which the ‘basic’ and ‘higher’ needs ahtan beings can be said to be
satisfied through computer game play. In the peci thesis is also able to provide a
critical appreciation of the role that Maslow’s ding might play as a framework within
Computer Game Studies for research on the prosathpositive psychological effects
of gaming.

Maslow’s theory has never been ugedore in any examination of computer
game effects or in computer game studies genefaligh an oversight may explain the
comparative lack of positive effects found thus Tris research, then, being the first to
investigate it, will determine if and how useful 8aw’s theory is for both social
psychological studies of games and players generaid for the growing discipline of

Computer Game Studies specifically.

7 In this thesis, ‘prosocial game effects’ meansthing socially positive that may be attributedtie t
playing of computer games. This ranges from sinsplgnding time with friends to allowing game content
to directly (and positively) influence social belav
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Maslow’s work is used in conjunction witmeparticular game and its players.
This game id.egend of Zelda: Ocarina of Tinf&998), an entry iThe Legend of Zelda
series of computer games, developed and publisp&tintendo (a Japanese company
established in 1889). The finlsegend of Zeldgame was released in 1986 and the series
has received semi-regular installments ever sitheetatest Skyward Sword was
released worldwide in November 20The Legend of Zelda an action adventure
game (or AAG) in which the player controls a chéeaamamed Link, tasked with the
objective of overcoming all obstacles (in the favhenemies and puzzles) to rescue the
kidnapped princess Zelda. All games in the sehasescommon elements of characters,
gameplay devices, and variations of the above tibgeand the series remains
extremely popular series both critically and coneradly. The high number of Internet
sites dedicated to it — which will be discussedhapter three - is but one indicator of its
huge audience.

Ocarina of Timethe fifthLegend of Zeldgame, has long been held as the
pinnacle of the series, receiving glowing reviewtha time of its release and
maintaining a place in numerous ‘best ever’ ligtse. As will be discussed in the main
body of the thesis itself, this game is the righice as the focus for a study on player
satisfactions not only because of its standingaktad because of: 1. its ludic properties
(it has everything that a computer game needswe ifids to properly qualify as a
‘computer game’); 2. its violence (allowing it te bonsidered on an equal footing to
computer games studied in the negative effectstited®); 3. its large fanbase
(allowing for a diverse population from which tcadr interviewees). Finally, the use of
a specific game, rather than a genre, is the bagtevmaintain a focused and detailed
discussion throughout the thesxarina of Timehus acts a case study which is able to

anchor both theoretical concerns and empiricatcgifins.

18 On this point, it is worthwhile to note the follavg comment on the subject of what exactly contstitu
a violent computer game: ‘The first of popular gartebe considered violent wBac Man This game
consisted of a small circle with a mouth that tiieeat pills and destroy ghosts. Although thidhar
seems violent by today's standards, it was onkeofitst games to involve destruction of any kind'.
(http://www.personalityresearch.org/papers/kooijsmbatml) While this is taken from an undergraduate
paper and whethd?ac-Manwas thdfirst popular game to be considered violent is debai@i#ath Race
appeared several years earlier, for instance)netih@less makes an interesting point regarding the
definition of violence in games.
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Overview of Chapters

Chapter one will provide background to Maslow argdtheories. In particular, | will
discuss Maslow’s hierarchy of needs which chassied for the basic level
satisfactions of love, belonging and esteem as agsthe more abstract, higher level,
satisfactions of truth, beauty and justice. At foént, | will suggest Maslow’s hierarchy
of needs as a useful basic framework for explotiregpsychologically beneficial and
prosocial effects of gaming, although what tho$eat$ are and the ultimate critical
value of Maslow’s work is to be ascertained throtlghanalysis of the empirical data.
In order to aid this critical application of Maslpthis chapter will also discuss and
evaluate criticisms of Maslow’s work. | suggesittthe common criticism of Maslow’s
work — its individualism — is not a problem forghiesearch which attempts to determine
individual, psychological level satisfactions. I$@address his individualism by
positioning the computer game and its players,thadenefits of play, in specific
social contextsThe solution to overcoming the other commonly cgbdrtcoming of
Maslow’s theory - its lack of empirical work to kagp the concepts - will also be
presented in this chapter by noting my intent ® first-hand research. It will be also
be stated in chapter one that this thesis diffens fthe majority of other psychological
studies in its intent. It takes a positive approattempting to determine if there are
benefit® to be gained from playing computer games and, i@t these might be.
This study, then, is, from the outset, purposetgated towards identifying the positive
impact of computer games. This is because it anfil the gap in the literature that
ignores social psychological benefits and prosagfiacts. That is certainly not to say,
however, that my analysis of the data will be béirdd to negative effects, but in
choosing Maslow’s theory, | employ a framework thrtkes positive effects
identifiable. Finally, chapter one will also consich number of other useful theories,
from the field of developmental psychology.

Chapter two will provide a consideration of theahes which are necessary to

forming a definition of the computer game, someaglimportant when attempting to

9 Not only behaviours, however, the preferred focus of timatt effects studies.
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discover its effects. It will open with a discussiaf traditional games and play through
the work of those who have analysed them most tighty: Johan Huizinga and Roger
Caillios, thinkers who heavily influence computange scholars with their analyses and
categorisations. The chapter will draw attentiohd@ these scholars identify the
inherent benefits of play and games and note hegetinherent benefits make the use
of Maslow’s theory - so far overlooked by CompuBame Studies - so fitting a
framework within which to further explore them hretdigital age. The chapter will then
consider how computer games are both similar tod#fifierent from these traditional
games. It will highlight their differences by tungito computer game scholars (in
particular Barry Atkins) who note thabmputer games tell stories, interactive ones,
with players as their co-authors, the gameplayigdimg a new, technologically
advanced, nib with which to write. | will then diss the work of Jesper Juul and
suggest that it is particularly useful in helpirgta understanding the form of computer
games. His definition of computer games bdia{ real that is ‘a set of rules as well as
a fictional world’ (2005: 199) will provide the hador a new definition that will be
used throughout this thesis: that a computer garaecombination of rules, fiction and
virtual playspace. This understanding of the fezdwof the computer game will allow
for an individualistic exploration and assessméhe form’s impact on its players to
be undertaken in the following chapters.

In addition to discussing and defining its formbaaracteristics, chapter two will
also consider the computer game’s cultural posaiod argue that it is an evolved form
of domesticated technologylhis theory, popularised by sociologist Rogdve3stone
(1994), makes the case for a positive impact dfrtelogy in society, an impact which
can contribute towards emotional and interpersdagélopment, not one which
atomises and alienates people, as argued by samsal¢heorists and thinkers. These
thinkers, such as Albert Borgmann and Neil Postraggye that we are ‘amusing
ourselves to death’ (1985) with entertainment tedbgy, that it robs us of our capacity
to be creative and to think. Of course, media rspeffects theory and the negative
psychological studies of games noted earlier, énittroduction, are also underpinned
by such thinking. This closing section of chapteo,tthen, will argue that the unique,

intensely interactive nature of computer game teldgy helps bind people together

19



even more effectively than through the older tedbgypdiscussed by Roger
Silverstone.

Chapter threés concerned with method. As computer gamers araso
identifiable and visible a group as some other @b (there are many easily identified
sports clubs for example), then the Internet - wiglgreat numbers, diverse users and
wide reach - is used as a major means of contagekhss a means of data collection.
This chapter will detail the process involved ie tiarrowing down and selection of
websites and the methods employed in gatheringrderpreting interview data. This
builds on methods employed by pioneers in socicklgesearch via the Internet (or, to
use one of the pioneers’ terms, via Computer Medi&ommunication) Chris Mann,
Fiona Stewart (2000) and Christine Hine (2005).SEhmethods include means of
contacting gatekeepers, interviewees, the use afi éon interviews and the associated
ethical considerations. | will also discuss the ofsgaditional (Face to Face) interview
methods and how and wimpth Internet and traditional methods are employed p@ha
three will also introduce the important innovatmirthe cognitive playthrougha step by
step analysis of gameplay which offers a new mégnghich to map and understand
computer games’ virtugdlayspace The chapter will discuss how this playthrough
contributed to both the formation of interview quess and the final analysis of the
data.

Chapter four is the first of two which will discudseemes that emerged from the
interview data. Some of these themes raised the iskplay in the home and obliged
me to situate my interpretation of the data inlifeeature on domestication that will be
discussed in chapter two. These particular themmesged from responses to the early
interview questions, where interviewees discuskeit earliest memories of playing
computer games. | will focus on how the interviesvase computer game technology to
form or strengthen bonds with family and friendwill argue that binding people in
such a way allows for the possibility of some Mag&lo needs to be met, these being
those of love, security and esteem.

Chapter five will continue to examine the intervidata, with a more specific
focus on interviewees’ responsesXoarinaitself and will argue that the game’s

aesthetics engender a number of player respongd@batgue that the interviewees gain
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many positive higher level satisfactions from plath Ocarina.ln doing so, | will
consider how the interviewees respond to the ganaevariety of ways, from enjoying
the beauty of its simulated environment, to becagnaictive moral agents when a twist
in the narrative corrupts it. | will explore hadcarinapresents cognitive challenges;
through both its discreet puzzles and the metalpwfzts narrative, and the particular
ways in which the interviewees gain satisfactiamfrtheir resolutions. | finally
consider the various means by wh@barinaallows its players to indulge in playful
self expression and creativity, and what this meartsem.

The conclusiomwill discuss key findings and arguments. It wiljae that while
the computer gammayhave some significant antisocial or negative ¢feihis
research finds little evidence to support suchotstd will argue that the computer game
doeshowever, have significant prosocial effects andagsychological benefits which
are evidenced in the narratives of game playerasgbbes. Finally, | will outline the
theoretical and methodological contributions of teeearch and offer suggestions as to

how such theory and method may be used to guidesfistudy.
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Chapter One

Games, Play and Abraham Maslow
Introduction

The neglect of positive aspects of play has befeatare of modern thinking on the
issue of play in regard to computer games. Thiis &ldition to a general academic
context that has been largely quite hostile to gaamel play which often places them
into various kinds of disciplinary ghettos suclhdaselopmental psychology (in
particular child psychology) and psychology whigat$ with various pathologies (of
addiction, violence and anti-social behaviour)otder to be properly understood,
computer games need to be considered in widedisf@mary terms. Doing this does
involve using another psychological theory (thaAbfaham Maslow), but also consists
of broadening the focus of the study of the compgéene onto wider social, cultural
and media aspects. The chapter will open with adigtion of the negative bias in the
psychological literature on computer games andcanunt of some earlier positive
studies. Next, the chapter will introduce the kegaept underpinning this thesis, the
theory of Abraham Maslow. It will argue that becaw$ play and games’ inherent
value, Maslow’s theory offers untapped potentialtfe study of computer games - and
the computer game player - today, by offering ateecal framework which allows
them to be understood in positive, enriching, terfie chapter will then offer a critical
discussion of Maslow’s work, and note how its pered weaknesses of individualism
and lack of empiricism will not be reproduced hétimally, the chapter will offer some
theory from developmental psychology which helptutther illuminate the benefits of
computer game play and which, along with Maslowsky will also be explored later
in this thesis in relation to both a textual anslyd Ocarina of Timeand empirical

research with its players.
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1: Psychology, Play and Games

Play and games have meaning and value. Perhapsosgtehorough psychological
studies of play concern children, and these stuthee emerged from the field of
developmental psycholo&and from thinkers such as Jean Piaget and Donald
Winnicott. The relevance of their work, along wilfat of another working in the same
area - Bruno Bettelheith- is discussed briefly in chapters four and fiveterms of
studies on traditional play and games beyond #id 6f developmental psychology,
however, the literature is — relative to that ompoter games — sparse. What little there
is of it, though, is overwhelmingly positive, ofténking play to improved social
integration and intellectual ability, as the finganfrom a fairly recent study exemplify:
‘Among cognitive activities, reading, playing boayames, and playing musical
instruments were associated with a lower risk ofeletia’ (Verghesest al, 2003: 11).
As will be seen in the discussion of Johan Huiziagd Roger Caillois in the following
chapter, such affirmative findings are to be exgacsocial and intellectual enrichment
is integral to their definitions of play and games.

Much of the early investigations into the psychatagimpact of computer
games, however, focus on establishing harmful effemd research questions (and
subsequent papers) are often framed negativelydras has often sought, for example,
to establish evidence for increases in violentr-social behaviour or addiction. This
negative focus is still very much prevalent toddye past year alone, for instance, has
seen the publication of two particularly damningga. One of these is by
psychologists Tobias Greitemeyer and Neil McLat@md concludes that, ‘...playing
violent videogames - because of their tendencgdease denial of humanness to other
people - may not only increase interpersonal aggresnd antisocial behavior but also
cause players to harm another person’ (Greitemdjelatchie 2011: 661). The

second paper is by social psychologists Brad Bushenmd Bryan Gibson, who -

% |n the words of computer game scholar, Jesper Riay studies [is] a field that is more often
orientated towards the play of children’ (2009:.10)

ZIBettelheim is mentioned separately from Piaget\Aimhicott here, as it is his work on Fairy-Tales,
rather than play as such, which is (briefly) corsidi and discussed later in this chapter and ipteha
five.
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working from the hypothesis that violent computamgsdo cause violent behaviours -
conclude that evethinking about them has negative effects: ‘...the aggression
stimulating effects of a violent video game carsriong after the game has been
turned off, if people ruminate about the violenhemt in the game’ (Bushman; Gibson
2011: 31)?? Such a focus positions these studies within thkeminedia-effects debate.
Indeed, frameworks for much of this early work derfrom studies of more traditional
media forms, in particular televisigh.

It must also be noted, however, tsameresearch with a more positive approach
was also undertaken in the 1980s, such as Garp®aln'Playing Videogames, The
Electronic Friend’ (1984). This enquiry concludeghwthe words, ‘They [the
adolescents studied] are temporarily transportewh fife’s problems by their playing,
they experience a sense of personal involvemethieimction when they work the
controls, and they perceive the videogames asmgtaosource of companionship, but
possibly as a substitute for it’ (1984: 155). Adl we seen in the discussions of chapter
five, this sense of personal involvement is celydielt by my interviewees in their
playing ofOcarina

There are also two book length discussions of rwte,published in 1979, and
the other in 1983. David SudnowRilgrim in the Microworld(1979) while not an
academic text, nonetheless provides a unique pkygial insight into the experience
of playing a computer game, specifically AtaBseakout This play is unexpectedly
prompted when the author collects his son frondaagame arcade. A sociology
professor and musician, Sudnow tells not only tbeyf his ‘addiction’ (‘I woke up
not eight hours later and | wanted a fix, so | ged myself right in with the first cup of
coffee’ (1979: 60)) but also computer game playeapurable effects. One of these
effects is the speed at which it is possible tb demnse of mastery. In Sudnow’s words,
‘It's as though you could be given a violin, seaitrethe middle of the Julliard String

Quartet , and there’d be a way of playing the mtisat allowed you to do your part

#0Other examples include, Colwell, J., Grady, C. &RihS. (1995). ‘Computer games, self-esteem and
gratification of need in adolescenggurnal of Community and Applied Social Psychol&gy,,95-206;
Colwell, J. & Payne, J. (2000)Negative correlates of computer game play inlestgents’ British

Journal of Psychology, 91, 295-310;

23 A typical example includes J.R Dominick’s ‘Videages, Television Violence and Aggression in
Teenagers’, published fournal of Communication, 34, 136-147
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altogether perfectly for a little while’(1979: 6&)espite Sudnow’s account being highly
subjective, it nonetheless provides a keyhole timopsychology of the player and the
pleasures that computer game play affords them.

The other publication is the first significant atjet at understanding the
computer game player in general. Seemingly larfgetyotten novt*, Lawrence and
Cheryl Loftus’Mind at Play(1983) offers some thoughtful insights into thetinations
and pleasures of the computer game, with two chept8Vhy Video Games are Fun’
and ‘Games and the Cognitive Syst&t’ being especially illuminating. The first
discusses, ‘...the psychological concepts of reirgorent, cognitive dissonance and
regret’ (1983: 115°The second further explores cognition and discusseesltering of
information, use of short and long term memory axpectancy. In this chapter, the
authors also boil the experience of play down tibf@am solving and discuss player
mastery of the early computer games (viddlcman(Namco, 1980) being referenced
most often) in terms of ‘the three major aspecta pfoblem solving situation: (1) the
original state, (2) the goal state, and (3) thes(1983: 75), a proto-definition of the
computer game which would later be echoed by sadéedted computer game
scholars.

Work on the psychological effects of computer gameadly started to gain
momentum in the following decade. While, as noteova, much of the work remains
focused on discovering negative effétta little of the research in the 1990s and into

the 2000s had a more open agefftta2004, for instance, psychologist Mark Griffiths

|t is forgotten inasmuch as it is never referericetiodern Game Studies papers.

%5 |In reference to one of the earliest pieces of agerpgame research, for instance, a PhD on learning
(Malone, 1980), Loftus and Loftus discuss an ‘opfitevel of informational complexity...the
environment should be neither too complicated aorsimple with respect to how much the learner
knows’ (1983: 42). This ‘optimal level’ resonateghwMihaly Csikszentmihalyi’'s concept 8bw and
notions of cognitive challenge discussed througtioistthesis.

% The final of this triplet is especially intriguintRegret’ in computer games, explain the authisrs,
when a bad move is made and the player wants teatdt and attain the successful alternative:
‘Naturally, given the opportunity to make that aftative world a reality and eliminate all regreduil
avail yourself of the opportunity. You play aga{hbftus and Loftus, 1983: 31).This is similar to
computer game scholar John Paul Gee’s conceprolbé hypothesise, reprobe, rethink’(Gee, 2008: 90)
noted and discussed in chapters four and five.

27 A full picture of such research from the early @80s noted by Griffiths, 2004: 339.

%8 This more favourable research coincided with thie@ of Computer Game Studies as a discrete
discipline at the turn of the millennium. Such piesi work may be coincidental, but it may also e do
the reasons for the discipline’s rise: the great@ilability of computer games and information barh
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discussed the growing number of encouraging finrglingp computer game use, and

notes a variety of positive effects. He summaribegesearch as showing:

In the right context, videogames can have a pashealth benefit to a large
range of different sub-groups. Videogames have bhewn to help children
undergoing chemotherapy, children undergoing psyrrapy, children with
particular emotional and behavioral problems...Im®pof vidleogames being
distraction tasks, it seems likely that the eff@as be attributed to most
commercially available videogames. (Griffiths, 20841)
Some positive research has continued to trickieutin. In a 2005 study, several
Hungarian psychologists considered player motivetiand conclude that, ‘Besides the
possibility of the direct and easily understanddb&glback...there is also place for
varying execution, revaluation of time dimensichise needs for challenge and
exploration can be compensated in the virtual woflgames’ (Eglesz, 2005: 124).
Even more recently still, in 2008, psychologistsvkt@nce Kutner and Cheryl
Olsen published a book length consideration okfifects debate in regard to computer
games. The booksrand Theft Childhogdconcludes that ‘the strong link between video
game violence and real world violence and the aich that video games lead to
social isolation and poor interpersonal skills érawvn from bad or irrelevant research,
muddleheaded thinking and unfounded, simplisticsyeports’ (2008: 8). The same
year also saw the publication®dwering Up: are Computer Games Changing our
Lives?by Rebecca Mileham. Though not connected to Coengsiame Studies or the
academy more generally (it instead is a projediref Dana Centre, part of the UK'’s
Science Museum), it still has well researched anxitive points to make about the
effects of play. In answering the question, ‘Aees good or bad?’, for instance,

Mileham uses evident®to support an affirmative argument, noting thiae view

has attracted a great number of researchers flange number of fields. This, in turn, has allovieda
wider variety of foci.

292005 also saw the publication of popular sciendenSteven JohnsonBverything Bad is Good for
You, asignificant portion of which is given over to couipr games. The book’s title provides an
acknowledgment of the disdain in which popularundt— and, in particular, entertainment media - is
held.

% The evidence cited includes reports into the ds®mputer games in cognitive therapy (David G.
Walsheet al, 2003) and to treat phobias (Boucharet &l 2006).
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promoted by the majority of the media that ‘gameesaacultural evil’ is ‘outdated and
illinformed’ (2008: 38).

Perhaps the most thoroughly favourable consideraticomputer games,
however arrived in 2011, in the form of game desigand researcher Jane
McGonigal's,Reality is Brokenin it, McGonigal extrapolated from the currerdtstof
the art to predict the positives which lie in cortgguGaming’s future: ‘In short, |
foresee games that augment our most essential hcapailities: to be happy resilient,
creative...’ (2011: 14} In a discussion of the book on the Wall Streetdalblog,
McGonigal is, as might be expected, equally pesjtconcluding with the following
point: ‘Ultimately, | believe the scientific evidea is clear: The right amount of gaming
provokes positive emotions and strengthens soelaiionships that improve our real
lives.” The work now, believes McGonigal, is in a#og exactly what the ‘right’
amount of gaming is.

Computer Game Studies is currently missing a heotetical framework
through which the positive effects of play can kplered. Longer accounts in particular
have been rather scattergun in their approachen tbrrowing from several theoretical
sources or having seemingly ad hoc or vague fageZer, for example, considers the
vaguely denoted ‘very youngnd 10-14 year olds (2005:1), with older players not
considered, while Kutner and Olsen’s team was ‘iaisitiplinary’ (2008: 1) and their
research into violent computer games was ‘limiteteenage boysndtheir parents
(2008:2). While any serious work that attemptsetress the balance of negatively
biased publication can only be seen as positiesehvorks, because of their lack of
coherent methodological frameworks, are open tasaions of vagueness or
eclecticism.

Here, | suggest the psychological theory of Abraidaslow as a coherent
theoretical framework for exploring positive effedf play. It is important that a
psychological theory is selected because the debatethe effects of computer games
is both grounded in, and fought upon, territoryt thelongs to psychology.

31 As will be seen in the discussion below, suchitigalnoted by McGonigal resonate with Maslow’s
thoughts on self actualisers. The thoughts of RDgeMaria inReset: Changing the Way we Look at
Video Game$2007) also contains parallels to Maslow’s: ‘waypl.to achieve beneficial mental states, to
feel empowered and rewarded by successes, to eXplaotasies...’ (2007: 9).
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Having said this, Maslow’s theory, while psycholgj also allows for a
sociologicalunderstanding of games and their players, agitsies on the interactions
between people and their environments. In otheds;dviaslow’s theory is a social
psychological theory. This takes the study of corepgames and their players beyond
the areas of child development and pathology aisdstiould allow for the possibility of
positive effects of computer gaming to emerge. blad thinking, unlike that of the
Freudian school which precedes it, focuses onffirenative. It is premised on the
belief that man’s nature is essentially good ard than strives to become better, or
self- actualised, by having his higher needs mein Bloes this by seeking out the
beautiful and behaving virtuously. Opportunitiegptform such actions are common in
many computer gamé&and this may be one reason, in fact, why playemnsciously
or subconsciously - are drawn to them. Maslow tioeeeoffers some useful conceptual
tools for exploring the positive effects of compugame play, and these can be utilised
within empirical research with players. Close cdesation of the interview data will -
ultimately - determine if and how Maslow’s theosyuseful.

The following section provides a little backgroumd Maslow, outlines his
theory, and notes how it may be useful in undedstenthe psychological benefits of

computer game play.

2: Abraham Maslow

Contemporary psychologist Michael Daniels callsaam Maslow ‘one of the key
figures in the larger history of psychology’ (20035). Maslow was a Jewish
intellectual whose interest in psychology ‘was gidu(Ryckman, 2008: 423) after
reading a set of essays by John B Watson, a feper as the founder of American
Behaviourism (Goble, 1970: 11). Behaviourism is sbmes referred to as
psychology’s Second Force. The First Force of (éha) psychology is based on a
pessimistic view of human nature, the view thath@words of psychologist Frank

Goble, ‘Man was an animal and only an animal’ (@pl970: 4) driven by negative

32 Computer game scholar Miguel Sicart discusses sinttfous or ethical actions at length in his book,
The Ethics of Computer Gam&909).
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inner forces. Maslow does not adhere to suchiafpbElieving that, on the whole, man
Is essentially good, aspiring to greatness and loatpming anti-social, destructive, or
‘sick’ when society thwarts such aspirations (Masl@954: 31). The Second Force,
then, that of behaviourist psychology as advochte@Watson, initially appealed to
Maslow because of its positive aspirations, wiik #trand of the discipline committed
to ‘social improvement and the elimination of ireaality and superstition through the
pure spirit of sciencé® (Hoffman, 1988: 34). A central tenet of Watsonéhhviourist
stance is that of malleability, namely that a mardture is the product of his
environment and therefore controlled changes inatter would produce changes in the
former, illustrated by Watson’s oft quoted commé@ive me a dozen healthy
infants...and I'll guarantee to take any one at ram@mnd train him to become any type
of specialist | might select’ (Watson, 1970: xikowever, the birth of his first child
challenged Maslow’s belief in such a theory andhgea his loyalty to this Second
Force generally: ‘I looked at this tiny, mysteridbgng...and felt so stupid. | was
stunned by the mystery and by the sense of ndyeaihg in control’ (Goble, 1970:
12).

Another major factor that influenced Maslow’s viefypsychology was
America’s entry into the Second World War, insggrimm to really begin looking at
‘the key questions for humanity...what do peoplelyeahnt in life? What do they need
for happiness? What makes them seek certain gaald'™ more concrete terms, why
do they flock to a Hitler or Stalin?’ (Hoffman, 188150). These key questions along
with Maslow’s disillusionment with aspects of traahal behaviourism sowed the seeds
of the Third Force, a humanistic strand of psycgglthat combined elements of the
earlier two schools. Maslow - who psychologist BaebEngler calls, ‘the spiritual
father of humanist psychology’ (Engler, 1995: 348t that *...a comprehensive

theory of behaviour must include the internal...al agexternal determinants 3%’

33 Maslow co-authored and authored several papeheiarea of Behaviourism. The first was published
in 1932 (Maslow, A & Harlow, H ‘Delayed Reactionske on Primates at Bronx Park Zoo’

Journal of Comparative Psychology #14, p.97 - J@hd the last was published in 1940 (Maslow, A
‘Dominance-quality and Social Behavior in Infra-hammPrimates’Journal of Social Psychology
11(1940), p.313-324)

3 Other key Third Force psychologists include Kash@rs and Rollo May, though the ideas of others -
such as Erich Fromm, and George Mead - also comgthrtsome of those from this humanistic school.
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(Goble, 1970: 19). Further to this is Maslow’s béthat in order to understand Man’s
full potential, exceptionally healthy, mature (effsactualised) people need to be
studied: ‘Any theory of motivation that is worthy attention must deal with the highest
capacities of the healthy and strong person asaseNith the defensive maneuvers of
the crippled spirits’ (Maslow, 1954: 14). This isleparture from both previous schools,
with Freud’s studies based on his work with largedyrotic patients and behaviourism
basing much of its findings on work with animalsesifically primates.

Though much of Maslow’s background was in the ddierstudies of
behaviourism, his early work on this Third Forcesis he readily admits rather
subjective anéd hog with his noting down the characteristics and peadity traits of
figures he admired (initially, two of his collegeofessors’) with a view to discovering
what made them so special. He was surprised anteexo discover that many of these

figures shared common traits and this inspired toimttempt larger studies.
2.1Maslow’s Theories of Human Motivation: the Basic ¥ds

These early studies inform Maslow’s theories of harmotivatiori’ first widely
published® in Motivation and Personality1954). Man, argues Maslow, is driven by the
desire to satisfy basic neégsavhich he also terms deficiency needs (or D-needs)

Maslow notes that although the satisfaction obaBic needs is necessary, some needs

% Maslow noted, ‘So far, one man has selected pertvap dozen people whom he liked or admired very
much ...and then tried to figure them out’ (Masld®y1: 41).

% ‘These two people were ‘Ruth Benedict and Max Werher’ (1971: 41-42). The other individuals
studied included ‘fairly sure historical figure&ificoln in his last years and Thomas Jeffersondl an
highly probably public and historical figures (Alb&instein, Eleanor Roosevelt, Jane Addams, Wilia
James, Albert Schweitzer, Aldous Huxley, and Bettedé Spinoza)’ (1954: 127-128).

37 As noted by Gambrel and Cianci, Maslow's@ntentrather tharprocessheory: ‘content theories
focus on the factors within the person that energimstain, direct and stop behavior’ (2003: 143).
Process theories, on the other hand, focus onmeepdo external stimuli. It is also worth notifrg a
terminology standpoint) that Maslow’s motivatiotiaories - and motivation theories in general - are
sometimes referred to as ‘personality theoriesotAer term is ‘Human Scale Development’, coined and
developed by psychologist Manfred Van Neef (VanfiN&@91).

3 An early version of Maslow’s theory was first givin a 1942 lecture and published in a 1943 editio
of the journal Psychological Revie\{b0), butMotivation and Personalitytontained the more detailed
and developed discussion.

39 Maslow compares the symptoms brought about byrfaio satisfy these needs to ‘avitaminosis’,
symptoms brought about by lack of vitamins (Masl&859: 133).
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are greater than others, and arrange themselves,d.fairly definite hierarchy on the
basis of relative potency’ (Maslow, 1954: 57). MasglInotes that it is (usually)
necessary for one set of needs to be satisfieddetbers dominate, a process neatly
summarised by historian Roy José DeCarvalho imWsview of humanistic
psychology, ‘Following Maslow’s reasoning, humaruna is the continuous fulfilment

of inner needs, beginning with basic physiologite¢ds and progressing to meta needs
(1991: 20).

morality,

creativity,
spontaneity,
problem solving,
lack of prejudice,
Self-actualization acceptance of facts
self-esteem, confidence,

achievement, respect of others,
Esteem respect by others

Love/belonging friendship, family, sexual intimacy

security of: body, employment, resources,
Safety morality, the family, health, property

Physiological

Figure 1: Maslow’s theoryas it is most often represented. The first four els of the pyramid show the basic
needs, the fifth and final level shows the highereeds. Image source: Wikimedia Commons

Maslow’s basic needs begin, as noted by DeCarvailtib,the physiological
necessities which, while including a need for seg,largely concerned with food and
water. Maslow noted that these needs related tothetconcept of homeostasis and
research on appetite, homeostasis being the bodgd to ‘maintain a constant, normal
state of the blood stream’ (1954: 15). Studiesmpette show that foods people choose
to eat are usually a sound indicator of that whinghbody lacked: ‘If the body lacks
some chemical, the individual will tend...to devebbppecific appetite or partial hunger
for that missing food element.” These physiolobreeds are, according to Maslow,
the “...most prepotent of all needs...A person vghacking food, safety, love, and
esteem would most probably hunger for food momensfly than anything else.’

The physiological needs are followed by the safetyds, comprised of:

‘...security, stability; dependency; protection; fleen from fear, anxiety and chaos;
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need for structure, order, law, and limits; stréngtthe protector; and so on’ (1954:
18). Maslow notes that while these needs are a&senltly potent as their forebears, for
most well adjusted people in a stable society, sisgus are easily satisfied and the lack
of their satisfaction could usually be found inyalsmall sample of the populace: ‘If
we wish to see these needs directly and clearlynws turn to neurotic or near neurotic
individuals, and to the economic and social undgsdor else to social chaos,
revolution, or breakdown in authority’ (1954: 18).addition to these primary safety
needs, Maslow also extends his definition to inelless physical threats to the
individual. This, perhaps secondary, safety needlires both a simple desire for the
familiar and a more complex desire for order, ‘... legy common preference...for the
known, rather than the unknown. The tendency te Isame religion or world
philosophy that organizes the universe and thelpaopt into some sort of

satisfactorily coherent, meaningful whole’ (1958).1

Next in the hierarchy are the love and belongingdsewhich, in the words of
Maslow, involve ‘...giving and receiving affectiol954: 20). The lack of such
affection motivates people towards forming bondhwieople: ‘[An unsatisfied] person
will hunger for relations with people in generdior a place in the group or family —
and will strive with great intensity to achievedigoal’ (1954: 20). Maslow notes that it
is this basic need, and in particular the thwarthgs satisfaction, that have received
most clinical attention.

Following the love and belonging needs are theeesteeeds, which involve self
worth, or esteem, and the esteem of others. Asdsdghe first of these, Maslow notes
that it involves, ‘the desire for strength, achieest, adequacy, mastery and
competence, confidence in the face of the world,independence and freedom.” The
second, he says, is a desire for, ‘...reputationrestme...status, fame, and glory,
dominance, recognition, attention, importance, ygror appreciation.” Maslow also
stresses the importance of self-esteem origindtorg the ‘deserved respect’ (1954: 22)
from others and this comes as a result of ‘will pavdetermination and responsibility’
(1954: 22) rather than from ‘external fame’ or ltlgeys’ appreciation of something

which comes too easily to the subject.
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Maslow notes that social and environmental coonktneed t@llow for these
basic needs to be satisfied: ‘...without them, th&@dsatisfactions are quite impossible,
or at least severely endangered’ (Maslow, in Gd®&0: 44). These conditions are:
‘...freedom to speak, freedom to do what one wislsdsrag as no harm is done to

others...freedom to defend oneself, justice, fairnemslerliness’ (Maslow, 1954: 22).
2.2Maslow’s Theories of Human Motivation: the Higher &kds

Though Maslow, in botiMotivation and Personalitgnd beyond, offers exceptions to
the order of the hierarchy and minor additiong,tthie first significant developments
were published iToward a Psychology of Beir{@962). Here, Maslow details the
meta-needs, needs that arise after the basic aeedsatisfied and derive from his work
with ‘self-actualising’ people, people who regweelkperienced what Maslow terms
peak experiences - ‘moments of highest happines$udfiiment’ (Maslow, 1962: 85).
Such people are no longer D (deficiency) motivaiduse needs therefore differ from
the needs of the original hierarchy in that theyyraotivated by a need for growth or for
‘being’ rather than a need to avoid deficiencycdll it Being-psychology because it
concerns itself with ends rather than means’ (Masli®62: 85). These needs therefore
are often referred to as growth needs, meta-nae8sing values. In the words of
psychologist Michael Daniels, ‘although Maslow diut originate the term or concépt
interest in this field derives largely from his Wwb(Daniels, 2005: 115). Maslow notes
that unlike the D-needs, these needs were notrbiecal: ‘They are not separate or
distinct, but overlay or fuse with each other.’§8994). Maslow describes this element
of his hierarchy as a need for people to fulfigitown potential and, in accounts of his
work, this concept is often illustrated with théldaving quotation: ‘Musicians must
make music, artists must paint, poets must writkdl/ are to be ultimately at peace
with themselves. What humaaoan be, theymustbe. They must be true to their own
nature’ (1954: 22).

% The term, ‘self actualisation’ was, in fact, origted by Kurt Goldstein, something acknowledged by
Maslow inMotivation and Personalityl1954: 22).
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The growth needs, identified ‘as far as [Maslow]caake out’ (1963: 93) is
presented as a fourteen part list - included espaendix (appendix)t of what might
be described as key themes. Each of these key sh@netuding wholeness, richness
and playfulness) is then synonymised numerous tiages by doing so, Maslow can
better tease out the nuances in an attempt to stagker them fully himself. Indeed, the
list can read like Maslow showing his working, wrg and rewriting to try and reveal
the key to personal growth. For instance, the keyne of wholeness is presented as
follows: ‘Wholeness; (unity; integration; tendertoyone-ness; inter-connectedness;
simplicity; organisation; structure; dichotomy-tsgendence; order)’. There is a sense
that this was intended as an organic work in pregre

While not including them formally as part of higharchy, but discussing them
in terms of both basic and higher needs, Maslow discusses two other categories; the
cognitive needs, and the aesthetic needs. As tieeysychological rather than
physiological, and have clear echoes in Maslowstien part list, these best fit into
Maslow’s category of ‘growth needs’ and so are used here. As will be seen below,
these needs in particular, are well suited to feati®n through computer game play.
While Maslow was aware that very little clinical ikchad been done directly in the area
of cognitive needs, his work with animals, notedieg and his own human subjects led
him to believe that such a need clearly existsiaral species wide characteristic’
(Goble, 1970: 43). Maslow notes that the cognitigeds themselves form their own
hierarchy of pre-potency, consisting of ‘...a desore@inderstand, to systemize, to
organize, to analyze, to look for relations and mmegs, to construct a system of values’
(Maslow, 1954: 25). As with the cognitive needs,sM& notes a similar lack of
research in the area of aesthetic needs, but bgheves that such a need exists in ‘at
least some individuals’ (1954: 25). If the need a@mad unsatisfied, such people
become ill: ‘They get sick (in special ways) frogliness, and are cured by beautiful
surroundings; they crave actively, and their crgsinan be satisfied only by beauty’
(1954: 25).

In his posthumously published collection of papgns Farther Reaches of
Human NaturgMaslow argues that it is these growth needsdtetequired for a

person to achieve self-actualisation and are @ftenned by people involved in a
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worthy, selfless cause, ‘...outside their own skinsomething outside themselves’
(Maslow, 1971: 42). In the same book, Maslow gipethaps the clearest and certainly
the most concise definition of something he tereekpexperiences: ‘Peak Experiences
are transient moments of self actualization. Threynaoments of ecstasy...’ (1971: 46).
This may therefore be understood as moments whemioa combination of the higher
values is keenly or wholly felt by an individual.

Towards the end of his career, Maslow added themof the plateau
experience. The plateau experience, argues Magdess intense and longer lasting
than the peak experience and can be brought abastiously. To illustrate it, Maslow
provides the example of a mother looking at herybaalling such a thing, ‘...a very
pleasant, continuing, contemplative experienceerdatan as something akin to a
climactic explosion which then ends’ (Maslow, 19335).

2.3Maslow’s Theories of Human Motivation: the Fourth érce

Being values and the notion of the peak experianeat the heart of the (final) area of
Maslow’s work that can be loosely termed the ‘$pai’ and which eventually formed
the core of what came to be termed TranspersolyahBkgy, or The Fourth Force.
Maslow believes that the peak experiences - expegttby most people at some point
in their lives and by self-actualisers regularbre essentially the same as those
revelations experienced by the originating propbét! well established, organised
religions, just stripped of the accompanying hypébThat is to say, it is very likely,
indeed almost certain, that these older reportggad in terms of supernatural
revelation, were, in fact, perfectly natural, hunpaak experiences...’(Maslow, 1964
20). Maslow believes that organised religion caissi$ the peaker (the original prophet)
and the non-peaker (the ecclesiastic). Organideglar is often therefore, believed
Maslow, without value. Not only do non-peakersmagéeto explain the peak-
experiences to other non-peakers, but they als@ sagred the symbols of the original

vision, rather than the meaning of the experietszdfi
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...this is simply a form of the idolatry (or fetism$ which has been the curse of
every large religion. In idolatry the essential meg gets so lost in
concretizations, that these finally become hostilthe original mystical
experiences... (1964: 24)

Maslow believes the true, valuable spiritual orgiels experience to be wholly
personal, unique to each peak-experiencer: ‘Franptint of view of the peak-
experiencer, each person has his own private oaligvhich he develops out of his own
private revelations in which are revealed to hisiéwn private myths and symbols,
rituals and ceremonials, which may be of the proflast meaning to him personally
and yet completely idiosyncratic’ (1964: 28).

From Maslow’s interviews with non-theistic subjedie notes that they have
more religious experiences than those involvedaditional organised religions.
Maslow concludes that, for most people involvethwirganised religion, such a tie
allows them to strongly ‘religionise’ one aspeclitd (attendance at church etc.) but
‘dereligionised’ or secularised the rest of it. Meslf-actualising or ‘serious’ people, as
Maslow terms them, can have ‘core religious’ or@keexperiences at any time:
‘...transcendent experiences seem to occur moredralyuin people who have rejected
their inherited religion and who have then created for themselves (whether they call
it that or not)’ (Maslow, 1964: 123).

3: Maslow and the Computer Game

Two related concepts provide the key to understandow the computer game may
satisfy Maslow’s needs (henceforth referred to aslbviat' needs). First is the
concept that there should be p@ssibilityfor a need to be sated: ‘On the whole, we
yearn consciously for that which might conceivatdyactually attained’ (Maslow,
1954:12). While initially relating such a yearnittggthe more physiological of the basic
needs, later writings imply that such yearningsude the meta-needs. Similarly,
Maslow later notes- ifhe Farther Reaches of Human Natutéat, at least as far as

“1 This term is being used as it is the one prefebgethost commentators and was also recognised by
Maslow’s widow, Bertha: ‘It is already [by 1972]ihg referred to by many as Maslovian Psychology’
(1972: 27).
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peak experiences (a ‘transitory’ flooding of theses as a result of growth need
satisfactions) are concerned, it is sometimes plesir a person to create
circumstances that are likely to lead to them: ‘©ae set up the conditions so that peak
experiences are more likely’ (1954: 47). It is noptention that engagement in certain
computer game types may be seen as setting ugeaditions.

The second important concept in this understanditigat ofimmersiona
notion initially emerging from literary theory atater adopted, adapted and
significantly extended by scholars of computer ganad virtual reality. Immersion
theory — alluded to in the discussion of play tlydmelow and discussed in greater
length in chapters two and five - considers thesiiagy of virtual worlds becoming
tangible or ‘real’ for those who engage with them.

This thesis is interested in whether computer gaaoesffer the possibility of
Maslovian needs being met, or, to put it anothey,wdnether Maslow’s categories offer
an approach to the question of player motivatiordsan understanding of why people
play computer games. These possibilities will begl@ered using empirical research
methods never adopted by Maslow. It is useful igtfbint to discuss the key areas of
research, and this is done below, starting withchaseds and concluding with the

higher needs.

3.1The Basic Needs and the Computer Game

The basic needs which seem likely to find somesfgadiion in computer game play, are
those connected to the concept of ‘esteem’. Thepaten game may well allow for the
satisfaction of both elements discussed above \(geth and the esteem of others). It
seems obvious that the computer game’s risk/ restandture allows for this, the basic
logic being as follows: the more a player beconmspetent at a game, the greater their
reward and the greater their sense of self-estaathféeling ofnasteryto use a
Maslovian term). As will perhaps become more appatgough the discussions of
games and their structures in the next chaptert comsputer games - even including
those from the earliest days of the form - fad#itthis to some degree, and games with

incrementally increased challenges and appropyiataielated and scaffolded rewards
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allow for it even more. Perhaps the most strikirgreples of these are Role Playing
Games (or RPGSs), particularly the more recent wifsrsuch as thiéable (Microsoft,
2004-) andViass EffectMicrosoft, 2007-) series, with actions and ackment linked
extremely closely to player-character (or avataoygh. There also seems the
possibility of esteem needs being met through ggroutture - meetings at Internet
cafes, attendance at cospfagonventions and the like. Similarly, esteem ndesisg
met via online play seems likely, though at theetiof the thesis’ design, this aspect of
gaming culture was in its infané§ The likelihood of esteem needs being met through
computer gaming would, perhaps, be even higher tirergractice more culturally
esteemed. Computer gaming does, at present, howexe a relatively low social
status, with alfcdgemagazine editorial noting a mass media viewpoimttv ‘focuses
on the irrelevance of gaming: its absolute futjlitg absurdly one-dimensional subject
matter; its inability to offer anything approachiogitural worth Edge #190: 3). This
negative perception - even stigmatisation - of gaare gamers by wider society

implied in the comment from my interviewee, Daniel:

Some people, | think, when they get to a certanopeof life are like, ‘Oh no, |
don’t play games - | like football and cars.’ I'mtrafraid to say I'm a gamer.
Whether people think I'm sad, that’s their call afiel: 2)

The increase in popularity of professional gamimgrmament¥, however, may see a
proportionate increase in computer gaming’s wideeatance, with skilled computer
gamers receiving the amount and type of praiseentlyrenjoyed by professional

players of traditional sports.

“2 Cosplay is a word derived from a meshing of thedscostumeandplay. In the words of cosplay
expert Robin E Brenner, ‘It is the creation ancglig of costumes representing favourite charadters
Manga, Anime and computer games.’ (Brenner, 20®Gj):Z®splay is also often a social event, with
‘cosplayers’ attending cosplay conventions andrergecompetitions.

3 The original uptake for Microsoft's online game\éee, Xbox Live for instance, which was launched
in 2002, was a reported 250,000 (http://games.ggn/articles/381/381618pl.html). By 2011, the figure
had risen to an approximate 20 million. (http://wsengadget.com/2009/05/28/microsoft-touts-30-
million-xbox-360s-sold-20-million-xbox-live/).

44 The most commonly used term for professional cdempgaming is Electronic Sports, and this year
saw the first academic book dedicated to the tdpic, Taylor'sRaising the Stake3 his may be seen as
a sign of electronic sports’ growing popularity vikaylor noting that, ‘The World Cyber Games (WCG)
one of the largest and most influential e-spontsriaments’ has ‘grown significantly since its finsal
event in 2001’ (Taylor, 2012: 22).
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The thought of manghysiologicalneeds being met through computer game
play or computer game culture, however, seems elyliles does the meeting of the
safety need. Conversely, some satisfaction of éhenlgingness and love need does
seem a little more possible, perhaps through pliaggantification with in-game
characters, through the nurturing of virtual petsginated by Bandai with their
Tamagotchi toys and evolved through thH2igimon (1999-), and Nintendo’$¥okémao
(1996-) series of games) or perhaps though onlinecal multiplayer gaming®

3.2The Higher Needs and the Computer Game

As regards player satisfaction of higher needsufinacomputer game play, the
possibilities are much more apparent than withbic needs. This is because higher
need values are embodied in most computer gamesyavhich are often beautiful and
challenging; they allow for autonomy, exploratiomdaspontaneous acts. In addition,
almost all of them task the player with restorimges or justiceThe Legend of Zelda
(Nintendo, 1986- ) series being just one exampletadre this is so.

The challenge structure of computer games, foants, may provide the
opportunity to satisfy the cognitive and esteendse®Vhile the most immediately
evident type of game that may allow for this is terrete puzzle game exemplified by
the likes ofTetris (Nintendo, 1989)Bejewelled PopCap Games, 2001) aGdlumns
(Sega, 1990-% , the cognitive needs - as Maslow noted - do maply involve abstract
problem solving, but the need to satisfy curioaity for ‘systemizing the universe’
(Maslow, 1954: 23). Therefore, adventure game sateh aomb Raide(Eidos
Interactive, 1996- The Legend of Zeld@Nintendo, 1986- ) and, more recently,
Uncharted(Sony Computer Entertainment, 2007- ), may allomsbme satisfaction of
this need. In such pieces, the player is oftengortes! with an initially forbidding
environment (seemingly impenetrable tombs or udraglle platforms) in an apparently

chaotic and dangerous gameworld. This is exemglifidigure 1, which shows a screen

“5 For reasons noted in the methodology chapter teh#firee, however, this thesis is only considering
the single-player computer game.

48 All of these games fall into the category of PattRecognition, ogames of orderto use game scholar
Johan Huizinga'’s term.
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from Sony’sUncharted 3(Sony Computer Entertainment, 2011). The objectiag be
fairly clear- to reach the far platform - but theans of achieving it are less so. Using
past gaming experience in general, understanditigedbehavioural properties of
objects in this game specificallyand general reasoning, the player must decidehwhic
objects will aid safe passage. Here, the judicimesof broken beams, wall panels and

chandeliers will achieve the objective.

Figure 2: Screenshot from Sony'dJncharted 3Cognitive satisfaction may be achieved from solvinthe
problem of how to reach the far platform. Image copgright: Naughty Dog and Sony Computer Entertainment

Cognitive satisfaction and a resulting sense df ssteem may be gained through the
successful application of logical thinking, by laod ... for relations and meanings’
(Maslow, 1954: 25) between the various phenomemgaofes’ virtual spaces.

Also, the need for beauty could possibly be mele@dt partly) by the computer
game, as the form is, after all, a primarily visaaé. While it is likely that visuals have
been part of the computer game’s appeal sinceatva of the medium - with the line
graphics of the earliest games suclspacewar{(Freeware, 1962) arfélong(Atari,
1972) providing a simple but elegant beauty forglagers - the likelihood increases

with the each new iteration of proces&br.

4" This is players’ understanding of what game sahliguel Sicart terms, ‘simulation rules’ (20094)3
or the physics of the objects in the virtual spabéch may or may not mirror real world ones. The
wooden beams in tHénchartedexample above, for instance, may or may not tstraag as their real
world equivalent. Knowledge of the simulation ruie®ften gained through trial and error, or by a
practice game theorist John Paul Gee terms, ‘ptojgmthesise, reprobe, rethink cycle’ (Gee, 20@8: 9
which is discussed in chapters four and five.

“8 While initially it may seem that not all game tgpeill be capable of satisfying Maslovian needs, on
closer reflection, this may not be so, as most gaofiler attractive graphics and challenge etc. Game
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Finally, there are the notions of self- actualsativhich could be achieved and
experienced through engagement with the computeegsVhile it may be fanciful to
assume that long term self-actualisation may bésget solely through computer
gaming, as self-actualisation can not be achiewezligh a single activity alone, it is
absolutely feasible to suppose that engagementmadg a significant contribution to
it. Similarly, if computer games allow for the gdslity of the above values to be
experienced, it follows that the all consumingemge rush of such values that is the

peak experience may also be experienced, as wiidedenger, calmer, plateau state.

3.3 Criticisms of Maslow

There are numerous criticisms of Maslow’s theorfesommon criticism is that the
work is too subjective: ‘...that it was merely th@guct of his own mind, that it was
nothing more than his own private notion of whatstdutes an ideal person’ (Lowry,
1973(a): 39). The core of this condemnation cleariges from the unscientific means
by which Maslow first chose and then analysed thtohcal figures and other self-
actualising people on whom he bases much of hig tegory.

A similar criticism is Maslow’s lack of researchtdaas noted by Michael
Daniels: ‘Maslow does not specify in sufficient@éhow either criterion [negative and
positive personalities, or self actualisers and selhactualisers] was assessed’ (2005:
120). This is something that was noted as early9a@$ in a paper by psychologists
Mahmoud Wahbda and Lawrence Bridwell: ‘It has alhi@ome a tradition for writers
to point out discrepancies between the populafith® theory and the lack of clear and
consistent empirical evidence to support it’ (19262). Maslow’s lack of empirical
data is something that continues to niggle, albleiost always from conservative

intellectuals. For instance, in a 1988 baBkychology as Religiompsychologist Paul

which contain larger virtual playspaces howevel, sffer moreopportunities for need satisfactions than
those which do not. Games from the earliest dayseoform, for instance, were often single screen
affairs (such aS$pace InvaderéTaito, 1978)Pacman(Namco, 1980) anGalaxian(Namco, 1979),
offering no narrative to speak of, few collectiblaseable objects or areas of beauty. These piepare
most likely to be found in games released for Nidt®s NESconsole (discussed in the next chapter) and
all platforms afterwards.

41



Vitz uses this perceived poverty of data to disrégdmost all of Maslow’s work (1988:
38-40). Most recently (2006) Christina Hoff Sommansl Sally Satel, in their book,
One Nation Under Theraplso dismiss Maslow’s theory in its entirety foetsame
reason. Another common criticism is the one voilosg&ocial Psychologist Geert
Hofstede, who, for instance, argues that Maslohenty is highly individualistic,

failing to take into account needs of those livingnore socialist, or collectivist,
societies: ‘Maslow’s hierarchy’, he argues, ‘reteemdividualistic values, putting self
actualization and autonomy on top. Factors prenatecollectivist cultures, such as
‘Harmony’ or Family Support’ do not even appeatha hierarchy.’ This concern is
echoed by Elaine Pearson and Ronald Podesci (B9@9patrick Gambrel and Rebecca
Cianci (2003).

While not making them any less valid, Maslow wasrkg aware of these
criticisms: ‘My own investigations began as a presiific or non-scientific activity....’
(1970: 42) and ‘By ordinary standards of laborat@search i.e., of rigorous and
controlled research, this simply was not researehl’g1970: 42). Maslow saw much
of his work as asking questions and opening upsaséeesearch rather than providing
definitive answers: ‘The conclusions are in thdmeaf prescience, but the affirmations
are set forth in a form that can be put to testh&t sense, they are scientific’ (1970:
42). Undeniably, this is how Maslow’s work has gretnantly been used. In particular,
his concepts have been successfully operationalsessearch questions of motivation
and needs isocial contextsThis is illustrated by the fact that Maslow’s ding has
always been valued and utilised in business ennismis and has worked very well,
something evidenced by his invitation to work wafactronics manufacturers, Non-
Linear Systems, Inc., ‘in the summer of 1962’ (19@bi). Maslow’s account of this
time was later published, in 1985asEupsychian’ Management: A JournaPerhaps

because of this publication, his work became everemwidely recognised and used in

“9 This book was later republished in 1998 - withitiddal material from then current management
theorists and practitioners - K&slow on Managemeig@@ohn Wiley and Sons).

*0 Eupsychia, is something of a corrupted portmanteand from Utopia and Psychology created by
Maslow himself: ‘I've coined the word Eupsychia atefined it as the culture that would be generated
1,000 self-actualizing people and defined it asctiieure that would be generated on some sheltered
island where they would not be interfered with9g5: xi). In such a place, in such conditions, arju
Maslow, it would be possible to see exatibywgood humans could become.
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this field. Indeed, in the words Wahba and Bridw@laslow’s theory] has become
one of the most popular theories of motivatiorhi@ managerial and organisational
literature’ (1976: 212). Writing in 2007, busingksorists Dennis O’ Connor and
Leodones Yballe noted that ‘All OB [OrganisatioBahaviour] textbooks have a
motivation chapter that includes a brief sectionMaslow’s Hierarchy of Needs, a chart
depicting the upward progression of those needsaamsgful set of tips for motivating
employees’ (2007: 739).

The way Maslow has been used in such social, bssieavironments is how |
approach him primarily in this thesis; by using heed categories as a set of operational
tools to explore theocial psychological aspect of computer gaming. Nevéefisit is
still important to address the criticisms in regaydaslow’s work, beginning with that
of subjectivity. The weakness of subjectivity at@oretical approach is obvious: in
using his own definition of an ideal, self-actumgperson, Maslow’s conclusions were
all but determined from the start. I, however, ashechoosing what | see as self-
actualising people, but rather dedicated compuaeregs and, through the process of
investigation, determining whether or not they sagsfying basic and higher needs.
Maslow’s theory being individualistic is also reoigpd, but countered here by my
research using his concepts to consider computeeigaand their pastime in their wider
social and cultural contexts. Finally, this resbasdll not suffer from Maslow’s ‘lack of
clear and consistent empirical evidence’ (WahbaBndivell, 1976: 212): empirical
investigation - in the form of interviewee testingorwill be at the heart of the thesis.
With this approach it will be possible to discomemw accurate and useful the categories
of need are and, ultimately, how valuable theyasra theoretical guide for Computer
Game Studies. Such discoveries are expected tate throughout the period of
empirical period research and data analysis arldwitliscussed in the related chapters

(four and five) and in the thesis’ conclusion.

4. Developmental Psychology

While Maslow’s work provides the theoretical backbdo this thesis, it is worth

bearing in mind some other thinking which is alseful in helping us to understand the
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social psychological benefits and prosocial effe€tsomputer games. The work of
Bruno Bettelheim, Jean Piaget and Donald Winnisogspecially valuable in this
regard, particularly when considered in relatioth® type of story which predominates
in some genres of computer games, includingZéfldaseries: the folk, or fairy, tale.
The fairy tale has been an area of discussiondychplogists since the birth of
the discipline. Psychological work on the fairyetélegan, arguably, with Freud (1913)
and continued to be developed by others in thd,figgrhaps most notably Jung (1991).
The most relevant thinker here, however, is BrusttdBheim, who argues that fairy
tales perform a particularly meaningful purposedoitdren, including feeling a
Maslovian ‘sense of selfhood and self worth’ (Bieiéém, 1976: 6). According to
Bettelheim, these seemingly simple, accessibleestatlow children to experience and
work through their unconscious real-life fears spirdally and therefore safely, without

trauma, as articulated below:

Psychoanalysis was created to enable man to atteeptoblematic nature of
life without being defeated by it or giving in tea@pism. Freud'’s prescription is
that only by struggling courageously against wieans like overwhelming odds
can man succeed in wringing meaning out of histemee. This is exactly the
message that fairy tales get across to the chisd:a struggle against severe
difficulty in life is unavoidable...but if one do@e®t shy away, but steadfastly
meets unexpected and often unjust hardship, os&nsall obstacles and at the
end emerges victorious. (1976: 8)
It is worth noting that such a thought resonatdhl Bettelheim’s notion of play,
discussed in his later work, Good Enough Parepagain reinforcing the idea of play

being inherently valuable:

Play permits the child to resolve in symbolic foamsolved problems of the past
and to cope directly or symbolically with preseancerns. It is also his most
significant tool for preparing himself for the fuéuand its tasks. (198770)

As will be seen in chapter four, most of my intewees discovered computer games,
including theZeldaseries when they were young children, and ity{tale story may
have appealed to them for the same reason notBetbgiheim. The difference with the
players of games and the readers of tales beirmpoke, one of closeness: in playing a
computer game fairy-tale, the child is immersed emglaged in the role of protagonist,
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rather than a spectatdrwith the potential psychological effects of maistg obstacles
and becoming victorious being especially powerThie relevance of Bettelheim’s
theory to the computer game and its players isr@sognised by digital technology
scholars Jacquelyn Ford Morie and Celia Pearcthdin paper, ‘Uses of Digital
Enchantment: Computer Games as the New Fairy Tdleg argue that children are not
reading as much as they once did (‘kids read tas$they do read, the books are rarely
traditional fairy tales’ (2008:10)) nor accessihg traditional spaces where they would
once enact their own fairy tales. They have eitliegippeared or are being denied to
them by anxious parents. As a result, argue MarteRearce, the computer game fairy
tale serves the same purpose as the traditionabreeedid, namely fulfilling ‘a similar
and vital role in providing today’s children a serd ritual and power in their own
hero’s journey from child to adulthood’ (2008:1B)orie and Pearce identifijhe

Legend of Zeldaeries (along with other popular computer gamehl sgWorld of
Warcraft(Blizzard Entertainment, 2004) asthenmuéSega, 1999)) as containing
typical fairy tale tropes.

The work of developmental theorist Jean Piagetlssbeen used in regard to
the fairy tale. Educationist, F. André Favat argines such stories appeal to children
during what Piaget terms the pre-operational stdgevelopment, which usually
occurs between the ages of two and’sikhis stage, argues Piaget, is characterised by
‘magical thinking’ (defined bysychologist - and Maslow scholar -, Brent Dean
Robbins as a belief that *...everything, includingavtve commonly regard as inert
material objects, are alive, possessing an indwgeHpirit’ (1999: 3). It is also
characterised by egocentricity. The world of faakes mirrors the magical one that the
child is creating through magical thinking, whiteetcentral role of the characters
mirrors their egocentricity. The simple moral wopleesented in such stories - good
triumphs over evil - also appeals to the child’ssseof justice, or in the words of Favat,
‘Correspondences exist between the moral systenchiidren maintain in their world
and the moral system that exists in the world effdiry tale’ (1977: 32). This

*1 This notion of the player protagonist is emphasbisethe next chapter through game scholar Barry
Atkins’ identification of the player as co-writer.
%2 The other stages are discussed below.
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identification with the worlds and characters & thiry tale benefits the child’s
development. Again, as noted above regarding Beite’s theory, the deep
involvement demanded by computer game fairy tadesthe possibility of making the

lessons learned even more powerful and beneficial.

Figure 3: The final screen fromOcarina of TimeLink saves the princess and so saves the world. Gumoral
simplicity appeals to the child player. Image Copyight Nintendo

Computer games and their players also have otkeciations with the developmental
theory of Jean Piagetpecifically his theory of intellectual developmepiaget’s theory
Is comprised of five stages, moving from the highdpcentric ‘sensori-motor period’
usually lasting for the first two years of life, tlee ‘period of formal operations’
typically reached around the age of sixteen. thesfirst stage that is most relevant here.
In this first stage, the baby has no real senskeoivorld outside of himself. Instead he
has, ‘...a number of sensori-motor systems whichreaaive sensations arising from
within his body and from the immediate surrounditaggvhich he can make certain
limited responses’ (1970: 8). The baby does thewgh as suck and grasp at items and
objects within his reach. From the responses heives, he modifies his behaviour. An
example given by Piaget expert Peter Richmond casdée ‘suckable properties’
(1970: 8) of the bottle, thumb or pillow, all objedypically within a baby’s radius.

This ‘sensori-motor’ stage play of sucking, gragpamd banging can very much
be compared to the player entering the world of\a computer game. Of course, the

player has cultural cues and other worldly expegesienied to the baby, but unlike
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other aspects of everyday life, in the computeregarerything else is new and
exciting.

Finally, from the area of developmental theorys ivorth being aware of the
work of Donald Winnicott, on play and on transi@mwbjects, both of which may have
relevance to the player of computer games. DonatthMbtt identifies the importance
of play in several areas, and this was noted bynw@ait scholar Adam Phillips, who
writes: ‘[For] Winnicott, the capacity to play wagegral to the developmental
process...the capacity to know oneself’ (1988: 1tjeed, in the words of Winnicott
himself, *...through play and shared playing, a mciftural experience and enjoyment
of true creativity will be will be open to [childn§ (Winnicott, 1971: 176). As regards
transitional objects, Winnicott describes theselgscts (‘...teddies and dolls and hard
toys...” (Winnicott, 1971: 4)), as being embracedtuy child in the transition period
between complete reliance on the mother and relatalependence in the world. They
are something with which to bridge and ease theem@hile - as will be seen in the
discussion of interview data - computer games &em@cquired or played at an older
age than would be usual for acquiring traditionahsitional objects (the typical age is
‘at about four to eight to six to twelve months719 4), they can be seen as an evolved
form of transitional object which help to ease titaasition from one part of childhood
to another, or from late childhood to early adutttio As computer games have both
childlike and adult properties (fantasy worlds ba bne hand and rules on the other),

they certainly seem reasonable candidates for cbjetts.

Conclusion

In this chapter, | have argued that computer gamgs often been treated negatively by
academia and noted several studies which haveusettithat some games have
antisocial effects. Games, say such studies, nays& players to harm another person’
(Greitemeyer; McLatchie 2011: 661) and their negaéffects may ‘persist long after

the game has been turned off (Bushman; Gibson Z1)1:I have contended that
despite the fact that there a@meworks which conclude the opposite, Computer Game

Studies is currently missing a framework within @fhprosocial effects can be
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recognised and offer the theory of Abraham Maslewa &olution to this. | argue that
Maslow’s theory is a psychological theory that berusedociallyto determine
positive effects of computer game play. | haveinat Maslow’s theory and provided
an understanding of which prosocial and psychokidgienefits are most likely to be
found through the playing of computer games: s&fem, cognitive need realisation
and the higher need of self-actualisation. | hdse suggested how the playing of
computer games may allow for this. | have acknoggebthe key criticisms of
Maslow’s work — its subjectivity, individualism atack of empiricism and argued that
such shortcomings will not be reproduced in thipieizally grounded work which has
interviews with real computer gamers at its heddrtally, | have situated Maslovian
need realisation within the work of key developnaépsychologists, Bruno Bettelhiem,
Jean Piaget and Donald Winnicott, and argued tigatyipes of story and play found in
computergames engenders the type of healthy growth detaildtkeir theories. Such a
social psychological understanding of computer gaoaa be further illuminated by a
consideration of games and their role in culturel #is is the subject of the next

chapter.
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Chapter Two
The Computer Game
Introduction

By the early 1980s, the computer game industrydmpolyed its first great flush of
success, both in the arcades - most famously ligls such as Taito’Space Invaders
(1978) and Namco’BRacman(1980) - and in the home, with Atark&CSgames
console, released in 1977. It had also suffesefirét great setback, with what has
come to be known as The Videogame Ctash

Awareness of this background is helpful in undeditag Nintendo’s and
Zeldds place in computer game industry and culture.@jyrput, Nintendo - a company
which began life creating playing cards at the efihe 19" Century*, and who
dabbled in the electronic game market in the 1970saw a business opportunity in the
vacuum left by Atari and others involved in thestrand understood the problems
which had led to their fall. Nintendo releasediitst game console in 1983 and 1986 in
Japan and North America respectivilynitially created just a handful of games and
tightly controlled the amount of units available farchase (Donovan, 2010: 168).
This, along with other aggressive marketing techesgg(something David Sheff terms a
‘scorched earth policy’ (1993)) allowed Nintenddo®viewed as saviours of the

computer game industry, although, of course, tmgitivations were undoubtedly

> Most commentators on the industry attribute thisificial downturn to a number of reasons, not least
the oversaturation of the market, in particularreaturation with inferior games: ‘...a combinationbaid
product, aging consoles and poor management’ (R606: 17).

** Nintendo was formed in 1899, ‘by Kyoto businessrasajiro Yamauchi, as Nintendo Koppai.’
(Kohler, 2004: 27).

> These electronic games include ‘Beam Guns’, ‘L&ay Ranges’ and ‘TV games’ (Kohler, 2004: 29).
*% The Nintendd=amicom(a contraction of Family computer) was releasediily 1983 in Japan (Kohl,
2005: 55). The same machine was later rebrandedealadinched for American and European markets in
February 1986 (Herman: 114), as tEeS(Nintendo Entertainment Systgm

>’ Presumably in order to retain quality, Nintendmnga have historically had a comparatively long
development period, something often commented andbystry observers. Questions o@ararina of
Times delayed release led its designer Shigeru Miyanmsay, ‘A bad game is bad forever, a delayed
game is eventually goodhttp://www.miyamotoshrine.com/theman/interviews/
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financial rather than altruistic. In the words ohtputer game scholars lan Bogost and
Nick Montfort, ‘Without Nintendo’s leap, the retaildeogame market might not have
recovered from the 1983 downturn’ (2010: 1%4).

It is also worth noting here that Nintendo’s figetmes console was marketed as
a family product, with special emphasis on the fgisichildren, something implied in
Nintendo’s early marketing and clearly stated i8@ 89y Peter Main, then Vice

President of Nintendo’s US subsidiary, Nintendd\oferica:

The positioning of our company has been one of tataily entertainment, that
we initially got to by going after boys 8 to*’§Quoted in Provenzo, 1991: 14).

The relevance of Nintendo’s focus on family valteethe experiences of my
interviewees will become apparent in chapters &nd five.

The Legend of Zeld#he first entry in th&eldaseries, was first released in
Europe and North America in 1986, and, along wid\ario platform games, became
one of Nintendo’s best selling and well known §tléeldds most important
contribution to the fori{ is a four-way-scrolling screen, which displaysrd$-eye
view of a pastoral world. Via the use of a symbatiap - similar to those seen on a
crude GPS display - players are gifted an awareofebe larger geography they - in the
form of their player avatar, Link - can travef$&.o put it another way, *...when you

have Link walk off one side of the screen, he apgpea the other side of a new screen

*® Edgemagazine provides a longer term view of Nintend@hkievements, calling them *...the most
consistently successful games company since thesindbegan’ £dgel169: 68).

*9 Such a statement is supported by the ratings divéime majority of early (1990s) US Nintendo games
software. Much of it gaining an ‘E’ (Everyone) ragiby America’sEntertainment System Rating Board
(ESRB), a voluntary industry watchdog created i84l9Products with this rating are deemed suitadnle f
those aged six and over and may feature only ‘mahartoon, fantasy or mild violence’. Tellinglyt, a
the time of writing, the charts which relate to tdindo’s two then current consoles (& andWii)

contain only games rated below 15. http://www.ukfe/content/ukie-reveals-best-selling-video-games-
2010 (Retrieved 12 April 2011)

%0 Apart from the replication of single elements sastfour way scrolling, the template offeredzglda

is rarely copiedEdgemagazine theorises that this is dowZ&dds richness: “You can copy it, but it's
such a daunting, demanding job that the only peable to tackle it are those capable enough taugurs
their own visions insteadHdge,#169: 70).

61 A game from the first wave, or ‘golden age’ of qmuter games Pefender(Williams Electronics,
1980)- did this first, but on the X axis only.
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in another part of the large virtual spate(Bogost in Montfort, 2010: 4). This was the
first time a game presented such a large, instacthgssible, virtual spaé&.Moreover,
this space is highly interactive, filled with obje@and areas that may be used and
explored in a relatively intuitive or organic wayWithin this virtual world, the player

is given tasks to complete. This basic templateréasined in place since this first
entry, being iteratively evolved over numerousaisentsOcarina of Timg1998) the
fourth game in the series - and the game at thet bethis thesis - is especially
interesting as it embodies not only the innovatibthe large virtual space noted above,
but also three dimensioisContemporary reviews note the successful - even

triumphant - integration of the two:

...Iit retains the essence of what makes the Zedgargnce unique- an
intoxicating blend of exploration, action, puzztdving and storytelling now
fused with state of the art visuals. It's Zeldarght, but with a new level of
creative and technical ambitiofEdge #66: 71§°

%2 This large virtual space of the computer game virtwal playspace- is discussed in some detail
towards the end of this chapter. | argue thatgpace is part of that which makes the computer game
unique.

%3 Thematically similar t&Zelda Role Playing games (RPGs), suctDaagon Ques{Enix, 1986) and
TheFinal FantasySeries (Square, 1987) which interviewee, Deaninfstance, discusses in chapter four,
also present a large world. Unlik&e Legend of Zeld&owever, the entire world of these games is not
accessible to the player, with instead only thesitin of access being granted, with very littlerattion
available. The creator of theegend of Zeldaeries, Shigeru Miyamoto frowns upon such limitas$i, and
his comments shed light onto the thinking beliettla’'sdesign, the design which is highly praised by
the interviewees: ‘I personally have a fundamedislike of the RPG system. | think that in RPGs) yo
are completely bound hand and foot and can’t mOwdy gradually, as your character gains powers, do
you become able to move your hands, your feet...pouecuntied slowly. | don’t think that is a game
that isfundamentallyfun to play’ (Miyamoto in Kohler, 2005: 88).

® Unlike the ‘adventure’ type games which precedgthéere is no specific order in which to expldre t
first instalment ofZelda; almost its entire world is instantly available ngoof the more difficult
dungeons are available at the same time as eamdsy for example, should the player wish to attempt
them. Those sections which are not accessiblenaceéssible for a reason — a ladder needs to fdond,
instance — and can stimulate procedural questiotteei mind of the player. This is something comreent
upon by my interviewees in chapter five.

® It must be noted here, th@tarina of Timeon theNintendo 64s not true 3D, in the sense of it being an
anaglyphic of holographic- or similar- image. Isiead utilises three dimensional images createdigr
the use of polygonal computer graphics. This isetomes called pseudo 3D or even 2.5D. When my
interviewees refer to 3D games in the chapters dodrfive, this is the type they are referring to.

% Edge- on the surface, simply a consumer magazineefésenced perhaps more than is expected in an
academic piece. This is due to the high regardhithvthe magazine is held by both game players
(including my interviewees) and within Computer Ga8tudies. Computer game scholar, Dianne Carr
refersto it as, ‘...a respected UK games magaziDairet al, 2006: 174). Several of its observations on
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The computer game industry has continued to bldagesNintendo entered the market,
and, while reports vary as to revenue generatéasita significant share of the global
entertainment gross with, at the time of writifgg tndustry estimated to be worth
around $68 billior?’

While the above provides some contexZefdawithin the history of the
computer game and entertainment media, the rektso€hapter will consider the
properties of computer games themselves: the tHelptdwe to traditional games and
the qualities which are distinctly their own. Byinlg so, | will offer an understanding of
what exactly the computer game is; something nacgs#sthe player’s relationship to it
is to be understood. To this end, the first pathef chapter will consider the work of,
arguably, the two foremost game scholars of thedpytal age, Johan Huizinga and
Roger Caillois, and through their definitions derstoate how play and games have
always been understood to have prosocial effectpaychological benefits. | will then
consider theory in Computer Game Studies itsedcsigally regarding exactly what
kind of media computer games are, and how thegiatimctive. | will argue that - like
the definitions of the traditional game theorist$doe them - positive effects of the form
are implied in their definitions also. Next, | willrn to the work of one of computer
game studies’ foremost scholars, Jesper Juul, \ifes@ synthesised definition which
is, arguably, one of the most convincing and cofmgmnsive accounts offered to date.
The chapter will expand upon Juul's work with ttea of a virtual ‘playspace’ (or
virtual reality), a notion variously defined by cpuater game scholars, such as Geoff
King and Tanya Krywinska. | will argue that the iootof such a virtual playspace is as
central to computer games as rules and fictionthatit, along with where the
computer game is played, is central to the posiluf Maslovian satisfactions being

attained.

ZeldaandOcarinaare helpful in helping us to understand the intiomsand standing dDcarina
Nintendo’s reimagining of theldaparadigm in 3D, for instancEdgecalled ‘a task which bore
comparison to reinventing the wheelHgge80, January 2000). It also refersQoarinaas computer
games’ Citizen KaneMoment’ allying it to the film often noted as cima’s greatest achievemeiidge
PresentsThe 100 Best Videogames, 2007: 222).

" McGonigal, 2011: 4

52



I will end by suggesting that the physicaintextof computer game play also
matters, and turn to not only Juul, but to schotdtechnology in the home, to note
exactly how. Here | introduce the theme of domeas#id technology - a concept based
on the notion of taming wild animals - to descritmev computer game technology
becomes embedded in the rituals of family life viling a social context for the

satisfaction of Maslovian needs.

1. Traditional Games and Forms of Play

As noted above, the most pre-eminent scholarsestigital games are Johan Huizinga
and Roger Caillios. Their thinking has been hugadlyential on the thinking regarding
computer games, and is often drawn upon by ganagestunost eminent scholars.

Their work is particularly useful in identifyingéhkey elements of traditional games and
play, something which is essential when attemptinigentify what is distinct about the

computer game.

1.1: Johan Huizinga

Johan Huizinga’s most recent biographer, Willeme@peer calls Huizinga, ‘... The
most famous Dutch historian’ (2011: 13) and itrigetthat the majority of Huizinga’s
work focuses on fourteenth and fifteenth centuryolgaan (French and Dutch) history.
His book on playHomo Ludenss also historical in breadth (‘a gathering ofoirmhation
from all time and places.’ (Hendicks, 2006: 10))t places great emphasis on the role

of games within civilizations and cultures. In therds of Otterspeer:

The book presents nothing less than the commonndieator of culture and the
stages through which it passes, from primitivedphssticated, from East to
West. The heart of culture is sought in play ingbase that all culture is
preceded by play. Culture is born as play and ay.plOtterspeer, 2011: 49)
Roger Caillois, perhaps best summarises Huizingaik as ‘...an inquiry into the
creative quality of the play principle in the domaif culture’ (Caillois, 1958: 4Homo

Ludensis, arguably, the most thorough, and most admeady study of play and
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games (or, as Juul puts it, ‘the study of gameshieir own sake’ (Juul, 2005: 9)).
Computer game designer Chris Crawford considergikiga’'s work, ‘...the finest
definition of play and the most complete discus@bthe subject’ (Crawford, 2002:
27).

Writing in 1938® Huizinga argues in the preface to his book tiwamhosapiens
may be an incorrect title for our species, with rbamg ‘...not so reasonable after all.’
(Huizinga, 1955: foreword). Similarly he believée tthen currently fashionable, title
homo faber(man the maker) is not quite appropriate eitherakrgues that while neither
was inaccurate, nor were they, on their own, sieffity encompassing. Into the mix
then, he addsomo-ludens, (or Mathe player), arguing that playing is an equally
important factor in the makeup of mankind as reaspand making. Huizinga’s study
considers play from a number of cultural perspestiand in doing so, offers a wide-
ranging set of associations and applicati@rsicially, he provides the following general

definition of play:

Summing up the formal characteristics of play wghhcall it a free activity
standing quite consciously outside ‘ordinary’ lée being ‘not serious’, but at
the same time absorbing the player intensely atedlytlt is an activity
connected with no material interest, and no pait be gained by it. It proceeds
within its own proper boundaries of time and spaoeording to fixed rules and
in an orderly manner. It promotes the formatiosadial groupings which tend
to surround themselves with secrecy and to sthessdifference from the
common world by disguise or by some other mear®65113)

The most relevant aspects of Huizinga’s generahtien (along with a discussion of

examples in the computer game) are discussed below.

Play, argues Huizinga, is voluntary. ‘Play to oreno longer play: it could at
best be but a forceful imitation of it..." (1955: 8)joreover, agues Huizinga, it is also
unnecessary, in the sense that it serves no basiarhrequirements: ‘...the purposes it
serves are external to immediate material intei@stise individual satisfaction of
biological needs’. Because of this voluntary, umssary nature of play, Huizinga

argues that it was, for the player, freedom.

% The English translation, however, did not appesil €955, and so the 1955 publication is reference
throughout this thesis.
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Huizinga also argues that play is unreal. It is sbaw ‘separate’ from the
prosaic concerns of everyday, mundane realitys ‘tather a stepping out of ‘real life’
into a temporary sphere of activity with a dispiasitall of its own’ (1955: 8). Huizinga
makes clear, however, that the unreality of ‘prdteid not diminish the possibility of
it being a ‘serious’ activity in the sense of ngportance to the player. Indeed, Huizinga
argued that play, despite its seeming superfigiabtcapable of going beyond or
transcending seriousness to attain something of graater substance in the life of the
player: ‘Play may rise to the heights of beauty anilimity that leave seriousness far
beneath’ (1955: 8). Certainly, the easily accessethtives, multitude of sounds and
vivid visuals allow what Jay David Bolter and Ricth&rusin term ‘transparent,
perceptual immediacy’ (2000: 23), or a sense of émsior?® in the separate, playful
space of the computer game. Indeed, such a coisceptoming synonymous with
gaming technology. It is what Sony attempts to eynv¥or instance, in their “Third
Place’ advertisements which coincided with theasgeof thé®layStation 2n 2000°
and the idea continues to resonfte.

Huizinga argues that the player is always attenggtiresolve a tension of some
kind with the aim of reaching a pleasing statecfibrium, to create order. He is
engaged ‘...with the impulse to create orderly faf855: 10). This order then leads to
the concept of rules, which, Huizinga argued, asestial in maintaining a coherent
play world: ‘Indeed, as soon as the rules are gassed, the whole play world
collapses’ (1955: 11). Huizinga illustrates the artpnce of rules with reference to the
role of the rule breaker, or ‘spoil-sport’, one whifully breaks the spell that has been
created within the magic circle: ‘By withdrawingim the game, he reveals the
relativity and fragility of the play world in whiche had temporarily shut himself with

others. He robs play of its illusion - a pregnhaoti which literally means in-play’

% The concept oimmersionis discussed later in this chapter.

0 http://www.youtube.com/watch?v=YFnNRibEYxc&featarelated

" Nokia, for instance, tapped into this notion ie tfihis is where I..." series of adverts for theimdheld
N-Gageconsole (http://cache.gizmodo.com/archives/imamgsie_life.jpg) , suggesting that no matter
how unappealing an environmentrGage(Nokia, 2003) owner finds themselves in, the imsher
properties of the machine’s games will transpagtrirsomewhere better. Similarly, it is what the
telephone company Vodafone attempted to do witkdties of ‘Another Word’ commercials in 2007
(http://www.visitdinfo.com/advert/VVodafone-Free-Weads-Another-World-Vodafone-Mobile-
Services/35004), suggesting their handsets aréeavgg to a more exciting place.
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(1955: 11). It is important to note, however, tHaizinga differentiates the ‘spoil-sport’
from cheat, the cheat being deceitful, pretendiiogye playing the game and, on the
face of it, still acknowledges the magic circle9gb: 11). Rules remain the cornerstone
of the modern computer game, though processing po&ans the rules can be much
more complex than in traditional games.

Perhaps most famously, Huizinga argues that plajssapart or separate from
ordinary lifetemporallyandgeographically{my italics]: ‘It is ‘played out’ within
certain limits of time and space (1955: 9). Ashie tirst of these, play lasts until the
time for play is somehow deemed to be over angbéingcipants return to the more
humdrum phenomena of reality: ‘Play begins, and #itea certain moment, it is ‘over’.
It plays itself to an end’ (1955: 9). Huizinga les#es that the second, geographical,
aspect of this separateness to be the most impoRiay, he argues, occurs within a
limited space: ‘All play moves and has its beinghwi a playground marked off
beforehand, either materially or ideally or as dtevaof course’ (1955: 10). This
‘consecrated spot’ (1955: 10) can take many formith, the only requirement being that
it is used solely for the special purpose of ptays becoming a special, near sacred
place: ‘...all in form and function, playgrounds,. iferbidden spots, isolated, hedged
round, hallowed, within which special rules obtgit955: 10). One of the examples
Huizinga provides of such a place, ‘the magic eir¢1955: 10), is singled out by both
himself and contemporary game scholars such ag Katlen and Eric Zimmerman in
their essay ‘Game Design and Meaningful Play’ (ae8sens and Goldstein (eds.),
2005: 75) as shorthand to refer to this geografiflisaparate plac&.As with the
previous comments on ‘unreality’, such separatenessalso be the case for computer
game play. Indeed, Jesper Juul terms this plaeénedted in living rooms or bedrooms
- ‘player space’ (Juul 2009: 17). ‘Real life’ onmgturns when players turn off their
machines and move elsewhere.

As can be seen from his general summary, Huizalgmnotes certain

phenomenaeommunityandsecrecy that hover at the edges of play. A pammunity

is, argued Huizinga, something which players oftanker after in order to maintain the

2 As noted in chapter four, for computer game plsysuch sacred places are, perhaps, the likesirog li
rooms and bedrooms where the game consoles aepacdomesticated
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unigue sense of fraternity that play engendershe.feeling of being ‘apart-together’ in
an exceptional situation, of sharing something irtgyd, of mutually withdrawing from
the rest of the world and rejecting the usual nomeisins its magic beyond the duration
of the individual game’ (Huizinga, 1955: 12).

That play often surrounds itself secrecyis also, argues Huizinga, particularly
significant, again drawing attention to its beimgnething special: ‘Even in early
childhood the charm of play is enhanced by makitseeret’ out of it. This is for us,
not for the ‘others’...Inside the circle of the gathe laws and customs of ordinary life
no longer count. We are different and do thingéed#ntly’ (1955:12). As with players
of traditional games, computer game players alsract in several ways and often on a
large scale. As will be seen in chapter four, thimost certainly done in the family
home. This is also done via the Internet: gamessudis issues on web discussion boards
and others write complete guides (walkthroughsA®§). The Internet also facilitates
the option for computer gamers to compete agamnstiork with, each other in the
games themselves, with teams (or clans) formethfsivery purpose, creating
Huizinga’s ‘feeling of being apart together’ (Huiga, 1955: 12§ This community has
its own codes and conventions, its shorthand anshibbberies that can be seen as
excluding those who are not aware of them. Suamanwunity resonates with Mia
Consalvo’s concept of ‘gaming capital’ (2007), itdmsed on Pierre Bourdieu's concept
of capitals (Bourdieu, in Richardson, 1986): cudtusocial and economic, each being a
particular form of individual resource. Sometimigagse capitals determine others.
Cultural capital, for instance - a form of educa#bor intellectual resource - can
determine an individual’s status in society. TratlsBourdieu also noted that the
different capitals can be converted into one amptia¢gher than determining others.

Thus economic capital can be converted into seeaipital (the benefits gained through

3 The flip side of such a concept has been consideyeseveral scholars, perhaps most recently by
technology and society theorist Sherry Turkle. Teidegues that online connectivity engenders aesehs
fake togetherness, with often shortlived onlinermmtions replacing long lasting flesh and bloodsone
Users of online technology are, she argues, apaione together’, and gives the personal exaropke
recent conference attendance. Here, people wenegosgant attention to a speaker and each other in
order to attend to online activities. They wereTiurkle’s words, ‘There but not there’ (2011: 14)hile
such a concept is acknowledged, such an argumestrdn diminish the concept that online relatioms a
communities can be as or more intense than fafaecones.
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relationships with others) through the buying gjif& ‘...an apparently gratuitous
expenditure of time, attention, care, concern, Whas is seen in the endeavor to
personalize a gift, has the effect of transfiguting purely monetary import of the
exchange’ (1986: 256). Consalvo’s associated tdrigaming capital’, then, is a
resource gained through knowledge of a computeregatosest in spirit to Bourdieu’s
cultural capital) and what she terms its paraféx#sccording to Consalvo, such capital
has great social benefit to the individual: *...degheg on a player’s social circle, that
capital can be quite valuable in building a repatat (Consalvo, 2007: 184). As with
Bourdieu’s example of converting economic capitedacial capital, the same can be
done in computer game culture, with players comgtheir economic capital into
gaming capital through the purchase of upgradethar avatars (Taylor, 2006: 130).
Such gaming practices clearly correspond to theésire for reputation or prestige’
(1943: 371) noted in Maslow’s earliest accounthef basic needs.

It must also be noted that Huizinga is in no ddbht something important is
gained through play, noting it at the very begigniHomo Ludens'In play, there is
something ‘at play’ which transcends the immedrateds of life and imparts meaning
to the action. All play means something...The vent fhat play has a meaning implies
a non — materialistic quality in the nature of thimg itself’ (1955: 1). Huizinga, then,
identifies the joys of play, its freedom and ‘hdgbf beauty and sublimity’ (Huizinga,
1955: 8) it brings and such thoughts resonate Maklow’s thoughts on Being values.
From Huizinga’s work, it is plain to see that pa&tpsychological effects are actually

built-in to the very concept of play.

1.2Roger Caillois

Arguably the most significant play and game schtwamerge after Huizinga is Roger
Caillois, a ‘French man of letters whose oeuvrd@ga the mysteries of the individual,
social, biological, mineral ‘imagination’ in a bddering array of manifestations’

(Frank, 2003:1). One of these explorations is oigs Building on work done by

" These ‘paratextsire the various forms of paraphernalia surrountieggame, and they include the
likes of previews, reviews and cheat-codes.
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Huizinga, Caillois , in his bookvian, Play and Gamefsirther develops Huizinga’'s
definition, claiming the definition as it stood wastoo broadandtoo narrow [My
italics]’ (Caillois, 1958: 4). However, Cailloisezrly agrees with Huizinga on two key
points, namely that play is voluntary (and free) #mat it is a separate activity. Play,
Caillois argues, is a means to escape the humdndnteaious necessities of everyday
life, and should not become another aspect oAigame which one would be forced to
play would at once cease being play. It would bexcoonstraint, drudgery from which
one would strive to be freed’ (1958: 6). SimilaiGaillois agrees with Huizinga’'s belief
in theseparatenessf play, with it occurring within particular geaphical and
temporal boundaries. ‘There is space for play,essia dictate...” argues Caillois,
replacing Huizinga’'s examples of magic circles gerthis courts with stadiums and
racetracks: ‘Nothing that takes place outsideitteal frontier is relevant’ (1958: 6). As
regards time, Caillois also concurs: ‘...the gamestand ends at a given signal. Its
duration is often fixed in advance’ (1958:8).

Most importantly, Caillois thoughts on games diffierm Huizinga'’s regarding
rules. Huizinga argues that all games are bourrdleg, Caillois believes that some are
not, instead being the result of ‘free improvisati1958: 8). These role-playing, or ‘as
if (1958: 8) games are free of the rules that gov@her games, but the created fictions
nevertheless serve the same purpose: ‘...the sertohas if replaces and performs the
same function as do rules.’(1958: 8). It is impott® make the distinction, then, that
whereas Huizinga believes rules created fictionljusion, Caillois believes that games
are, ‘...ruled or make-believe’ (Caillois, 1958: 9).

As to Caillois’ other disagreements with Huizintfze most relevant one here
concerns the latter's observation regarding plesgsret or mysterious’ (1955: 4)
nature. While Caillois noted a relationship, offitaty’ (1958: 4) between the two, he
argues that they can not comfortably coexist, witly's extravagant nature obliterating
any possibility of mystery: ‘...secrecy, mystery...d@sntransformed into play activity,
but...this transformation is necessarily to the detnt of the secret and mysterious,

75 Such times are noted by many of those interviefwethis thesis, as exemplified in this commennfro
interviewee, Sam: ‘When my sister went to bed, mgmam and dad used to go upstairs to play on
Zeldd(Sam: 3). As noted in the thesis’ introductionapters four and five are dedicated to a discussion
of interviewee narratives.
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which play exposes, publishes and somehow expéb@s8: 4). Caillois’ final
observation is that play ishcertain with a game’s outcome unknown at the outset:
‘Doubt must remain until the end and hinges ondé&ieouement’ (1958: 7). This
consideration of a known outcome being invalidls® anoted by computer game scholar
Jesper Juul, whose work is considered in detait latthis chapter. A game, argues Juul
(2005), should always allow for different outcomes.

Caillois also introduces the concept of what migltermed meta-rules to create
fairness, noting that despite the seeming equaligames (such as, for instance, the
same rules for all and the same number of cheseper player) other factors almost
always exist which prevent this from being a rgalithese ‘imbalances’ (Caillois, 1958:
15) include, in sport, elements of nature (windy stc.) providing an advantage to one
side over another. In games such as chess ancebtiggplayer’s position in the line-up
of the turn based play affects their advantagén ‘checkers or chess, the fact of moving
first is an advantage [permitting] the favouredyplato occupy key positions or to
impose a special strategy. Conversely, in biddenges, such as bridge, the last bidder
profits from the clues afforded by the bids of bigponents’ (1958: 15). Caillois notes
that such inequalities are often resolved by resmtw rules not inherent to the game per
se, but instead the surroundicanditionsof play.They include a strictly observed
swapping of ideal positions: changing sides oftpac courts halfway through a football
or tennis match, allowing each player an equal rermobopening moves during a chess
tournament etc. While, in multiplayer computer ganteese imbalances may be
resolved in the same way as in traditional ganmesingle player computer games, the
computer easily implements meta-rules designeditéaaness (this may be in the
games’ option menu for differing difficulty levets in intelligently adaptive computer
behaviour)’® The existence of such meta-rules can also beiseka family rituals and
handicapping discussed at the end of this chaptermachapter four. Finally here, it
should be noted that Caillois also neatly summaitise point of competitive games (or
games ofigon (1958: 17) to use his term), the type which makeghe bulk of

computer games: ‘...for each player to have his sapsrin a given area recognized’

® The clearest example of the latter is in racinmes Computer controlled cars will often speedup o
slow down to provide an appropriate level of chajje.
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(1958: 15). This, of course, comports with Mia Calme’s notion of gaming capital

noted above.

2. Computer Games

One of the most obvious ways in which computer gaditer from the traditional
games discussed by Caillois and Huizinga is thatprder games also tell stories.
While, in the thinking of Caillois, play corroddsetmeaning of a specially created
fiction in non digital games and vice versa (gamleseither ruledr make believe
(Caillois, 1958: 9¥ as noted by Computer Game scholar, Barry Atkiasomciling
play and fiction is something computer games d&inststates that, ‘the production of
story [is] the end result of play’ (Atkins, 2003:? According to Atkins, the computer
game, as initially released to the consumer isxaomplete piece of fiction. It becomes
complete only after receiving a significant cortition (of play or ‘non-trivial effort’
(1997: 1)) from the player, with them - in a limdteense - being the co-writer. Atkins
explains this with reference to his playing of gamne,Close CombafAtomic Games,
1996):

On the level of the individual story episode thayelr was provided with the
building blocks of the story that was then ‘written ‘told’ through its playing
out according to the internal logic of the gametk{As, 1993: 5)

In the sense of the computer being an evolved tartorm, these building blocks
most obviously include such thingseadra-diegetimarrative information anish-game
cinematics’® The first of these provides ‘back-story’ and ntigk found in a game’s

instruction booklet or on screen text precedingtthe beginning of play, while the

" Itis also, of course inherent in his thoughtsptay destroying the secrecy of fictions.

"8 It must be noted here, that the idea of mutualusidty of games and story expressed by Caillgis i
also one which permeated the early thinking in CatmpGame Studies, with the discipline initially
polarising into the two camps of ludologists and-aimlogists. The polarisation is much less promine
than it once was, however.

" These are also known ast-scenesThis may be for several reasons - thayintothe action of play,
they are cinematic cuts, they angt tofrom game action.
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second drip feeds significant plot developmenth&oplayer throughout the course of
the entire game.

Perhaps less obviously, other narrative informaisaatelivered from within the
more interactive sections of the computer game etama visual and aural cues or, as
Atkins puts it, in his discussion éfalf Life (Valve, 1998), ‘...game fictions might
construct meanings and construct narrative withoytdependence on the mediation of
language’ (2003: 58). Here then, filayerbecomes (as well as the co-writer) the
readerwho, if he fails taeadwell, is presented with a bad ending. To summatise
way of understanding the computer game is to vlemtas another stage in the

evolution of narrative, something again identifigdAtkins:

...the game-fiction has not changed the nature pbatthas presented itself as a

novel experience of reading and telling in jussarising a way as

photography and cinema did before it. (Atkins, 2005)
It is necessary to note at this point that theamtif computer games having
psychological benefits and prosocial effects is aisorporated into to this argument,
albeit a little more obliquely than in the defioitis offered by Caillois and Huizinga.
Here, of course, such a notion is conveyed thrdahgtocus on the computer game as
narrative: a form with a long and accepted intéllatpedigree; one capable of
reflecting the finest of human thought and emotad eliciting the same in its

audience.

3. Computer Games as an Evolved Synthesis

| suggest that it is most useful and accurate,, tteethink of computer games as evolved
forms of both narrative and traditional games, witments that are uniquely its own.
This is the position taken by Jesper Juul, whtj$ni2005 bookHalf-Real,melds the
traditional game theories of Caillois and Huizingations of narrative and a
consideration of the singular properties of the potar game medium, to offer
something approaching a current definition or, asimself puts it, *...a basic theory of
video games’ (Juul, 2005: 197). This theory restshe notion that computer games are

‘half real’. That is to say, computer games areranfcomprised of ‘. real rules and
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fictional worlds’ (2005: 196)Based on this foundation, Juul has formed a new
definition or model of the traditional game, congoig of ‘six features, spanning the
three categories of the game, the player and thilelW@005: 37). Juul's model takes
into account the processing power, if not the regméational power, that computers can

bring to the classic game. Below is Juul’'s ‘shortd’ (2005: 36) definition:

A game is a rule based system with a variable aiahtifiable outcome, where
different outcomes are assigned different valudesptayer exerts effort in order to
influence the outcome, the player feels emotiorattgiched to the outcome, and the
consequences of the activity are negotiable. (2865b:
If we takeHalf Realas the most thorough attempt to pull apart theemodomputer
game in order to arrive at some sort of definitie, can see that computer garaesa
fusion of traditional games (or ludic or formal sares)and narratives. The computer’s
processing power allows for this gestalt and itecpssing poweaind graphical
capabilities (the computer gamé’smateriality) allow for possibilities not previously
available in any other fornf°
Juul does not, however, fully explore how the cotapgame’s graphical
properties greatly contribute towards the uniqusméghe form in the virtual
playspace® they offer. Computer game graphics offer spacéswvailable in
traditional games. These spaces may or may nobitigected to a narrative fiction
(directly or otherwise). Those that are not, inelildose found in simulations of various

kinds, with sports simulations being perhaps thetrbvious exampl& While

8 |dentifying such uniqueness is, argues computeregeheorist Charles Bernstein, essential in degimin
medium: ‘In trying to understand the nature of eliéint media, it is often useful to think about what
characterises one medium in a way that distingsigttfeom all other media - what is its essenceatwh
can it do which no other medium can do?’ (BernsieiWolf, 2001: 161). This essence, Bernstein atigue
is the existence of the CPU (Central Processing) dnioperating environment’ (2001: 161), ‘they
process or calculate’ (2001: 161).

%1 It must be noted here, that playspace is a teatistalso used in other contexts. Business sgholar
Pamela Meyer, for example, uses the term to deserfiorm of creative thinking in the workplace
(Mayer, 2010), while developmental psychologist BldriwWinnicott, uses it to define an ‘extremely
valuable’ (1971: 72) area for children’s play thaists ‘between mother and baby’ (1971: 72). Ia th
thesis, however, the concept of playspace is bheseg to refer to computer game environments only.
82 Like ‘games’ and ‘play’, ‘simulation’ is difficulto define in this context. Perhaps the term
semsimulation is more useful, suggesting a mimickifiga@me'real world’ properties — place, weather,
or in the case of sports games etc., pitches ded rwhile acknowledging limitations: not everyriable
can yet be accounted for in a computer game.
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superficially it is possible to say that such sgacan be found in the play spaces of the
traditional games looked at by Huizinga and Caslltihese spaces are npearfectfor
play or can be designed with such an intentiotdditional playspace, the player is at
the mercy of several factors: the weather, the sibthe space itself (the football pitch
etc.) and the availability of such, both in termighat which the players’ local
geography allows and with whom the space has ghheed. In many computer game
equivalents, these factors disappear. The foopial is always available and rain can
be switched on or off depending on the player'dgyemce. Here, if the player chooses
to play in heavy wind and rain, it only affects thevement of the ball, not their
physical comfort and health. Importantly, such gsme now available to those whom
such open spaces, through their geographical totas denied?® This is a notion
supported by computer game journalist Steven Hadies discussion of Japanese

gamers:

Most Japanese people live in cramped accommodiatisprawling cities. The
idea of escaping to a rural idyll...is a largely dastable fantasy. Being able to
recreate that form in a videogame context is,ahs® a decisively valuable
pleasure. (2000: 166)

This sense of the computer game as a geographacalerand is most profoundly seen
in those games that do offer more obviously fictiionorlds. Here, spaces either more
fantastical or unattainable can be made avail&beputer game scholar, Michael
Nitsche contributes to the concept by noting tB&t game spaces allow players to
crawl, jump, run, fly and teleport into new worlosform and function. The game space
that we can experience, discover and manipulaté&esme endless and at the same
time more accessible than ever’ (Nitsche, 2011N#¥kche also contrasts the fictional
space in a computer game to the fictional spaeefiin, the latter of which would
disappear - and become simply a set - once enlgrédte spectator. Not the former,

however: ‘By contrast, it is a defining characteci®f video game spaces that they

8 Appropriately enougtZelda’screator and key designer, Shigeru Miyamoto, israwdthe importance
of such playspace, as noted in this observatioth@mreation of his other main game for Miatendo 64

platform,Mario 64 (Nintendo, 1996): ‘He...spent weeks perfecting treaa Mario would explore in his
3D masterpiece; it was a process he compared tgnileg a theme park’ (Donovan: 2010: 278).
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allow this step into the represented space...plegreréree to explore and interact with
it directly’ (2011: 85).

This comparison of computer game space to fiimejp@an obvious one, and
comports with David Bolter and Richard Grusin’s cept ofRemediation.
Remediation, they argue in their book of the saamae is ‘...the representation of one
medium in another’ (2000: 45). This, at its mostdie, includes the digitizing of visual
artworks and literary texts. Computer games, thhrgyey remediate visual elements of
narrative film, with the player of a game givenris® control over...the stylistic
realization of it, in the sense that they can deeitiere to go and what to do’ (2000:
47). Awareness of such freedom was heighteneddygadfnitive playthrough
undertaken in this thesis. This playthrough - dssed in chapter three — involved the
mapping of choices available to players as theyaddlirough the game: such choices
are almost limitless.

Among such free, ‘impossible spaces’ (Nitsche 2A1B), computer games
offer space stations (Gamelofs0.V.A,2009), gothic medieval landscapes (Sony’s
Medievil 1998) or crumbing ancestral homes (Nintendaigi’'s Mansion 2001). The
ability to explore such spaces - through a compggene - is unique, as are the formal
ludic properties which also exist within such eomiments (the number and type of
obstacles to overcome) and connects to such Masiomged categories as cognitive
stimulation, freedom and beauty. These spaces, taeneither be explored for the
pleasure of the visu&fsalone, for the ludic properties embedded withenttor both.

An emphasis on playspace also connects the compartes to aesthetic theory. In
particular, it places computer games in the redlikamtian aesthetics, in terms of both
players and developers. Players, for instance, sometimes access the playspaces for
their beauty alone, resonating with Immanuel Kantson of disinterestedness. In his
Critique of JudgemenKant uses the term ‘disinterested’ to definedtate upon which
appreciation of beauty is premised, essentiallyiagythat beauty is not a means to an
end, but an end in itself, as can be seen in therent below from his discussion of

‘taste’:

8 Such aesthetic delights are discussed by my ieteees throughout chapter five, and in particufar i
the section devoted to spectacle.
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Taste is the faculty for judging an object or ackof representation through a
satisfaction or dissatisfaction without any intér@fie object of such satisfaction
is beautiful (Kant, 1914: 96)
Developers, on the other hand, sometimes use cemgaine environments to signify
good and evil, resonating with Kant’s notion of bigasymbolising morality (‘Now, |
say, the beautiful is the symbol of the morally diodant, 2005: 353)). Hell, for
instance, with all of its attendant furnaces anchsters, is the setting for GT
Interactive’sDoom (1993) dark, dank browns saturate Sega’s serial killenga
Condemned@2005) while, in contrast, the preservation of lush padtatylls is
presented as something worth fighting for in ceesglJapanese RPGs. Whether always
used in such a metaphorical way or not, many coengames offer these vast
environments, these ‘impossible spaces’ (Nitscb&12118) more than anything else.
As game scholars, Geoff King and Tanya Krzywins@pout, ‘The production of a
compelling game world in three dimensional graphaésen appears to be privileged
over other dimensions such as narrative and gaye@002: 28). Importantly, they
also note the great attraction of such game wottdgamers: ‘The appeal of being able
to explore spectacular 3D worlds in real time stodt be underestimated’ (2002: 29).
The richnes®f such playspaces may also engender the procéssnafrsion.

The metaphor of immersion has its roots in litgtheory and has been
appropriated and embellished by those studyingadignvironments. Like the literal
example of being submerged in water from whiclriginates, immersion suggests the
idea of being completely submerged in a text. \fittell, one of the pioneers of the
study of immersion in literary forms noted thatdees are sometimes said to be ‘lost in
a book’ (Nell, 1988) Computer game players, tham, lze said to blest in a gamelt is
a concept which has been variously defined in egadigital contexts. Clinical
psychologists Scott Rigby and Richard M. Ryan,ristance, refer to it as ‘presence’
(2011: 81), and it has similarities to Mihaly Cgikatmihalyi's concept of #ow - or

autotelic - experience, which is:

‘...the state in which people are so involved in ativity that nothing else
seems to matter; the experience itself is so ebjeythat people will do it even
at great cost, for the sheer sake of doing it.ik&2entmihalyi: 2002: 4)
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‘A person in such a situation’ argues Csikszentiflgihaan make full use of whatever
skills are required and receives clear feedbatlkg@ctions; hence he belongs to a
rational cause and effect system’ (Csikszentmiha§v5: 36). As with Maslow’s work,
a basic understanding of Csikszentmihalyi’'s conocegy best be gained from a
consideration of the diagram used in his own wa890) and which often accompanies
his definition in scholarly articles which discuss Csikszentmihalyi argues that for a
person to have a flow experience, they must bé@eitnder or over challenged in
accordance with their skills. Being under challehgeoduces feelings of boredom and
being over challenged produces feelings of anxiatgther words, the level of
challenge should be just right. This is exemplifiedhe diagram by showing the skills
of tennis player Alex (A) increasing along the kontal axis (Al and A2): ‘If he keeps
practicing, his skills are bound to improve andithe will grow bored just batting his
ball over the net’ (2002: 74-75). In order to mainflow, the challenges must increase
in direct proportion to his skills (A4). Such thing resonates with that of Loftus and
Loftus, ‘optimal level of informational complexity1983: 42) footnoted in chapter one,
while the ‘complexity of consciousness’ identifieg Csikszentmihalyi refers to a
development or, ‘growth of the self’ (2002: 74}eam which has a clear resonance to

the thinking which underpins Maslow’s Being values.

(High)

Challenges

(Low)

(Low) Skills (High)

Figure 4: A visual representation of Csikszentmihali's concept offlow. (Csikszentmihalyi, 2002: 74). Image
Source: Wikimedia Commons.
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Interestingly, both of the groups Csikszentmihaiytially studied for his work were
game related ‘college soccer and hockey playeB7%114), and he discusses the
influence of Caillois, Huizinga, Maslow on his tking (1975).

While Csikszentmihalyi notes that the flow expecers a difficult one to define
- it being different for all those who experientatiis, as noted by his subjects,
characterised by a great sense of positivity: feml relaxed, comfortable and
energetic’ (1975: 39); ‘I am less aware of myseld any problems’ (1975: 40); ‘what a
powerful and warm feeling it is’ (1975: 42). As sutiow and its effects resonate with
Maslow’s concepts of the peak and, perhaps evee smrthe plateau experiences,
noted in the previous chapter, with computer gaonesting the conditions necessary
for achieving ‘a serene, cognitive blissfulnessa@bw, 1975: 348). In essence,
immersion relates to a player’s absorption in ggpace and because of its heavily
interactive properties, becoming immersed in a ageipgame’s playspace is a
relatively quick process.

| propose, therefore, that a definition of the cotep game should take into
account rules and fiction, but also the notion efrtual playspace, this third category
helping to emphasise computer games’ unique geslifh computer game consists,
therefore, ofules, fiction and playspaceA computer game with these properties may
be termedyamic®® Firstly, without rules, there is no game. As ndgdluul, the rules
of a game are, in this sefi$eon-negotiable. The processing power of the caetpu
allows that the number and complexity of computeng rules can be greater than those
found in traditional games. Secondly, a computengaffers a fiction - whether that is
as a straightforwardly presented narrative, nareatnpetus or fictional world. Finally,
through its virtual reality - or playspace - a cartgg game makes ‘impossible space’
(Nitsche, 2011: 118) possible and available forplager. This playspace is perfect. It is
not affected by the real world limitations notedab and is often richly interactive,
perfectly suited for the player character’s alabtand gameplay objectives. Indeed, as
noted byTomb Raide Eidos, 1996) creator, Toby Guard, ‘[Lara Croftigrld is

% This is to differentiate true computer games frietes of software which have some superficial
similarities to them, but which, as noted in thedduction, are not games.

% Rules may, of course, be negotiated and challeimgere course of play, especially between plajers
multiplayer games.
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designed for her to exist in’ (in Poole, 2000: 228also often allows a player to simply
play freely, in the sense noted by Huizinga, relgedof game objectives. Virtual
playspace is important, in this definition, thes jtshighlights the property which
distinguishes computer games’ visually represespade from that of other artistic
forms. It is a space specifically designed ford arhich allows - for interactivity, or
gameplay, a term appropriately defined in the foitgy way by games theorists Simon
Egenfeldt-Nielsen, Jonas Heide Smith and Susanjaag3al osca:

The term ‘gameplay’ is often used but rarely definks commonly employed it
refers to the game dynamics, or more simply, ‘hbfeels to play a game’.
Although this feeling is influenced by a game’s iaughd visual aspects,
gameplay is usually considered a consequence gfaime’s rules rather than its
representation. Using this basic definition, we say that the gameplay of chess
is deliberative and [sic] while the gameplayBafrnout 3is frantic and easily
accessible.

In line with the common use of the term, we wilfide gameplay as the
game dynamics emerging from the interplay betwe&srand game
geograph¥’. (Egenfeldt-Nielson, Smith and Tosca, 2008: 101-2)

This notion of interplay or interactivit§; is weaved though this definition and through
the arguments of the theorists noted above. fbisnstance, in Juul’s notion of exerting
effort and in Atkins concept of player as co-authiba computer game is not played

with, it does not exist in any meaningful senserédoer, the level of play - or interplay

- demanded is extremely high. As will be understfvoth the details of cognitive

8 This ‘game geography’ should be understood as a synooywrtual playspace

8 |t is acknowledged here, that the idedimtieractivity’ is a troublesome onds argued by Media
scholar Lev Manovich, ‘All classical, and even meeg modern, art is ‘interactive’ in a number ofysa
Ellipses in literary narration, missing detailsobjects in literary art, and other representati@matequire
the ‘user’ to fill in additional information’ (20056). However, this thesis — like Karen Collinshier
book,Game Soungdiscussed briefly in chapter five), subscribeth®brand of interactivity defined by
Media theorist Andy Cameron: ‘Interactivity reféosthe possibility of an audience actively partatipg
in the control of an artwork or representation.ildmiw, what we call culture has not allowed fograat
deal of interaction from the audience. The audiésggven a space for interpretation and a space fo
reaction, but not for interaction. There are thwbe argue that interpretation is interaction, anadf
course it is, but not in the sense intended herettfe purposes of this discussion, interactivigams the
ability to intervene in a meaningful way within thepresentation itself, not to read it differenfijus
interactivity in music would mean the ability toastge the sound, interactivity in painting to change
colours, or make marks, interactivity in film thieilety to change the way the movie comes out and so
on.’ (1995)
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playthrough presented in the next chapter, negotiatf a computer game’s playspace
demands interaction at every turn.

Ocarina of TimgNintendo, 1998), the case study for this the=sgainly
matches this definition. Firstly, it is a game lwhse rules. In addition to the
mathematical system - embedded in lines of codeicwbind the game together, there
are processor enforced rules which the player atiste by. The player must, for
example, complete certain tasks before offiensd defeat certain adversaries in a very
particular way’. Solutions to dungeon puzzles are, similarly, \@tgcting. Secondly,
Ocarinahas a strong narrative element; its importangeaatsof the game as a whole is
emphasised by its immediate foregrounding: a cene¢Atkins, 2003: 35) illustrating
the narrative conceit appears as soon as thebsitdon has been pressed. Further cut
scenes appear at regular intervals throughoutlenglayer’s objective is to provide
satisfactory narrative closure. Thirdly, it is amgawhich offers a large and interesting
virtual reality, or ‘playspace’, as | term it. Assdussed in chapter fiv@carinapresents
several areas of simulated g@msimulated) natural environment (forest, field, lake
desert, mountain). In addition to this are the nfargastical temples (or dungeons). The
former allow for free exploration and simple appaéon of beauty while the latter, of
which there are nine, provide complex paths andlpaZor players to think their way
through. Because of thi®carinais a game which prioritises reflective, ‘delibérat
play over fast reactions. (Egenfeldt-Nielson, Sraitld Tosca, 2008: 101-Z)carinais,
in short, a highlygamicgame.

These discussions raise questions of contextemigcussion of Nintendo and
Zelda the computer game has been positioned in iterigal context, while through the
discussions of Huizinga's magic circle and virtpllyspaces the contexts of play have

been considered. All of these, to varying degremssh upon how context has a bearing

8 This is something learnt at the very beginninthefgame. The player is prevented from taking Link
from his home (‘Kokiri Forest’) until they have lated and equipped him with a sword and shield.

0 The most obvious examples of this are end-of-tertbsses’ noted by interviewees in chapter five.
Each of these has a particular flaw which mustibeodered and exploited. While the etymology of the
word ‘boss’ to denote a game or level’'s most diffienemy, may always remain a mystery, perhaps the
most thorough attempt to discover it can be foumtthe discussion at the academic mailing list,
GAMESNETWORK: bodd’https://listserv.uta.fi/cgi-
bin/wa?A2=ind1009&L=GAMESNETWORK&P=R4117&1=GAMESNBTORK&9=A&J=0n&X=7D
0CDC266CD34A6685&d=No+Match%3BMatch%3BMatches&z=
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on meaning. Such considerations, then, lead ttlex tonsideration of the physical
context, or environments, in which computer ganas piccurs and how such play
environments contribute to games’ positive effectgheir players. This physical
context is the home, which positions the compuseng as a particularly distinct form
of domesticated technology, a discussion of whidhfarm the final section of this

chapter.

4. Domestication of Technology

While arcade machines and amusement arcadesxsil] #neir heyday was in the late
1970s and early 1980s, with most computer gamethéopast twenty five years being
played on portable consumer technology situatetbmestic settings. Therefore, this
social, cultural and technological context is tihe ander consideration in this thesis.
So far, | have offered an account of play and games it is important to offer an
account of their social context. Domestication tlyge an extremely helpful way of
understanding this context.

A great deal of work has been undertaken, fron18#)s onwards, on the
consumption of media texts within such settingsadicular strand - or offshoot - of
reception studies. It refers to the manner in wipiebple (in particular, families) access
and use technology in everyday, or domestic, Afethough not being coined until the
early 1990s, the concept through which such studiese best understood is that of
Media Domesticatioma metaphor for, ‘the incorporation of technolagp everyday
life’. (Silverstone in Berkeet al, 2006), and was initially developed by sociologist
Roger Silverstone, David Morley, Lesley Haddon &nid Hirsch’ (Berkeret al, 2006:
2). New technology, when first brought into therfeis ‘wild’ (2006: 2-3) and may
initially be a little feared, but through use iteenually becomes ‘tamed’, accepted and
sometimes loved. (2006: 2). This is certainly thsecin the studies undertaken by
Silverstoneet aland it is also the case for the technologies bgetiose interviewed for
this study.

To illustrate the concept of domesticated technglege can turn to this example

of the domesticated television set noted by Sitemes. Silverstone invokes the work of
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Winnicott and, in particular, his work on transitad objects noted in chapter one, to
make the point about how important the domestictgelnology of the television set
can become to the very young: ‘The continuitiesamind and image, or voices and
music, can be easily appropriated as a comforiaaseturity’ (Silverstone, 1994: 15).
Importantly, Silverstone also acknowledges thahstamfort is not restricted to
television: ‘Many technologies, particularly comneating or informing technologies
do...have the capacity to generate a degree of...$gami attachment in a similar
way’ (1994: 15).

Indeed, studies in the area of domestication ale vanging and analyse
consumption patterns through the now traditionasés of gender, class, race and age.
Sam Moores gives an overview of such ‘critical etdmaphic research’ (Moores, 2000:
92) and the technology involved, its range spantfiegearliest home radio sets (and the
programmes broadcast) in the 1930s which ‘chimegliih everyday domestic rituals
[and]...began to weave itself skillfully into the edjtive rhythms of quotidian culture’
(Moores, 2000: 53), to the emergence of persomapaters in the early 1990s.
Technological (ICT), socially situated (Moores, R002) objects such as these, once
accepted and domesticated, more than simply fittitgthe rhythms of family life
actually change those rhythms and become factarsnitributing towards the
reinforcement of ‘home’ and security. Silverstoagain discussing television, states
that it becomes ‘a member of the family insofar.itas the focus of emotional or
cognitive energy...or providing comfort or a senssefurity’ (Silverstone, 1994: 40).
James Lull, in a 1980 case study, also creditsange technology with facilitating

familial closeness:

The man [the husband] was a hard working laboulker mearly always fell

asleep as he watched television at night. He dagdte sat in a recliner rocking
chair with his shoes off. His wife who had beetirgit on the floor in the same
room pushed herself along the floor until she wasecto his chair. She leaned
back until her head rested against his bare feesamled as she created this rare
moment of intimacy. (Lull in Moores, 2000: 24)

While the games console is still under-theorisegkgards to such domestication, its

possibilities as a transitional object and itsragts a locus of family closeness in
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general, the same basic principles that undergisettarguments for older technology
apply. The game console is, after all, also teatgothat becomes domesticated.
Because of the distinctive properties of gamesgamdes technology, however, the
possibility of it instigating such bonding is evgreaterthan with such older
technology. This distinctive property is that ohyflul interaction and ‘non- trivial

effort’ (Aarseth, 1997: 1) and the correspondingelef social interaction this
stimulates when playing with others. Such intemgctin turn, acts as a form of social
adhesive, and can contribute towards the satisfaciti some Maslovian basic needs of
safety and love and belonging.

That technology may be able to encourage suchaictien, and act as such an
adhesive, is in direct contrast to views held bysscholars, in particular some critical
theorists who argue that media technology is dreisind atomising. One of the best
known of these thinkers is Neil Postman, who diseaghe drawbacks of technology in
several publications, most notal#iynusing Ourselves to Death985) andlrechnopoly
(1992). He makes his antagonistic stance regatdictgnology very clear in the former,
allying his arguments with the central thesis ol&ls Huxley’sBrave New World'No
Big Brother is required to deprive people of treitonomy, maturity and history. As he
[Huxley] saw it, people will come to love their apgsion, to adore the technologies
that undo their capacities to think’ (Postman, 135The Western world in particular,
argued Postman, is ‘amusing itself to death’: umally absorbing output from media
or entertainment technolody:With the passing of several more years and the
subsequent development of yet more sophisticatdthtdogy, Postman’s pessimism
deepened. Of this more sophisticated, computdintdogy - the technology at the heart
of this thesis, in fact - Postman is particuladgthing, seeing it as a benefit to the ruling
elite only: ‘To what extent has computer technolbggn an advantage to the masses of
people? To steelworkers, vegetable store owneost(®an, 1992:10). It is unlikely,

then, that Postman would see the subjects of thil/s hardly members of the ruling

°1 In addition to such views being in oppositiontie theory of domestication, they also run courtdehe
thinking of those studying media fan cultures sash.isa Lewis (1992), Matt Hills (2004) and Henry
Jenkins (1992, 1996, 2006, 2008), the final of whmtes that fans are often, ‘active producers and
manipulators of meanings’ (Jenkins, 1992: 23). freikvork is referred to again in chapter five.
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elite - as being beneficiaries of computer techgpld o them, technology is a
‘dangerous enemy’ (1992: xii).

However, that modern technology, and in particthlarunique interactive
properties of computer gameanengender a high level of social bonding is supgorte
by recent work in Computer Game Studies itself.d®fo developments in game
technology and philosophi®have encouraged greater levels of social play and
subsequently there has been a developing body i within Computer Game Studies
- and by those studying the impact of computer gaimeelated fields en the various
dynamics of the phenomenon. While much of this wea& been focused on the online
aspect of social play, work has also been dondfting or what might be termed face-
to-face, social play. Child Psychologiél André Aarsand, for instance, in his study of
‘the digital divide’ - that is, the differenceskmowledge of technology between
youngest and oldest family members - notes hownpauiand grandparents exploit their
ignorance of computer game technology in order.tenter into social intercourse with
children...” (Aarsand, 2007: 19).

Appropriately enough, considering his role in idigimg key aspects of the
computer game, some of this work has also beenrtaka® by Jesper Juul. In his most
recent bookA Casual RevolutignJuul examines what games developer Simon Amor
terms ‘off-screen interaction’ (Juul, 2010:121)kdy aspect of this interaction - termed
a ‘metagame’ in an essay by games designer Ricbarfield (Dietz, 2000: 16-22), a
term Juul also adopts - is social relations betwsayers. Juul notes that multiplayer
games ‘have a wide range of undetermined sociaemprences, of meanings’ (Juul,
2010: 122), meaning that the implied key objectf/éhe game - to win - is not always
the key objective of the players. Juul notes, ‘Wha play with...influences how you
play. Playing against your boss, your partner chibd will most likely make you pause
to consider, for example, will a child cry if he gite plays badly and loses?’ (Juul,
2010: 122). Sometimes, then, games are used aarssrteenrich relations between

people. This joint use of domesticated computereggohnology to enrich and unite

%2 This explosion in social play began, arguablyhvite success of Microsoft's online console setvice
Xbox Live in the mid 2000s, and grew through the new deaplycs reached by Nintendd/dii. It
continues to grow via social networking sites sashacebook
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also resonates with several other important sogicéd ideasOne of these is Ritual
Theory, propounded by cultural anthropologist Viictarner, who developed his
theories on ritual from his studies of the ZambWatembu tribe in the 1950s (Deflem,
1991). In particular, Turner notes that in thedslstudied, certain things - objects,
activities, words, relationships, gestures or gpaitnits — (Turner, 1967b in Deflem,

1991: 5) took on a particular, symbolic importance:

The meanings of symbols are multiple, giving umbityhe morality of the social
order and the emotional needs of the individuaéfl@n, 1991: 6)

The symbols in the case of computer game playetsoacourse, the pieces of computer
game technology and behaviours (rituals) playerg ecn@ate around them.

Another - more current - thinker in the area oérattive rituals is sociologist
Randall Collins and his work on mutual focuseatrainmentAs with Turner, Collins
too notes the importance of joint activities, dual, to social groups. Such joint focus,
argues Collins, allows participants to ‘becomeangd in each other’s bodily micro-
rhythms and emotions’ (Collins, 2004: 47). Suchr@nment brings several positive
outcomes, including, ‘group solidarity; emotionakegy [EE] in the individual: a
feeling of confidence, elation, strength, enthusias (2004: 49). Communal play
around the domesticated games console may also@ergguch entrainment and

emotional energy’

Conclusion

In this chapter, | have argued that both NintemutbThe Legend of Zeldseries arrived
at a key point in the history of computer games,dbmpany capitalising on an industry
downturn to sell unique product to a predominaptiyng demographic. The impact of
Nintendo’s emphasis on the values of family anddéioiod, and th&eldaseries’
innovations, is plain to see in the interview navies excerpted in chapters four and

five. | have then discussed the properties otthmaputer game and considered the

% It must also be noted that the domesticated gawesole challenges the temporal and geographical
rigidity of Huizinga’s magic circle, suggesting fead that the boundaries are somewhat fluid or, as
computer game theorist T.L. Taylor notes ‘malleaiid porous’ (Taylor, 2012: 62), with family
members drifting in and out of play.
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work of numerous scholars in creating a definitioargue that computer games share
some traits with traditional games and turn towloek of the foremost game scholars of
the pre-digital age - Johan Huizinga and Rogeri@sit to note what these are. In
addition to identifying games’ formal propertiesrgue that the work of these thinkers
also reveals how games and play have always besarsinod to be personally and
socially enriching. Huizinga argues, for instartbat play is as important a
characteristic (facet) of man as any other, capaitaking him to ‘the heights of
beauty.’ (1955: 8) and allowing him to create ord®mething Maslow notes as an
important Being value (1962: 93). Play, says Hugaiins a special unordinary activity,
allowing groups who indulge in it, to be ‘apart étiger’ (Huizinga, 1955: 12).
Something akin to this in regard to play with madeomputer games is implied by my
interviewees, and noted in chapter four. Huizisgdiaracterisation of play as
something which ‘transcends the immediate needigedb{1955: 1) again positions

play within Maslow’s Being values, concerned ag/taee with experience beyond
hunger, thirst and other basic physical needs.

I have then argued that the second of these prgldsgholars, Roger Caillois,
while agreeing with some important points of Cadlj@lso offers some extremely
important ideas of his own. Like Huizinga, Caillba® believes that play, if it is pure
and true, is undertaken freely. | have noted @eliois also believes however, thait
all play is rule bound, something which will baugtrated in the comments from my
interviewees (and especially their play widlcarina of Timés ocarina) in chapter five. |
have drawn attention to Caillois’ identification mégotiable or meta-rules which exist
in the more nebulous conditions of play: which plaglays first and which football
team gains the prevailing wind? | argue that compgames also have such meta-rules,
and turn to the work of computer game scholar Jeljpd to note how these negotiable
rules become embedded in domestic rituals whicltoand computer game play.

Computer games are, | argue, similar to thesetioadl games because they too
involve rules and play and | again point to the kvoir Juul to illustrate this. Importantly
| also argue that computer gantifer to traditional ones in that they tell stories, and
look to the thinking of computer game scholar Batlins to illustrate exactly how:

they tell interactive tales with the players asrthe-authors. Like the prosocial effects
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and psychological benefits Huizinga and Cailliosnitify as being inherent to the
playing of traditional games, | note that benedits also gained from engaging in
computer game narrative, which performs the intéli@lly enriching role traditional
narrative has played for centuries. | also arpaé computer games differ from non
electronic ones in the playspaces they offer: hiigeal ones, unbound from the
limitations of the physical space to which tracitibgames are tethered. It is these
properties — prevalent i@carina of Timethe focus game for this thesis - which allows
gameplay, the ‘game dynamics emerging from thepiag between rules and game
geographyto flower (Egenfeldt-Nielson, Smith and Tosca, 2008L-2), inspiring
immersion and a sense of Csikszentmihalyi’s flowsrplayers. This immersion and
flow through gameplay, comports with Maslow’s copiseof cognitive need satisfaction
and peak and plateau experiences. Space is, é,atpo part of the play experience
beyond the virtual playspace of the game, as ttentdogy which facilitates the
computer game exists in the real space of the hbler=, | contend, it has become
domesticated, a comforting object which is a Idoushared activity, strengthening
social and emotional bonds between family members.

Understanding both the formal properties of the pot@r game and the social
contexts in which it is played is essential in &mpting the experiences of my
interviewees which are discussed in chapters fodrfige. | turn now to a discussion of
the methodology employed in the research which lsbtagempirically explore the

effects of playingOcarina of Time
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Chapter Three

Methodology

Introduction

This chapter will outline and discuss the methddsata collection and analysis. | open
with a discussion of the aims of the research, iwlooked to discover if and how
computer games bring their players prosocial aydhgdogical benefits. In particular, |
discuss the two strands of the methodology: a ¢ovgrplaythrough oOcarina of
Time;and face to face and email interviews with its/pta. | offer the playthrough as a
methodological tool for computer game studies, @isduss the influence it had not only
on the interview design, but also on my interpretadf interviewee responses.

The chapter is comprised of three sections. Tlsé $ection recounts the
rationale for the selection @carinaas a case study. The second section provides an
account of the research process itself. At thetlodahis section is a discussion of the
interview sample and design. The third sectiorvigies a consideration of ethical
issues, highlighting the key challenges assocwmaiddthe relatively new method of
qualitative research via ‘computer mediated comgation’ (CMC). | conclude with a

critical evaluation of the methodology.

1. Intent and Design

The aim of the research was to discover if, anghat ways, the computer game brings
its players psychological and social benefits.dswalso to clarify what these benefits
are and how they are achieved isp&cificconfiguration of the player, the social and
cultural context and the game object. The expeegmt computer game players
therefore needed to be at its heart: without theice, any findings and conclusions
would remain speculative. As stated previouslyk laicfirst-hand data is also one of the
problems identified with Maslow’s theory, and tesearch aimed to ground and

explore his hierarchy of needs in qualitative emplrresearch.
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The research was designed as a case study of dielga game and the
relationship that players had to it and its soarad cultural context. Such an approach
allowed the research to generate in-depth datadigpthe player experience. It also
allowed for digression in related areas, with tisealssion of the game acting as an
anchor, or point of reference, to which the conatos could return. Most importantly,
focusing on one single game allowed for a sustastaddardisedand detailed
investigation of if and how playing the game fu#d the psychological needs of
individuals, and the extent of its prosocial eféect

The game chosen for the study had to fulfill impattcriteria. It had to contain
all of the properties expected in a computer gaasal{scussed in chapter two). Firstly,
it had to provide a rich game world (or virtualygpace) allowing for a serious level of
interaction. A computer game without this is, atgyabarely a computer game at all
and the study aimed to analyse a higfdynicgame’* Secondly, the game had to have a
violent element to it - some element of combatifstance - as many, though not all, of
the games criticised in the negative effects litemcontain this. | considered it
necessary to confront the existing psychologiaadists in their own terms, and wanted
to avoid the accusation that | had merely seleatgdme without the kind of
combative/violent element that was often seen sporesible for negative effects.
Thirdly, the game chosen had to be a popular onehwhas widely played, and
therefore — whilst not ‘representative’ in a st&te sense - provided a good

representation of the kinds of effects that magestr gamers could be getting from their

** When computer games receive a poor critical rémepit is often because such interactive gamic
properties are not there. Even the most cursey of the critical comments appended to a ‘ten tvors
games’ list - and such lists abound on the Intemhe@tws attention to this fact: they lack gameplay.
Perhaps the most famous badly regarded game issMEAr(1982). One computer game historian,
Leonard Herman, calls it, ‘repetitive and unimagjived (1997: 76) while another, Steven L. Kent reote
that it, ‘became infamous throughout the video-gamdestry for its dull play and disappointing story
(2001: 238). Online critics are usually less polite

% PEGI (Pan European Game Information), the orgtinisaesponsible for the certification of computer
games in Europe has given all version®agfrina of Timea ‘12’ rating, and makes the following
recommendation: The content of this game is swéthd persons aged 12 years and over dnly.
contains:Non realistic looking violence towards human clhtees.
http://www.pegi.info/en/index/global_id/505/?seaBtting=ocarina+of+time&agecategories=&genre=&0
rganisations=&platforms=&countries=&submit=SearastehresultsThe comments of North America’s
equivalent organisation (the Entertainment SoftwRaiings Board), give a more detailed breakdown of
the re-release@carinds contentious content: ‘Animated Blood; Fantasglence; Suggestive Themes'.
http://www.esrb.org/ratings/search.jsp?title=ocafiof+time&fromHome=fromHome
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experiencé®

The game that was chosen - according to theseiaritevasThe Legend of
Zelda: Ocarina of Timelt is highly gamic, demands violent actions frime player
character (the first thing the player must domslfa sword), and is old enough to have
gathered a wide-ranging fanbase. It also retacengemporary sensibility and
popularity; something highlighted by how little ibfvas updated for its 2011 3D release
and how well it has sold.While chapter two discusses some popular critic@émhe
game, it is also worth noting here that bothZl&laseries in general, arf@carina of
Timein particular, has recently (Summer 2011) reak@reat deal of critical
consideration. This is due not only@zarinds 3D release, but to the series reaching its
twenty-fifth anniversary. The magaziriRetro Gamerfor example dedicated their July
2011 edition to a celebration déldaandOcaring, introducing an article on the latter
with the comment, ‘Retro Gamer takes a look badck@game many people consider
the pinnacle of the mediumRetro Gamer#0: 25).

In addition,Ocarinawas selected over and above a multiplayer gamexelinas
already been a significant amount of sociologicatkndone on multiplayer games,
especially Massively Multiplayer Online Role Plagi@ames (MMORPGSs) and this has
grown exponentially throughout the period of thee@cH and continues apaéeThe
reason for this is clear: the multiplayer gameblisdemands social interactions,
making it a rich area for sociological exploratidime single player game, on the other

hand, remains - with some notable exceptf8rsinder-theorised. It has been

% Choosing a very new game to use as a focus, hayeas not an especially viable option: a new game
gives critical reputation - one yardstick by whiohmeasure game quality - insufficient time to aecr
and also allows little time to grow a fanbase fr@hich to choose an interview sample.

Nintendo’s financial report for December 2011 naieat the3DSversion ofOcarina of Time
(Nintendo, 2011) had sold 2.59 million copies. titpww.nintendo.co.jp/ir/pdf/2012/120127e.pdf

% T L. Taylor's,Play Between World€006) and Mark MeadowsAvatar (2007) are especially
interesting published examples of such work. Thimér provides an in-depth account of a single
MMORPG Everquestcommunity, both within and without the game, ldtter a consideration of player
identity within several online worlds.

% The success of MMORPG®Vorld of Warcraft(Blizzard Entertainment, 2004) seems to have etkan
appetite for, and accelerated the growth of , suatk, as the following recent examples - both pahsid
in 2010 - attestMy Life as a Night EIf Priest: An Anthropologicat@unt of World of WarcrafB.A.
Nardie), andVarcraft Civilizations(W.S. Bainbridge).

190 These exceptions include works by Barry AtkinsO@)) Jesper Juul (2005; 2010) and Graeme
Kirkpatrick (2011).
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neglected, sociologically because of the geneesbumedack of social interactions
around it. | am redressing this imbalance by talkimgpcessarily social psychological
approach to the single player game and by expldhagomesticatedjame playing

experience in its specific social and cultural exit

1.1Method One: Cognitive Playthrough

| adopted a two-staged methodology with which tplese the player experience of
Ocarina The first aspect of the methodology was whatrhta ‘cognitive playthrough’
and which, I suggest, could be a valuable methapicdbtool for computer game
studies more widely. This method was devised agppa@ting beam to the second
aspect of the methodology: qualitative interviews.

The ‘cognitive playthrough’ of the game, undertakgrmyself, aimed to
provide a consideration of how the game’s virtymlce is negotiated by the player. As
noted in chapter two, part of the distinctivenelsgames is precisely that they are
played.lt was therefore important to design a tool thatlda@apture how the experience
of playing the game feels to the players: how thelenges that lead to flow and
immersion, how thgameplay ‘the game dynamics emerging from the interplay
between rules and game geography’ is experiencgtichfind (Egenfeldt-Nielson, Smith
and Tosca, 2008: 102)’, Indeed, this is the only W@t an understanding teel - ‘the
tactile, kinesthetic sense of manipulating a viralgect’ (Swink, 2008: xiii) - can be
gained.

The objective of the playthrough was to aid thegtesf the interview questions
to help better capture this aspect of the playpesg&nce, and it also played a role in
helping to understand player responddse notion of the cognitive playthrough was
inspired by cognitivevalkthroughswhich originate in the field of Human Computer
Interaction™, or HCI, a field and term ‘only in widespread ws#ece the early 1980s’
(Dix, 2004: 3), but influenced by the study of engmics and ICT from the 1940s

101 Game designer Steve Swink, whose definition ofrfgdeel’ is described in the body text, elaborates
on his definition, and allies it to this field bgferring to feel as,’...a kind of “virtual sensatiom’

blending of the visual, aural and tactile. In shibiis one of the most powerful properties of hama
computer interaction’ (Swink: xiii).
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onwards. A walkthrough’s aim is to test if a congyytrogram or system works as it is
meant to for a typical user and is undertaken byex who creates various inputs and
notes the results. For most computer programgjgbeis testing for smoothness, or
ease of use, with a well designed program notratiay progress, or making the user
feel overwhelmed by the technology. In the wordslGfl expert, Ben Shneiderman,
‘Effective systems generate positive feelings aicgss, competence, mastery and
clarity. The users...can predict what will happemdsponse to each of their actions’
(1998: 10). For a game, however, while the badicples of the approach remain, the
aim differs as games must - to a certain extenistfate progress, inspiring the search
for solutions (or resolution) in its users, or [Ees/

The playthrough had a rather protracted gestatoiog, with several ideas
outside of HCI considered. These included a forroanitent analysis originated by
computer game scholars Mia Consalvo and NatharoBtittn which it is suggested
that games can be treated as texts and a versiwhatfthey termed a ‘Gameplay Log’
was utilised for the playthrough. Also influentwehs computer game theorist lan
Bogost’s concept dinit Operationsdiscussed in his book of the same name. In it,
Bogost suggests that games (their spaces, thdemprcan be viewed as being
comprised of a series of interlocking units omfgex, unit driven networks’ (2006: 8).
This work in particular helped in thinking of teraplas units in a larger system and also
influenced the notions of ‘thought junctions’ arhavioural memory of objects’
outlined below.

At the heart of the playthrough method is an attetmmpote the type and number
of choices available to the player as they travereglayspace. These choices range
from the more obvious, such as direction (whenremdea room with two exits, for
example) or options in a dialogue tree, to slighgls obvious instances of choice.
Specifically, these more obscure, or less consgiagtances concern weapons to use
during enemy encounters and actions in relaticheaegotiation or manipulation of

environmental objects (such as walls, ladders,g@pel levers in the dungeon) and

192 Their paper, ‘game analysis: Developing a Methogiaial Toolkit for the Qualitative Study of Games
was published in the first issue of the sixth votuofiGamestudiesDecember 2006 (the first online
journal for the study of computer games).
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personal items (catapult, boomerang, potions b&td by the player’s character, Link.

While a loose, informal playthrough (producing giaotes on geography,
topography, narrative, characters, puzzles, acdjitieens etc.) was undertaken for the
entire game, a single one of the game’s templedéas focused on for the main,
formalised task, witlDcarinds final regular example (the Spirit Temple) chasEne
reason for choosing a temple is simple: they cantast features of the game as a
whole, but in a compact, condensed form, allowongaf focused analysis. The reason
for choosing the final temple in particular is besa of its richness: on the whole,
temples become increasingly advancedefdagames - with the games’ producers
increasing the complexity of all previous designd thus placing demands on the
player to use all skills and knowledge gained tlansThe Spirit Temple is further
interesting because it needs to be accessed bydhilthLink’ and ‘adult Link™* to be
successfully completed. It should also be stated that the playthrough method was
also crucial for the exploration of Maslow’s thexs; with the supposition that some
Maslovian needs can find satisfaction in the prea#ghe navigation, particularly those
allied to work, visual beauty and cognitive actjvit

The cognitive playthrough generated four mainifigd that helped to shape
interview questions and the interpretation of ptagsponses. Firstly, the player
experiences ‘mental busyness’ during play. Theeedenstant ‘buzz’ of cognitive
activity in the negotiation of dunge@hayspace The buzz is louder at some times
compared to others - for example in the solving dfscreet puzzle at one end of the
scale and choosing a turning direction for Linkregt other - but it is always audible.
This mental busyness may be thought of in terntsspen Aarseth’s concept of ‘non-
trivial effort’ (Aarseth, 1997: 1), noted in chapte/o, and the concept of working

memory, which | will discuss in chapter five.

193 \While ostensibly a gameplay mechanic - the chiliklcan access small crawlspaces, for example- |
believed that being made to use both a child arabait avatar may have brought a consideration of
issues and themes related to childhood and adultiem several of the interviewees, the game did ha
this effect, with Phil providing a particularly uxgected reflection: ‘I'm fascinated by the idegpebple
who had to go off and fight in wars, you know as @randdad did and stuff like that. And the ided tha
you get these people — quite often they're yourgythry have their innocence totally destroyed. Arat
came through to me @carina of Time that when he’d [Link] had that adventure and &me back to
being a child, he wasn't really a child any more.lithd his innocence taken away’ (Phil: 16).
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Secondly, the player experiences ‘thought juncticaserm for the moments in
the negotiation of space where choices are requliteel term ‘thought junctions’ is
more suitable than simply ‘choice’, as it highliglthat the player experiences many
instances of not especially obvious choices, besaegarding negotiation of space
where the selections are seemingly intuitive angl ntd be consciously recognised as
such. Thirdly, the player retains a memory of otgelsehavioural properties. In order to
progress effectively, the player has an awareniesbjects’ properties - say, of one type
of stone over another (one can be pushed, anadin@ot) - and these memories may
stem from much earlier point in the gafffe-ourthly, the player sustains a mental
topography. There is a constant awareness - witlebertence to the map - of the overall
negotiable space of the dungeon. There is alsoesmeas of dungeon and overall game
objectives, and story. While this awareness isnodtiea secondary level, with immediate
matters of negotiation maintaining precedencses, aways there.

The playthrough was part of a two-staged methodglthge results of which helped
to structure the rest of the research process esatipnalising some of the concepts in
the study. An example of this process of turningagpts into tools can be seen in the
case of the cognitive needs. Here it is operatisedlas challenge and characterised as a
combination of these four concepts. This enabledagmin focus on what those
challenges are and what they feel like to playeosy in the process of responding to
them, for example, flow (‘...the state in which pemple so involved in an activity that
nothing else seems to matter’ (Csikszentmihaly@2®)) is experienced. The fruits of
this playthrough informed not only the interviewsdg, but also the discussions in
chapter five. For illustrative purposes, an excéqn the playthrough - the full text of

which runs to over 17, 000 words - comprises append

194 This awareness of objects’ properties and otheasaof the game resonates with lan Bogost's concept
of Unit Operationsdiscussed in his book of the same name. In itoBbguggests that games (their
spaces, their content) can be viewed as being dsetpof a series of interlocking units or ‘complanrit
driven networks’ (2006: 8).
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1.2 Method Two: Interviews

In depth qualitative interviews, both electroniddace-to-face, were employed
alongside the playthrough in order to access thgestive experiences @carina’s
players. The computer game is a complex form acmhaersation with its audience is
central to gaining an understanding of it. Thet fo@nsideration was how to generate a
sample oZeldaplayers with which in-depth interviews could bendacted.

Historically, playing console AAGs - of whiceldais an example - and, the
closely related, RPGs has, as noted above, labgely designed as (and viewed’gs
a solitary pursuit®. Even in the current gaming climate, with the mawvenass online
connectivity, in the case of AAGs and RPGs, ganessgthed for the single player still
dominaté”. Indeed, of all fourteen of thigeldatitles released to datéonly four of
them offer any sort of in-built multiplayer exparee and only one of those offers it as
anything other than an added extfacarina of Timds, in design at leasta solo
game. This meant that there was not an organisega@r club oZeldaplayers to be
contacted. However, althoug@eldaplayers did not appear to gather together publicly
in physical space, they do congregate in cyberspaeee there are forums, or message
boards, on dedicatedkldawebsites. My first strategy for generating a sanvphs,

therefore, to use the internet.

105 As will be seen in the following chapters, in adtfact, this was often not the case, with sindésyer
games played co-operatively with others, usualilyifamembers and friends.

1% The earliest console adventure game is, apprefyiahough, generally considered to be Warren
Robinett’'sAdventurefor Atari’'s VCSconsole. This is single player only. The AAGs &MIGs released
for consoles up to and including the generatiohastt hardware foDcarinawere also almost exclusively
designed for solo play. For instance, from of altof fifty-one such titles released for NintendSNES
only one,Secret of MandSquare, 1993), allows for multiplayer, while thimtendo 64, Ocarina of
Timés original host platform, only has only tw&auntlet LegendéAtari Games, 1998) arfdokemon
Stadium(Nintendo, 2000).

% There were eight RPGs scheduled for UK releasieegime this research was being designed (April -
May 2008). Only one of theséhe World Ends with Yo{Nintendo, 2008), for thilintendo DS has a
multiplayer element and this is for a small portafrthe game — known as a ‘minigame’ - only. At the
time of this chapter’s first update (May-June 201l¢ situation remained much the same with thg onl
game in the top ten retail chart which could begifeed as an RPG, Rockstat’d Noir (2011), being
single player.

198 June 2011.

19 The four games are, in order of releaséink to the Past and Four Sworisintendo, 2002)Four
Swords AdventurgdNintendo, 2004)The Phantom HourglagNintendo, 2007) an8pirit Tracks
(Nintendo, 2009). The second of these is the otiglly multiplayer game
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This kind of research is relatively novel, someghioted by Christine Hine:
‘...there is considerable anxiety about just howetasting tried and tested methods are
appropriate for technologically mediated interaw$iq2005: 1}*°. In substantial
mitigation, though, Hine also notes the richnesthefinternet for social interactions
and the need for researchers to try and find a oeth harvesting them.

It was clear from the outset that the most popdlarea of the Internet should be
chosen as the first point of contact: this woulteghe research not only reach, but also,
it was presumed, diversity. While awareness d@drimgtZeldagroups had been gathered
through general World Wide Web (henceforward, synfweb’) browsing, there was
also awareness that the Web was nobttig place where such groups may have existed
and so research was undertaken to see where elsmtpht be and if and how their
populations equalled that of the Web.

At the time of the early research design in 2008pagle search revealed
what appeared to be the most popdeldaUsenet group to have 33 members as
opposed to over 16,000 of what appeared to beatijedZeldawebsite!'* Listerv had
even less, with not a singkeldagroup in existence in 2008. The web, then, alaby

the most populated area was chosen.

"% The greater growth of the Internet since 2000 ctviait the time of the research design in 2008 imas,

Europe, over 263%, eliminates some of the probleotsd by Mann and Stewart, problems best
summarised as ‘the unrepresentativeness of cumarhet access.’(2000: 31). The growth figure$ hai
from Internet World Stats (http://www.internetwastdts.com/stats.htm) which are compiled ‘from data
published by Nielsen//NetRatings’ (http://www.nighsnetratings.com). It is also worth noting that
British Government statistics show that in 2007%6df all UK households had Internet access:
www.statistics.gov.uk

11 Google was chosen for this search because it médhsemnains the most popular search engine with the
widest search. Google was listed as the most ppf@arch Engine by several sources at the timieeof t
research design. These sources included NeilsamrfiNegs and Internet information provider, Comstore
The latter shows Google to have received 61.6% €fsearches in April 2008. The next most popular
was Yahoo, which, in the same period, only receR@d%.
(http://www.comscore.com/press/release.asp?pre88F2 his bias towards Google is even more
pronounced in the UK, with figures from the datdexdion service Hitwise showing the Search Engine
to have to have a 73.9% share of searches, agairgdipril 2008.
http://www.hitwise.co.uk/datacenter/searchenginbaisphp

2 As at 229 May 2008, the dedicateteldawebsite, Legend of Zelda.com (www.legendofzelda)co
listed 16,514 members. At the exact time of acqéds29 pm) 48 of these members were active on the
site. At the same time, a search for the highesthar of members in a dedicatédldaUsenet group,
(alt.games.nintendo.zelda) totalled 33 and thesigtest was dated 26 March. Furthermore, only tivo o
the ten latest ‘topic summaries’ weteldarelated.
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As figures published by Internet market-share ataliletcraft show, the
number of websites has grown exponentially ovetdbefew years, from 50 million
sites in 2004 to over 165 million in April 2088Specifically regarding this research, a
Google searctt revealed that there were ‘around 12,400,000’ websElating ta'he
Legend of Zeldarhe community aspect of the web deemed relemrthfs project was
‘forums’, dedicated sets of pages within Websites,tlike the Usenet and Listserv
postings they superseded, allow for discussiormgfumber of topics.

Finding a population to study within the web, hoeewas far from
straightforward. Two initial questions arose, naméflow manyLegend of Zeldaveb
sites are there?’ and ‘Which of these is the mopufar?’ It was important to access as
manyZeldaandOcarinaenthusiasts as possible. For, while the reseaashalways
intended to be qualitative rather than quantitativensidered that the 18-36 age range
(at that time, the largest sector of the adult m8nkould bring a richly textured
expanse of data. Accessing a website with a lanpelption seemed the best way of
gaining a diverse sample without spreading thearebeacrossall Zeldawebsites,
leading to unwieldy results. Targeting a large camity also seemed the best way of
budgeting for any respondent apathy; a low proportif a large population would still,
hopefully, be sizeable.

An immediate and obvious solution to determiningudarity was in simply
accepting the first site listed by the most popakarch engine, which, at the time of
writing, was Google. This initial solution, howeygras based on an assumption that
search engines rank according to popularity. Thegybdt by the popularity (or
frequency) of what is known aschor textrather than by how often the website has
been visited. Anchor text is the ‘clickable’ text a webpage, such as
www.legendofzelda.com but it could just as easdyNumber One Zelda Site’. A
Webmaster - the title given to individuals who @ierWebsites - need only ensure that
this anchor text appears as often as possiblesrestih other areas of the web or on his

own site, to be assured of a high placing. In JgnR@07, owners of Google took steps

13t is acknowledged here, however, that searchnesginay not give totally reliable results and this
discussed later in the body text.
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to prevent the abuse of this technique, known asgeqor Link) Bombing*, but
historically anti-hacking measures do not staylate long, and already more Google
Bombs have appearéd.Also, while it would seem reasonable to assumernttuest
attempts to manipulate search engine rankingmatesicommercial sector (or sites
heavily subsidised by advertising), the possibiiitst non-profit fan sites may do so,
either to suggest status or to simply attract m@#ors, cannot be dismissed.

Even if all Search Engines were not open to suditipaing, and the other most
popular -Yahoo! AltavistaandHotbot- search engines all once allowed Link Bombing,
then other, more accepted methods are availaldeeth the science of Search Engine
Optimisation, as it is known, has spawned a bodttfahow-to’ guides'® Using Search
Engines to find the most popular sites then, weasdd. However | contend that this
flawed method was still the best, as the otherpgassible avenues for searching were
even more hamstrung. The first alternative wasse‘metasearchengines’. These
engines (the best known perhaps bddogpile) combine the results of several (in the
case ofDogpile, eight) others to give overall rankings. The peoblhere is, of course,
that this method will still include results fromgsibly manipulated engines. The
second, and final, alternative was to search sp&aitabases (such aAshens, but
these are heavily weighted towards the academic¢rasdvould not have unearthed the
actual players of the game that were needed.

Based on an assumption that moskdaWebmasters would not have attempted
to manipulate Search Engines, the following methddle flawed, was decided upon as
the best way forward: to use the predeterminedcthgarm of The Legend of Zelda
Fansite’ on the most popular search engines and-ergjines on the web and to then
access all sites appearing on each engine’s éisstits page. These sites were then to be
subjected to a first sift and all those withoubeum/message board were to be

discarded. The remaining sites would be submittea gecond, final, sift and the site

114

Google announced the changes on their Weblog|ém) Bh January 2007.
http://googleWebmastercentral.blogspot.com/200giditk-word-about-googlebombs.html

> One of the most discussed Google Bombs at thedfrttee research design was from January 2008
and involves linking to the Church of Scientologie details are discussed here:
http://blogoscoped.com/archive/2008-01-29-n23.html

M8 For instance, a search of online bookstore, Amaasimg the acronym SEO, revealed 333 results in
May 2008. At the time of this chapter’s revisiomMay 2011, it had increased to a staggering 15, 08
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with the most members - those who had signed wigeahe forums - would be chosen
from which to draw the sampl&! As will be discussed in a little more detail beJow
threeZeldasites were finally decided upon, and these weetegendofzelda.caqm
Legends PlacandZelda Universe

Much of the methods literature notes the need ¢otiae access to the
population via ‘gatekeepers’ (Robson, 1993: 29@])ividuals who ‘exercise
institutional authority to permit or deny’ it (Deswmmbe, 2002: 71). The gatekeeper in
this case is a ‘Webmaster’, the person respongbleinning a website. Whether their
permission is actually needed, however, is debataisually fan-website forums -
unlike those maintained by institutions such a®etshand universities- are easily
accessed by anyone and in practical terms at ksa&sheed for permission is
unnecessary. In order to be as transparent aspoabiout the research, however, it was
decided that a request for permission, outlinirggghrpose of the research would be
sent to the Webmaster. If the Webmaster grantedipsion, a similar outline and
request for respondents was then to be postee@ifotbm, again making the purpose of
the research as transparent as possible. All thhsestated an interest and whose
interest was relevaiit were to be sent more details and - if still ins¢ed in
participating - arrangements made

Mann and Stewart (2000) note earlier successes@Wt@ interviews and this
precedent encouraged a move towards what was glaegadttractive option. It was
difficult to predict how many stages this interviawwuld have, however. It was possible
that there would be only one, but this was unlikedysome responses would no doubt

benefit from clarification or follow up questioriswas, therefore, also difficult to

" One other possibility did suggest itself, but wiasegarded. This was to follow the above methad fo

the first stage and then follow up afgldalinks within the sites, thus minimising the usesefirch
engines. However, links to other sites are mostinofftased on friendship or reciprocal advertising
between Webmasters. As such, this may not havedgemore reliable a method than using search
engines. Even those websites that provided a &oplisting may have used dubious or vague ranking
methods.

18 Those, for instance, who nam@darinaas their favourite instalment @elda or those who claimed
to play it regularly.

19 35uch arrangements were usually made over theeofiseveral emails and to reprint them all here, o
as an appendix, would be a little wordy as welk guspected, as rather tedious for the readesioGdly,
though, full details of all correspondence are lalde if needed. The interview questions comprised
final batch of mails.
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predict an accurate time span for the interviewgha would, to a large extent, be
dependent on the interviewees’ speed of respodeelly, though, the whole CMC
interview process would be fairly condensed, asreentrated period would best
maintain interest and momentum for the interviewé&eany case, before the interviews
began, an informed consent form would be sent ymd by the participant. The email
guestions also formed the basis of the FTF intarsiand a discussion of these
questions forms appendix 6.

Only two minor drawbacks to this electronic apptoawmse. The first of these
was that CMC interviews lack non-verbal informatammd other cues indicated by tone
of voice and so forth. However, as noted by quialitaresearch scholar Jennifer Mason,
even records of FTF interviews, with every precautaken to try and record
everything, are still incomplete: ‘a transcriptisralways partial partly because it is an
inaccurate record of non-verbal aspects of theaot®n... and also because judgments
are made...about which verbal utterances to turntexbtand how to do it. For some
verbal utterances there are simply no written tedimns!” (2002: 77). This drawback
clearly involves a question of how to interpretp@sses. This issue, however, is always
present for the researcher, whether the intervea@sCMC or FTF. The second
drawback was that the time available to the respotsd- noted below as an advantage -
may have encouraged interviewees to overly crafivars, rather than produce more
spontaneous and, perhaps, more honest responses.

Despite these minor disadvantages, there were,Jewdree significant
advantages to using this method. The first washdéith the inevitable time pressures
associated with FTF interviews removed, time cdddpent following up on points
made. Similarly, this method gifted thinking tintethe interviewees, with responses
carefully thought through and worded. A second &eéyantage was reach. With the
Internet, the practical difficulties associatedh\HTF interviews were avoided and
international boundaries posed no problems. A ththdantage was the accuracy of the

record, with no possibility of the interview beiimgorrectly transcribed?

?° There are a number of reasons which may causeastiithg, but the most obvious would be poor

sound quality and unintelligible comments.
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Alongside CMC, | employed a second approach - milgnas a back up
measure if the Internet failed to provide enougipomdents. This involved contacting
potential interviewees via a ‘real world’ appeaheTmost obvious - and effective - way
to do this was via leaflets and posters placegéatislist computer game retailers such
asGame GamestatiorandGrainger Game¥'. | also leafleted a local cybercaf€€GZ

An image of the leaflet is provided as an appefappendix 3).

2: The Proces¥?

The most populaZeldawebsite at the time of the first web search was
thelegendofzelda.com and so the webmaster wasatedtaand the first post madé.

It became clear after a short time that this welsibne was not going to garner the
number of respondents requitéand so the second and third most popular sites wer
contacted Legends PlacandZelda UniverseNo response canieom Legends Place
but several came fro@elda UniverseThere was a piece of fortune from the latter, as
one of those interested in being interviewed - Mltegh whose narrative features in
chapters four and five, - also held a positionuwharity and respect within the
community and arranged for the initial post regugsinterviewees to be moved into a

more populated area. She also posted a commemdfharging members to respoftl.

2! Unlike the other retailer§rainger Gamess a chain serving only the North-East of England this

is perhaps an appropriate point to note that workmitments and, to a lesser extent, cost, limited
possible travel distances, but Newcastle-Upon-Tgrmaty close to home, was seen as offering a good
demographic mix: it is a large city with a popubatiof over a quarter million
(http://lwww.statistics.gov.uk/census2001/pyramidghs/00cj.asp), two universities and many computer
game stores. There was also awareness that resotowered to a certain extent by CMC.

122 The process discussed here is for the empiricsioseonly, the process for the playthrough having
been discussed earlier.

123 Al initial emails and forum posts - to webmastarsl potential interviewees, including those
regardingCGZ - are provided as an appendix, appendix 2

124 The date of this web crawl and email to the welteragas July 28 2008. When, by August 5th, no
response was forthcoming, another email was seting the intention to make an initial forum pest
requesting volunteers for interview. On Augu¥tthe webmaster responded, giving his blessingyto m
use of the forums.

12> There were a total of eight responses from thelégizelda.com. Two of the respondents were under
the age of eighteen, and so could not be usedij\andropped out before the interview process prope
began, leaving only one who remained for the futktiiview process.

126 Michelle’s email is printed here, verbatim:
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It was a result of this respondent’s help that mmoeanbers volunteered themselves for
interview. In the event, all but one of the five CNhterviewees were recruited through
this websité? Michelle, then, can be seen as an unofficial, amekpected, form of
gatekeeper, one who, while not granting accesadas snabledmootheraccess, and
encouraged response, by legitimising my request.fa¥ith Michelle's support and the
high number of forum members at this site, thélgtiited number of responses was a
surprise. The consequence of this was the realis#tat real world recruitment was
necessary and so what was originally envisagedcastangency measure became a
somewhat essential one.

The recruitment method of leafleting - once planasa failsafe - proved to be
the most successful, in terms of numbers. It becapparent after several weeks that
the Internet would not prove to be as rich a soarggso leafleting was undertaken. As
planned, in addition to computer game retail&arte GamestatiorandGrainger
Game$, CGZ one multimedia stordHMV), two comic book shop$6rbidden Planet
andTravelin” Man) and the Student Union buildings of the city’'s tu@versities
(NewcastleandNorthumbrig were also targeted. When possible, permissian tte
store managers®- or acting managers - was sought and when peoniseas
granted®, twenty leaflets were left. The decision to targfedps additional to computer
game ones resulted from my belief that computeregplayers may also be interested in
other aspects of popular, or media, culture, somgtupported by recent studies of fan
cultures’®
Most CMC interviews were held over three to foucleg of emails, while each

FTF interviews lasted between sixty and ninety n@suThe interview questions were

I made another thread on zu asking for peoplestp you out. Your first thread got thrown into
the ‘advertising’ section (where no one ever gésl:thought you deserve more respect and
help than that, so | (as a well-respected long-timeenber) thought that people may take it more
seriously coming from me.

127 The exception is Mike, who was recruited from Ledgfzelda.com.

128 These managers were the ‘Gatekeepers’ in theafahis method, though as discussed earlier in the
body text, formal gatekeeper procedures were rneted into.

129\While only one store refused permission outrighting reasons of policy, others, though agreeing,
seemed reticent. Ultimately, all FTF intervieweas dne hailed from th€ravellin’ Man comic shop. The
exception, Sam, responded to a leaflet collectanh £GZ

130 The work of Henry Jenkins, in particular, inspimaeth a belief, especially his bodigns, Bloggers,
and gamers: Essays on Participatory CultilYU Press, 2006).
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created for the CMC interviews first, and whilegblily adapted to the rhythms of
conversation, they remained much the same for fikedhes. In terms of ordering, and
following Robson’s note that ‘...research has naldte suggested any general rules to
order questions, beyond the suggestion that gegaeesitions should precede specific
questions.’ (1993: 249), personal questions wekedasrst, (which also followed
Robson’s advice that ‘initial questions should beyeand interesting’ (1993: 250)).
These were followed by questions on early memaie®mputer games, questions
regarding th&Zeldaseries generally, and then questions regar@icayina of Time

itself.

As to the form of questions, all of them - excegtihose requesting basic
personal data — wempenand fell into one of the following of Bertrand aHdghes’
categories: ‘reasons why questions’, ‘opinions/galquestions’ and ‘feeling/behaviour
questions’ (Bertrand and Hughes, 2005: 73). In fogithe questions there was an
awareness of the need to be sensitive to certa@riar For instance, in order to gather
information on the relevant areas, specific questizeeded to be asked but it was also
necessity to avoiduggestingnswers or, to quote Kim Schroder, to ‘watch legair
loading’ questions (Schrodet al, 2003: 262). To this end, what might be classed a
Maslovian keywords such &sppiness, achievement, satisfactamfulfilmentwere
avoided. There was also a need to make the questasily accessible by using the
plainest language possible. While appendix 6 costall of the first phasg questions,
it is worthwhile noting a small sample of them hexdeng with explanations of the
thinking which informed them. These questions drpat of a sequence regarding
Ocarinaitself:

Okay, I'd now like to start talking abo@carina of Timen particular.

» Can you talk me through your early relationshiphwiitis particular game —
when and how did you first discover it, at what age what were your first
impressions of it?

131 Subsequent questions were formed on the basislividual interviewees’ answers to these first ghas
questions. FTF interviews of course differed froMCinterviews in that questions were immediately
followed up during this first phase.
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This is an attempt to uncover the contexOafrinain interviewees’ lives. In particular,
| was interested in how they discovered the ganhether it was, for instance,
recommended by a friend, brother or parent. Whihaes of the thinking behind this was
to ease interviewees into more specific questibasetwas also a desire to determine if
there was a common age of discovery and if so, wiagtbe inferred from it. If for
instance, the game was discovered at a younglagejdsues regarding childhood - or
childlike tendencies (linking to not only Masloviireme of spontaneity but also those
in the literature of developmental psychology) vebbe there to explore. The question
regarding first impressions was designed to prdantptviewees to think about the game
anew: to identify what they saw as its initial aplp@nd, if they saw it in such terms, its
singularity. This question was underpinned by thiglof Maslovian higher values -

such as aliveness, uniqueness and playfulness.

* When you start a new game, how do you name yaf filo you, for
instance, use you own name or another. Can yowaiexggasons for your
choice?

These questions specifically relate to role-pldgntity and views of games as either
ludic or narrative based experiences, as discuasgthpter two. The thinking was, for
instance, that if interviewees use a role-neuéta¢l for their file (such as something
purely numericalFilel, for instance) then this could be an indicatothef game being a
purely instrumental, procedural experience for thetmereas if they used Link, or their
own name, then it may be understood as a narriasised experience, with, perhaps a
deeper meaning being attached to the play. ThedViasi notion of self-esteem,
Bettelheim’s theory of the fairy tale, and the patof immersion underpin these

questions.

* | think we've established from our earlier, init@ntact that you've played
this game more than once. Here, I'd like you tbrted, if you can, how
many times you've played the game and what it @iathe game that makes
you return to it.
Here | believed that something of significance wealse gleaned from how often

Ocarinais replayed: namely that the interviewees wantegkperience again the
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satisfactions that were gained through its playatMaslow noted, ‘Man is a
perpetually wanting animal’ (1943: 371). This qumstwvas also designed to raise
interviewees’ consciousness of the game’s appedhey would be able to articulate
their understanding of why they keep replayin@gtermining this appeal is, of course,
a key element of this research, so most of thevielig questions in this section were

designed to focus further on this.

* When you play the game, are you able to concerfuly®

This question clearly concerns immersion and ithagsefully been phrased without
being ‘leading’. It was hoped that interviewees Woexpand considerably on this point,
noting what it was that disturbed their concentratr, conversely, what they thought it

was about the game that maintained their concémtrat

* Do you have a favourite part or favouniarts of the game? If you do,
please tell me what/where they are and, if you plgse explain what it is
that makes them so popular with you. Similarlyati don’t have favourite
sections, are you able to tell me why this is thee@

I'd now like to start focussing in more on certparticular aspects of the game.

* Do you have a favourite part of the overworld?dtiyhave, I'd very much
like your thoughts on it — can you say what yoe ldbout it so much? You
might like to think about the feelings you expedenvhen playing through
this section or the particular actions you induga@nything else that comes
to mind?

* Do you have a favourite dungeon? Again, if you hddevery much like
your thoughts and feelings on it. Can you say wy §ke it so much?

* What are your thoughts dbcarinas story? I'd like you to think about the
part it plays in your playing experience.

» Can you describe how you feel on ‘completion’? Bynpletion | don’t
necessarily mean the whole game. | mean it to tefeompletion of a
dungeon, a particular segment of the gamtine game as a whole.

All of these final questions of the section areeibdd to both Maslovian themes and the

cognitive playthrough. lIdeas of beauty, the preseristory elements, notions of
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busyness, challenge, cognitive need satisfactimtice, order and completion underpin
these questions and it was hoped they would openwipe discussion of these themes.
While, for obvious reasons, the accurate recordirgmail responses did not pose any

problems, the FTF interviews were recorded witlaaalogue recorder. The tapes were

stored as encrypted files on my home PC. The ierprocess extended over a six

month period. The first CMC interview occurred cep&mber % 2008, and the last,
October §' 2008. The interviewees ranged in age from 18 toAB®f the CMC

interviewees were from outside of the United Kingddwo from the United States, one

from Canada; one from Norway and one from Austrdltee FTF interviewees all

hailed from the North East of England, being bard/ar resident there and all but

three of the interviewees were students. Intervieere conducted with individuals,

except in the case of Dean and his partner, LeblEygOcarinaplayers, who were

interviewed together. While a fuller, schematignsnary of interviewees comprises

appendix 5, the table below features the core indion:

Interviewee Age | Location Occupation | Form of First | Interview Date of First | First and Last
Name and Contact type Contact Dates of Interview
Gender
Alan (M) 23 Newcastle Student Leaflet FTF 20/12/08 21/01/09
Andrew (M) 19 Newcastle Student Leaflet FTF 17/09/08 18/09/11
Colin (M) 22 Sunderland Student Leaflet FTF 20/09/08 30/09/08
Daniel (M) 20 Newcastle Studen Leafle: FTF 02/11/0¢ 11/11/0¢
Dean (M) 22 Durham Student Leaflet FTF 15/01/09 11/02/09
Dom (M) 27 Oslo Student Internet CMC 4/09/08 14/09/08
(Norway 20/09/08
James (M) 18 | Mississippi Waiter Internet CMC 02/09/08 04/09/08
(US) 14/09/08
Lee (M) 18 Newcastle Student Leaflet FTF 01/03/0 25/03/09
Lesley (F) 24 Durham Student Leaflet FTF 15/01/09 11/02/09
Michelle (F) 24 Ohio (US) Radio DJ Internet CcMC 02/09/08 12/09/08
15/09/08
Mike (M) 19 Alberta Student Internet CMC 06/09/08 24/09/08
(Canada) 08/10/08
Phil (M) 33 Newcastle Publishing Leaflet FTF 13/09/08 23/09/08
Sam (M) 18 Gateshead Student Leaflet FTF 308L0/0 18/11/08
Tim (M) 18 Perth Student Internet CMC 03/09/08 03/10/08
(Australia) 09/10/08

Table 1: Interviewee Details

It is clear from the table above that the sampleegated was in no way representative

of the population at large, or the populatiorOmfarinaplayers; the age-range was

narrow, the gender mainly male and most were stsdelowever, lack of

representativeness is not an issue in this reseasdts key purpose is not to generalise
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but to explore gameubjectivities allowing the prosocial, positive benefits of gami

to gain a voice. In the words of Mason, a samph ss this *...is meaningful
theoretically because it builds in certain chanasties or criteria which help to develop
and test’ the theory that computer gaming can Ipawsocial and psychologically
beneficial effects (Mason, 2002: 93-94).

The data generated by the interviews was subjéctadhematic content
analysis. An effort was made to tease out as maanings as possible and this was
done by firstly finding grounded themes, beginniith notes in the margins, or
‘marginal remarks’ (1994: 67). From this initiahgeng, categories within which to
place the data were created, some directly Mastanianspiration and in essence
(beauty, environment, curiosity, completion, rickse.), some not, or at least not
obviously so (fandom, hesitancy, ownership, ganmsgtutions...). In all, there were
fifty eight of these, and they were often intertadn They ranged from the seemingly
humdrum (game packaging) to the quite exotic (gregption of game consoles as
living entities). The full list is given as a foatie below'* After preliminary
investigation, an attempt was made to re-categansier more encompassing, themes
and these were as follows: Activity; Aesthetic prdpes; Childhood Psychology;
Memory; Moral and Social; Context of game and Ggnvirtuality and Immersion, all
of which had some Maslovian resonance.

Quotations from interviewees were then collatedebéimeach of these headings
and an analytical comment written on each. Oncegiocess was completed, there was
a return to the original hypothesis of the thedisat the computer game could bring

psychological benefits to its players. In orded&bermine this, Maslow’s concepts were

2 The list of initial categories in all of its inglance is as follows: Ability; Abundance; Achieverhen

Aesthetics; Age; Beauty; Breaking the game; Chitethoommunity; Completion; Computer game
literacy; Console as living entity; Control; Crisms; Effect/influence of computer games; Emotion;
Engagement with characters; Environment; Expectatad Zelda game; Exploration/ curiosity; Family;
Fandom Financial; Game-related objects in the real woBdnder; Hesitancy; ldentity/ naming;
Importance of games; Intensity of feelings; Intewées’ description of their relationship with thene;
Marketing; Memories; Morality/moral influence; MasiNegative views of controller/ interface;
Nintendo; Nintendo love; Objects; Oddities; Otheackaging; Perception of computer gaming by others;
Physical effects of game; Physical memory; PhysicdPlace; Play; Player choice; Pleasure; Private
ownership; Real world activities/ actions compuames have inspired; Reported speech; Richness;
Story; Target audience; Time; Unique propertiesashputer games; Use of game items; Wider gaming
institutions.
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operationalised, meaning that each of the key vatzhories discussed in chapter one
(love, belonging, esteem, beauty and intellecttiadidation) became firm
classifications under which the data could be mlaared considered. If there were
positive prosocial effects of computer gaming, her@ framework of concepts which
allows them to gain expression and within whichtqyat order, and meaning can be
identified. Using this operationalised framewoflconcepts, the data, the categories
and the analytical comments were sifted again;tiime for instances that either
confirmed the thesis or - just as importantly -iddrit. Once collected, the data and
comments - both supporting and otherwise - werdgan@ated under the two major
themes of basic need satisfactions and higher segtesfactions and these formed the

basis of chapters four and five.

3: Ethics

Everyattempt was made to ensure sound ethical pragtitethe Social Research
Association’s (SRA) ‘Ethical Guidelines’ (2003) atiek British Sociological
Association’s (BSA) ‘Statement of Ethical Pract{@J02) being touchstones
throughout the interview process. There were twisga the ethical practice for this
research — that which concerned the face to faeeviews and that which concerned
the CMC interviews. While there are obvious siniiies between the two, such as
ensuring the wellbeing of interviewees, the gairohghformed consent and the safe and
secure storage of data, there are also importéetehces and these are discussed
below.

As regards the face to face interviews, computerggghops, comic shops, a
cyber-cafe and Student Union buildings were leafleh the Newcastle area. The leaflet
- comprising appendix 3 - requested interviewe®®se€ interested, contacted me via
the email address provided. Once this contact kad nade, arrangements for
interview were organised. Ensuring the well beihgarticipants was extremely
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important and so safe, well-populated locationsevwdfered®, as were expenses. Such
a location would also allow for a level of self fgcation, something noted as part of
BSA'’s concerns regarding professional integrity.id/the question of using children in
the research was dismissed from the outset - 8&areh focused on computer
Gaming’s largest audience, 18-34 year oitisthere was always the possibility that
some respondents would still be classed as vulleerabmbers of society. However,
even in the design stage, it was felt that thisaesh was of a nature that would not put
such people at risk and in the event none of theardents fell into this category.

Denscombe calls informed consent ‘a benchmarkdoral research ethics’
(2003: 183), and Mann and Stewart place it ‘atcéatre of the research process’ (2000:
47). In terms of FTF interviews, this did not pa@sg/ problems at all and hard copies of
consent forms were signed prior to all intervi€ivdVhile noted on the informed
consent forms, all interviewees were also toldlpithlat they could stop the interview
process at any time.

For the email interviewZeldaplayers were recruited for interview via website
forums. As already noted, an initial email was gerihe ‘gatekeeper’ or webmaster.
This email provided details about myself, the pggpof the research and requested
permission to use the forums as both a generalires@and as a means by which to
contact members (for email or FTF interviews). Tieiguest was a courtesy, rather than
a necessity as the forums are to all intents anggses public domain. This did,
however, ensure from the outset that all involvethe research, however indirectly,
were fully informed.

The next stage was placing a ‘post’ on the forumsprovided details about
me; outlining the purpose of the research and qgevolunteers for interview. The

request was for both CMC (email) and FTF interviegepending on the proximity of

133t is acknowledged that despite choosing a safeepleven travelling can be viewed as increaskd ris
to the interviewee. This could however, reasonéblgeen to be beyond the control of the interviewer
% While this is the key reason for choosing the rgeye, there was also the desire for well artiedlat
responses, which may have been less likely wigrite@wees younger than the lower limit.

135 Signs of such vulnerability may have been visibléhe first responses, of course, and in any such
cases, and at that stage, the process would hawnehadted.

138 |n the interests of full disclosure, it shouldrmed that the Consent Form of one FTF interviewas
completed post interview, in the same manner a€KE€ interviewees discussed in the body text. This
was down to researcher error (the failure to paftkra in that night's interview Kkit).
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gamers to me, though in the event no FTF intervésweere gathered from Internet
sources. My email address was provided to any wisbed to participate.

The prospective interviewees (selected from thpaiedents to the initial post)
were sent an informed consent form via email. Hioied the aims of the research and
included details regarding respondents’ privaayegje of material and dissemination
of findings. Once the informed consent forms wetenned via the method noted in the
main body text of the chapter, the process of ChErviewing began. The informed
consent form comprises appendix 4.

The signing of CMC informed consent forms initigllsesented some
difficulties, however, and the BSA was correct oting that ‘ethical standards for
Internet research are not well developed as y80%26). The form for CMC
interviewees could not be signed in writing in Eersso instead an alternative system
suggested by Mann and Stewart was addptemhrticipants printed out the emailed
consent form, signed it, electronically scanned r@tdgrned it. The choice to return it
electronically or physically via traditional posaw offered but all opted for email. The
consent form for both CMC and FTF interviews waenititcal.

The data for both FTF and CMC interviews was staredwvo firewalled and
password protected personal computers - one deakitbpne laptop - and on backup
devices (USB, or pen, drives) which did not leawelrame. Once the data was in hard
copy, it was suitably anonymised and any unwantgies (because of misprints and

mistypes etc.) were cross-shredded.

4: Evaluation

While it was certainly necessary - for the sakentégrity - to ensure that the Internet
was accessed in as unprejudiced a way as possithehindsight a more
comprehensive targeting deldawebsites other than the most popular and populated
may have garnered a greater response: the moréowehs targeted, the mof@carina

fans would have seen - and perhaps respondethéorequest for participation. On

137 There is precedent for such a methddnn and Stewart noted its use in a 2000 study(q260),
passed by the ethics committee of a researchestiuition.

100



reflection, the CMC stage would have been complefet the FTF stage, as the more
natural flow of the latter interviews opened uprewaore areas of discussion than had
been imagined. These areas would have been filietedthe electronic interviews and
further sections of interview therefore undertakBmat said, however, an attempt was
made to keep the email interviews as organic and #s possible, with them usually
completed in sections, and shaped according torésponses. A greater attempt should
also perhaps have been made to engage web respgoimd&rms of communication
other than email, such as Internet MessagingSkype The former was attempted with
one interviewee - James - but three attemptsheduigh, and so it was abandoned as a
whole, the general conclusion being drawn thatwzs something not desired by
Internet respondent¥. In regard to the contacting of potential intervé®s, with the
leafleting being so successful, this should perteye been much more part of the
process from the beginning. In order to generddeger number of responses, the
leafleting should also have perhaps spanned arlarga, taking in all nearby cities
(Durham, Sunderland and York).

The number of female respondents comprises ongryaamall portion of the
sample: just two of the fourteen interviewees apenen. It is true that numbers of male
gamers did once massively outweigh their femalentmparts, but more recently this
has changed. As notedkmnom Barbie to Mortal KombatCassel and Jenkins, 2000),
the first academic book designed to ‘address tipemence of girls’(2000: 5), female
gamers once ‘made up no more than 25 percent ohénket’ (2000: 10) but as the
decade progressed, that figure began to riseelwtirds of computer game scholar,
Dianne Carr, in reference to a 2004 study by Alekstoski, ‘More males play than
females but only in certain countries and onlyaiergenres’ (Caret al, 2006: 163).
Indeed, figures quoted in the year | began my untgrs, also noted an increase in
female gamers - an increase to 38 percent genenaibhh even higher figures for
certain niches (a rise of ‘42 percent for onlinenga...’, and female players being ‘an
equal or dominant presence in some massively ntay®p online games’ (Kafagt al,
2008: xiii)).

138 \While the reasons may well have been genuine iffiefomeone with a vehicle breakdown and two
work shift reschedules), there was a feeling thatimterviewee did not want to communicate in sy .

101



One possible reason for this lack of female respoticould be down to the
yearOcarinawas originally released -1998 - around the tinz tbmales accounted for
only a quarter of the market. After all, almostaflthose interviewed did first play
Ocarinafor the first time close to its original releassel Such a theory does not,
however, seem likely, as almost all of the intemges had also played earlier
incarnations oZelda which they often discoveraddter first playingOcarina

Perhaps, then, the lack of female response catiriiiged to something simpler
than figures and ratios, namely that the reseaahheing undertaken by a male
researcher, and potential female interviewees didvant to correspond with an
unknown male, especially in regard to FTF intengehis may, for example, have
been the reason for Lesley’s attendance at theviate with her partner, when initial
arrangements were made for her albh@lso, one potential FTF interviewee dropped
out of the process completely after the first rexgao and while it may have been for
another reason, it may also have been becauselofistoncern.

The age range of respondents is heavily weightedris the lower end of the
age scale. For example, four of the intervieweesaghteen years old and only one
respondent - Phil - is over twenty four years af.a¢yhile, as noted in the discussion on
accessing the website sample, above, this waalipitionsidered problematic, as it was
believed a diverse sample would bring richer restiin otherwise, it was also not
entirely unexpected for, as noted in chapter twiafdshdo games have historically been
targeted towards younger players.

The occupation of interviewees too was concentrat@the particular area, with
all but three involved in full time higher educatiorhe occupation of gamers is
something which has received very little attentiwhich is surprising considering the
amount of quantitative data whichavailable on other ared$. That said, perhaps the
numbers should have been expected as almost &fyept of 18-21 year olds in the UK

(from where the majority of the interviewees haiBre, at the time of the research,

1391n the event, this has proved beneficial to tteeagch, as her partner, Dean, was also interviewdd

his responses are extremely rich.

140 The website http://www.onlineeducation.net/videmgaprovides a clear snapshot of such data, which
ranges from numbers of ‘new’ gamers to averageimpigtyme, but does not extend to a breakdown of
occupations.
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involved in higher educatidh and such an age group forms part of gaming’s rge

audience. In addition to simple ratios, the larggpprtion of student responders may
also be due to the fact that students may haventigeavailable to become involved in
such a research project.

However, as noted earlier, while the limits of #anple are acknowledged such
limits are not vitally important here (although sgecificity and composition of the
sample is critically reflected upon in analysis tle research is intended to explore
subjectivities of those involved in a rather obgcliand even stigmatised activity. The
rich data the interviews provided allowed for thisclose-up, detailed and meticulous’
view (Mason, 2002: 92).

Conclusion

The aim of the thesis is to discover if and howyislg computer games brings its
players any social-psychological benefits and edgemprosocial effects. | aimed to do
this in relation to a specific game object, andaand cultural context. To this end, a
two-staged methodology was employed, involving gnttive playthrough ofrhe
Legend of Zelda: Ocarina of Tinaad in-depth qualitative interviews with its plesye
The playthrough, focusing in detail on one partacydortion ofOcarinds virtual
playspace - the Spirit Temple - allowed a detailaederstanding of the play process.
The playthrough brought an awareness of how naeatnd play interlock in the play
experience - or in the ‘gameplay’, as defined bgiEgldt-Nielsen, Smith and Tosca
(2008). It also brought an awareness of the wayeptarespond to intellectual
challenges in the playspace, from initial perceptiba problem, to its possible
solutions, to the effect of the eventual actionghe feelings of ‘flow’ (1975; 1990) and
Maslovian satisfactions such responses bring. Wtaeding of this flow and mental
busyness experienced by the player allowed medigulénterview questions and
interpret interviewee responses with an understandi engagement with the virtual

playspace that would not have been gained frono#mr method.

141 http://lwww.bis.gov.uk/assets/biscore/statisticesdp/participation_rates_in_he_2009-10.pdf
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Players of the game were contacted and interviexgedlectronic and
traditional means. While the combination of the interview techniques was not
originally envisioned, both forms of interview ydleld extremely rich material. The FTF
interviews allowed for unexpected and extendeacefbins down highly fruitful
avenues and the email correspondence, while nergeng as much material, allowed
for a thoughtfulness and precision of expressieemdifficult to achieve orally.

There were limitations, however: not as many irieemees were generated (by
either method of contact) and subsequently, ndivasse a sample was gained. These
limitations must inform a critically reflexive red of the data and the conclusions that
can be drawn from it. It should be clear that galigations cannot be made as a result
of the research: whatever the findings, they cabeatategorically applied to all
computer game players or even@darinaplayers. Such generalisations were not,
however, the purpose of the research. Insteagyuimse was to employ in depth
interviews to illuminate an area of social expecethat has hereforeto remained
somewhat stigmatised and obscured, namely comgateing, ‘perhaps the only
modern adult pastime that is still occasionallyungerstood’ Edge#109: 55).

The findingscantherefore show two important things: firstly, iicahow
Ocarinahas brought benefits to these particular playedssecondly, the usefulness of
this method in discovering such benefits. The sssoé the latter opens up the
possibility of future, possibly wider, researchngsthe same methods. Also, and
equally importantly, the research was designedldavdor varied, often conflicting,
narratives to emerge, and the data was interrodgaiedall angles: as will be seen in the
following two chapters, interviewee testimony whabtes not support prosocial effects
- as well as the testimony which does - has belnrieported and discussed. For while
the research was designed to explore the potdatipbsitive effects, | did not want to
be blinded from negative effects, or from aspetth® experience that do not fit into
the framework that Maslow offers.

With regard to the findings, while all of the dat@ved interesting and often
surprising, most unforeseen was the extent to wialy memories and home life was
discussed and much of this material formed whaatmecchapter four. All of the

interview data, in fact, is discussed in chaptets find five, the former analysing the
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findings in relation to Maslow’s theory of basiceus, the latter in relation to Maslow’s
theory of higher needs. Findings from the cogniplethrough also heavily inform
discussions in those chapters, especially in chdipte The close grained, step-by-step
nature of the playthrough forced an acknowledgraedtappreciation ddcarinds
aesthetic properties. Such an appreciation acted assential anchor, or core, around
which interviewee comments could be considered.likely that this playthrough, or
an appropriately adapted version of it, will settve same highly fruitful purpose for

any research involving a particular computer ganeeits players.
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Chapter Four

Basic Needs and Domesticated Computer Game Technglo

Introduction

This chapter begins by considering intervieweediest memories of computer games.
The first section will note the importance of cortggulgame technology in helping to
create secure, loving environments and relatiossiniphe interviewees early years. The
chapter will then consider how attempts were madeterviewees’ parents to use
computer games to stimulate their children’s cagaitievelopment. | turn to the work
of computer game scholar John Paul Gee to illestre value of such parental
attempts. Following this, the chapter considerstihe of the computer game in helping
to form social bonds beyond the family, with peéignds and partners. This leads to a
discussion of ‘esteem’ and | will note how the sbeveb which extends from computer
game play can help satisfy this Maslovian need. cFtapter will then briefly
contemplate the social importance of computer gacienology in the world beyond
the home before offering a summation of the disounsis Maslovian terms.

While Ocarina of Timecan now be accessed and played via a variety of
mean$*, the game was originally played by all of my iniewees on Nintendo'’s64
games console which, like all non-handheld gamasales before and since, is
attached to a standard television set via cablesndlthis may help evoke the notion of
socially embedded or domesticated technology, ‘aefdahinking about the
incorporation of technology into everyday life’ (&rstone in Berkeet al 2006: 229)
and discussed in chapter two. This notion will Eedssed throughout this chapter.

Maslow’s wording for some of the basic needs haenlused, in modified
form, to head this chapter's main sections. Heremufty and Love (a merging of
Maslow’s ‘Safety and Security’ and ‘Love and Belorgj) forms the first main heading

for the data discussion, ‘Esteem’, the second;aacanflation of them all - ‘Security,

12 0carinahas been released for three more consoles sistial release, including, in June 2011 in
handheld form for Nintendo'3DS
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Love and Esteem’ - for the final. In both this a@hd following chapter, anonymised
interviewees’ names, and the page number of théeanar transcribed interview

narrative from which the quotations are taken,imtgrackets following excerpts.

1: Security and Love

Maslow notes that once the basic physiological seddod, water, shelter - are met,
then the basic social and emotional needs, suldvasnd security, take precedence.
Maslow makes this point in the early pagedaotivation and Personality...when
hunger was foremost, love seemed unreal, unnegesmsdrunimportant. Now the pangs
of loneliness, ostracism, rejection, friendlessraessrootlessness are
preeminent.’(Maslow, 1954: 20) and later notes thase needs ‘can only be satisfied
interpersonally.’ (1954: 97). This section exploties satisfaction of these needs in
relation to interviewees’ discussion of the eariigerview questions, which can be

found in appendix 6.

1.1 Security and love: Family

For all of the interviewees, the family home, dgrohildhood, is where computer
games were first discovered. For most, this is adsereOcarinain particular was first
encountered. All interviewees speak not only g thitial contact but also of the
immediate social context and social interactianspired. Occasionally, the references
are made in passing and resist too deep an intatiore but more often than not, they
are more considered comments and are importangiighting familial closeness,
affection and love, the denial of which, Maslowsas ‘basic in the picture of
maladjustment’ (Maslow, 1954: 21). Alan, a twerltyee year old philosophy

undergraduate at large university in North Eastl&mg and nineteen year old MiKk&

143 Mike also notes that his first encounter wisldaitself was intrinsically linked to memories of yer
early childhood and parents:

My first encounter with th&eldafranchise was during my toddler yearse Adventure of Link
was in my parents’ collection of games and | playedgularly. (Mike: 1)
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a game design student at a Canadian technologgeoltiraw attention to this point
very early on in their interviews. They both notplgsical, almost umbilical,

connection between the playing of games and coni#lcttheir fathers:

First gaming | can remember doing was, er, if thiét too much of a cliché,
sitting on my dad’s knee, er, playing games, theesof which I've completely
forgotten. (Alan: 1)

Mike, who suggests a significant personal influeaceomputer games (‘from my

chosen career path [to] passion for creation (Mik&: notes the following:

Video games have been part of my life since | wasa lad on my father’s
knee. Our family owned intendo Entertainment Systewhich | would play
with my dad until | was able to continue on my o\Mike: 1)

Another interviewee, Andrew, a nineteen year olehjgoter science student from
Newcastle, also notes that his first encounter &éldaitself was with family, his
comments again highlight the conflation of familgarticularly family closeness - and

gaming:

The firstZeldagame | played at all was the very first one. Qfrse | was
probably like five years old at this point and sm.| didn’t play a lot of it. | can
remember my uncle playing it a bit and kind of vaaitg him and playing
various bits of it. (Andrew: 1)

It was also Andrew’s father who brought the consale the home, ‘because | was at
that age’ (Andrew: 3). Dom, an email intervieweenfrOslo - and due to begin a
composition degree at a large North American usitgf' - also places parents at the
heart of his first gaming memories. Also of relesairs the fact that computer game
play was at the centre of his sixth birthday cedébns, emphasising ti¢ESs role as a

locus of social activity:

144 As with several of the interviewees, Dom’s carm@mbition was directly influenced by his love of
games: ‘[I] wish to become a composer of computerdole game-music’ (Dom: 1).
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| had young parents, and they bought the Nintendib When | was 5 years old,
almost right as it came out in Norway. | used teadnup and watch from the
stairs as they playesluper Mario Brothers.1lEven if the door was closed |
loved listening to the sound of the game and imedjihased on the sound,
where in the game they were, lol! | remember begatre sequelSuper Mario 2
during my 6 year birthday party. (Dom: 1)

Likewise, there is the case of eighteen year diluewee, James, a waiter in
Mississippi, who notes that games entered hisatifbhe age of ‘five or six’ (James: 1)
with a pre-ownedNES(‘My family wasn't exactly rich, so we would alwayget the

older stuff first '(James: 1)) arfdoctor Mario (Nintendo, 1990). These were Christmas
presents for him and his sister. James also adgpdsernal role for a younger member
of his family, mirroring the scenarios evoked bg Hbove comments from Alan,

Andrew and Mike, only this time, the role is reess

I now have a nephew who I live with, so | pl&daring with him, watch him,
just keep an eye on him in general. He’s got his &l on my copy oDcarina
of Time He’s not even two yet. (James: 3)

The elder figures in some of the above extractee(ga of Alan and Mike, and James
when playing with his young nephew) are clearlyoined in a metagame of carefully
judged play® as discussed by Juul and noted in chapter twop‘Wu play
with...influences how you play’ (Juul, 2010: 122).€lhare guiding their charges in
various ways: making suggestions or taking conttteén on-screen actions or the
controller became too difficult for a child to neéigde. The children will also, of course,
have played this metagame: asking questions, makiggestions and sometimes taking
(back) control. If any of the games played weretiplalyer ones (it was not always
noted in the above examples), then the adults utddly ‘self handicapped’ (Juul,
2010: 126) in an attempt to provide their childvégth a sense of achievement and
esteem. Both parent and child are locked into difeek loop of loving interaction,
facilitated by the games console. This interadiahnology, then, igniting these

145 These excerpts from the interviews - in whichdimilod memories are discussed - interviewees’ are
most likely referring to the joint play of singléager games as, during this period (the 1980s 8809),
multiplayer games were the exception, rather thambrm.
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family members, satisfying their ‘...hunger for casttantimacy and belongingness’
(Maslow, 1954: 20) that can only be gained ‘frorother human being’ (Maslow,
1954: 98).

For all of the interviewees, in fact, computer gaewhnology played an
important part in their younger years, uniting thamilies and creating environments
which allowed positive, often loving, relationshipsflower, something Maslow notes
as essential, with people determined to gain, ‘ati@hs with people in general - for a
place in a group or family’ (Maslow, 1954: 20). Tinsiting of families through
computer game play may have been encouraged loptistantavailability of the
technology. For almost all of the interviewees, garansoles and sometimes personal
computers either already existed in the home (presly bought by parents or older
siblings and therefore always part of the domessttap) or were introduced by parents
at an early point in the interviewees’ lifetimes.dther words, it was clearly
domesticatedechnology. An example of already domesticatedeggohnology
existing in the home is noted, for instance, byiBlaanother computer science

undergraduate from Newcastle, hoping to eventdedtywork in the games industry:

| think my dad and | think my sister sort of had>a SpectrumThen my sister, |
think, got aMegadrive (Daniel: 1)

An example of the latter means of introductionased by Andrew:

My first personal experience [with computer ganeht®logy] really was when
my brother got to secondary school. As a rewardpargnts got him Blintendo
64 and, er, sort of the first thing | ever properlsyed was $upet Mario 64
which was amazing. (Andrew: 1)
Sam an eighteen year old photography student frean Newcastle, and perhaps the
most effusive of the face to face interviewees) alstes that his first encounter with
computer game technology - and with Feddaseries itself - was with a parent, and
with domesticated technology. As with Daniel anddfew above, this interactive
domesticated games technology provides a focal pairiamily time and closeness for
Sam also. Here we also have a strong child-paxerd ith the (perhaps more
traditional) maternal, rather than paternal figdreis said, loving feelings towardt®th

parents is revealed in Sam’s use of the potentidfinsive term ‘fags’, here rendered
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affectionate by both the general tone and accompgigughter. The retention of this
now archaic technology emphasises its continuingpmance in the family history; it

remains a physical reminder of something that lteike it together:

My mam and dad — massive Nintendo fags [laughshhY&irst day theNES
came out, they got one. We've still got it in tloé.l And then we got th&NES
and then that’'s when | started playing, erm likeéoleng my mam play. Like it
was in my sisters room and my sister used to deetbreally early and | used to
sneak out of my, of my bedroom and sneak into miess room and sit and
watch my mam plagelda: A Link to The Pasin theSNES (Sam: 1)

The playing of games with his mother dominates Sasatly experience, as does the

continuing sense of collusion suggested by thely esneaked’ sessions, evident here

in his account of his first encounter wificarinaitself, received as a Christmas present.

While Sam is clearly a little older at this poirdard his maturity underlined by the sense

of a changing dynamic in the maternal relationstgpme technology, in particular

Ocarina,is still being used as a means to solidify palesitseness:

My mum was really excited abo#elda- aboutOcarina of Time as well. She

was like, ‘Come on, son. We'll play...we’ll go upstaand playOcarina of

Time! | was like, ‘Alright mum, we’ll wait until aftedinner okay, then we’ll

play.” | was being the voice of reason in...in using Christmas present. Erm,

we eventually got it out and my mum was blown awgyhe graphics of the

N64because she hadn’t seen anything like it befoi@En(S)
Michelle, a radio producer hailing from Ohio, iseoof only two female interviewees
and theonly one interviewed via email. Like others, she tdates games consoles to
parents and family and the closeness and warnghbtbiught her. In a single response,
she reveals this in several different ways. Ststlyitinks computer games to literal
warmth - as an escape from a hostile external enrient - and (more importantly for
this chapter) more figurative warmth in the shaptamilial (in particular, paternal)
closeness. This theme is then continued in hesialiuto game playing while visiting an
uncle. Finally, and perhaps most significantly, bhks two games - which are still held
high in her affectionsSuper Mario WorldNintendo, 1990) aniario Paint(Nintendo,
1992)) - to the dissolution of her parents’ marei@gd, presumably, the family home.

The reason this last point is so significant isduse of how it casts the computer game
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(in particular, the Nintendo authored computer gdfhén the role of comforter or
metaphorical security blanket. Here, the compu@ng can certainly be seen as a form
- or evolvedstrain - of Winnicott’s transitional object (notedchapter one) inasmuch as
it has eased the dislocation of child from moth¥hile these objects are usually cuddly
toys and the like, here, it is the computer gamehils case, of course, it is a child older
than the infants discussed by Winnicott in relatotransitional objects, and it is a
more literal, physical loss than that associatetl e child’'s emerging sense of self.
Significantly, though, these objects, these gamuesstill linked to a parent (her father)

and the emergence ohawhome:

| think the first videogame | ever played wastrosmaston thelntellivision in
1987. My dad owned the console and we only broitghtit during the winter
months, since in Northern Ohio the winters can bkl @and snowy...I had
experiences with the original Nintendo system whemgo to my uncle’s house,
playingMario Bros. 1andRad Racerl also had some friends that had Nintendo
and | played the othévlario games. When | was nine, the Christmas after my
parents divorced, my dad bought mé&aper Mario Worldand Mario Paint
which | still love to this day. (Michelle: 1)
Perhaps unsurprisingly, some interviewees suggéiséedheir parents consciously
47attempted to utilise domesticated computer gantent#ogy for educational purposes
or, to use Maslovian terms, to satisfy their clalds basic cognitive needs. While this
was the primary, or obvious, reason for the guidihthese interviewees towards the
technology, it should also be noted that, perhags tonsciously, the underlying desire
to satisfy developing cognitive needs was undoupt&td! inspired by parents’ love for

their children. This parental focus on learning addcation was certainly the impetus

146 As noted briefly in chapter two, Nintendo has Idregn associated with childhood or, more
specifically, products aimed at a young audient¢gs @lates from before the company’s entry into the
computer game market. A long standing producerafdfuda playing cards (initially aimed at targetin
Yakuza gangs), like so many Japanese companiegendim restructured after WW2, borrowing cultural
elements introduced by the occupying American fartdeey introduced Mickey Mouse branded playing
cards and children’s toys. (Allison, 2006). Thigye focus on a younger demographic continued
throughout the 1970s and 1980s. Nintendo’s firgbmeomputer game for their first home console, for
instance, Super Mario Bro®on theNES- is set in a fairy tale world, with clear echaé®isney’s Magic
Kingdom and their mascot Mickey Mouse (The Mushrdéimgdom and Mario, Nintendo’s ‘signature
character’ (Kline, 2003: 115)) replete with brightimary colours. The notion of childhood in retatito
the play ofOcarinais discussed briefly in chapter five.

147 This is as opposed to the, perhaps more natigalpiithe games console as a locus of family agtivi
and closeness.
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for Phil’s introduction to computer game technoloBgspite this parental desire, Phil
was only interested in games, something whichpagpaiter game scholar Graeme
Kirkpatrick points out, was common at the time:rétas bought computers because
they believed the machines had educational valtebuany cases children just used
them to play games’ (Kirkpatrick, forthcoming, 2Q12hirty four year old Phil (who
works in a publishing house in North East Englare)he only interviewee to have
experienced the arrival and massive uptake of hmymgputers in early 1980s Britain.
Certainly, the advertising which promoted thistfilmve of home computers was
characterised by an emphasis on educational oppoett As can be seen in figure 5,
below, the computer is presented as a sober pfageetmology, with an emphasis on
learning the machine and on practical and educat@pplications. In this example,
games are afforded only half a sentence of tetttérsecond paragrapt® Such

emphasis may help explain parental purchases tiirtte

Broader horizons

The BBC Microcomputer System

Figure 5: A 1982 Advertisement for Acorn’sBBC Home Compute(Electronics & Computing Monthly,
December 1982)

18 5ource: http://www.gondolin.org.uk/hchof/hchofafid=15
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Phil notes:

My dad was always into computers. He was alwayg keen on technology so

he, so he...introduced me and my brother to comgat@es quite early on. We

got, we had an earlitari system first of all. EX00XLI think it was called. The

big thing at the time was thgari Video Game Consalethat was, like, the

thing everyone was playing on but we had the coerfutcause he was keen on

like teaching us how to program and stuff like ti{ghil: 1-2)
Here we have the computer itself becoming a puratl, the game being to master it.
This understanding and mastery of computers briegards similar to those found in
the games played on them. In the words of Stevew lrehis account of computer
‘hackers’ - highly computer literate individuals aknjoy finding and exploiting
weaknesses in computer programs - ‘Once you hattiatptne godlike power that
comes from programming mastery, you did not wamet@o of it’ (Levy, 1984: 381).
For most parents, however, this exploitation of dsticated ICT was not concerned
with the ‘game’ of mastering the machine, but rathi¢h the educational gantésthat
could be played on i° Lee, the youngest of the interviewees, having oetently
celebrated his eighteenth birthday, and about ¢ginten undergraduate course on game
design at a large university in the Midlands, matti the results of such parental

concerns.

The first game | ever played was probably one o$¢hlearning games you get
on the PC when you're about five or something d&sdll about letters and stuff
and we had a really old computer and it was ali gbgreen and [laughs]
moving around text based games - just letters ngoaround the screen and |
sort of thought that was quite good. And then wheent to nursery, |
remember sort of Boddygame and er, it was really...just really interesti
remember sort of clicking on all the things andrgiréng happening>* (Lee: 1)

149 An interesting exception to this educational ageisdorovided by Colin who notes his parents’ @se
tastemakers, basing their choice of gifts on @itstanding alone, seemingly devoid of any edunatio
agenda.

1501t must be noted that educational provision remaitkey reason cited for the purchasing of computer
technology: ...while there were occasional exampfexialts deciding to acquire a computer for their
own formal educational needs, more often thanhistwas expressed as ‘needing’ a computer to assist
others in the household - notably children. (Selvegral, 2006: 106)

Bl ee's continuing love of computer games is, likenSavident not only from his obvious enthusiasm,
and participation in this project, but from thegmace of hifNintendo DSat the interview, a constant
travelling companion.
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The work done by not only developmental theorigthsas Donald Winnicott - on the
importance of childhood play in general - and cotapgame scholars such as James
Paul Gee and Marc Prensky - on childhood computer game play in particulagive
validation to the implied parental belief in stiratibn and cognitive development being
achieved through play. Gee, for instance, discussgsitive development via gameplay
in some depth in his bookhat Videogames Have to teach us About Learning and
Literacy. Two of his most salient observations concern bomputer games allow
children to ‘take risks in a space where real-waeddsequences are lowered’ (2008:
67), and hisprobe, hypothesise, reprobe, rethipkbcess (2008: 90) that, he argues,
lies at the heart of computer game play. The foktourse, resonates with Bettelheim’s
thinking noted in chapter one, the consequencepliag ‘allowing [the childjto cope
directly or symbolically with present concerns’ (@¢heim, 1987: 170). Gee’s second

observation illustrates how games stimulate an@ldgvthe thinking process:

The player musprobethe virtual world...based on reflection while prodpiand
afterwards, the player must fornhgpothesisabout what something (a text,
object, artifact, event or action) might mean isafully situated way. The
playerreprobesthe world, with that hypothesis in mind seeing tiféect he or
she gets. The player treats this effect as feedbaokthe world and accepts or
rethinkshis or her original hypothesis. (Gee, 2008: 90)

This, says Gee, is the ‘basis of expert practicds liow children initially build their
minds...as they develop early in life’ (2008: 91)cByurchases of game technology
are attempts to stimulate this developmental cognéctivity, revealing parents’ love
for their childrem:>%0f interest to note in the above extract from Lehkis use of second
person address as this betrays a belief that gesunh games, on such a platform, at
such an age, is the norm. That other interviewegsdsimilar educational games or
acts of parental gifting, gives credence to subbklegef. This is best illustrated in the

following exchange between Lesley - ‘studying naksciences, mostly archaeology but

152 Among other things, Marc Prensky identifies ‘fiezels of learning in video games — ‘how, what,
why, where, when/ whether’. http://www.marcprenskyn/writing/Prensky%?20-
%20What%20Kids%20Learn%20Thats%20POSITIVE%20FromP40ng%20Video%20games. pdf
153 More comment on cognitive achievement and satisfas, especially in direct relation @carinais
discussed in detail in the following chapter (cleaive).
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also anthropology and geology’ (Lesley: 1) - at@tN East university, and her partner

Dean, ‘specialising in electronic engineering’ (Ded), at the same institution:

L: First computer console | owned was thmigawhich was my father’'s and we
had, ermLemmingsn that and that was the first proper game | gliayenean,
we had kids games on that, like a frog you hacketagross a Lilly pad in certain
numbers...maths...furkFun Schoaglthat was it! Yeahtfun Schoal

L: You remember it [to Dean].

D: I...I...I had several of them. They were liken®th and English...educational

games.

L: And shopping lists.

D: Yeah, shopping and getting change. (Lesley aganD1)

While it might be impossible to state the long tdremefits of such software, the fact
that it was seemingly engaged with and is remendbienplies some cognitive
satisfaction - the satisfaction that derives frobaaic *...desire to understand, to
systemize, to organize, to analyze, to look foatiehs and meanings’ (Maslow, 1954:
25) - was gained. It also suggests that the pdrenastment of money (as well as love)
was not wasted, even if it were unsolicited.

The domesticated game console (or domesticatesoaisrputer) also
encouraged closeness to siblings and other youndyfanembers as well as parents,
and this is evident in Phil’'s comment below. Themvhelming sense here is one of
comfort with a loved one in the secure bubble aheapmuch like the sense evoked in

this chapter’s opening reminiscences regardingnsire

I've got some really good, some sort of really fanemories of that [aAtari ST
‘Value Pack’] Like getting that pack and my paregdsng out on a Saturday
night and me and my brother just sitting there gdahrough all the games,
constantly playing loads of stuff. (Phil: 2)

Journalism student Colin’s earliest memories oyiplg computer games are also of

shared times with his brother, his comment revegadim enjoyable six months being
spent in joint exploration of both the virtual pdgace and their developing abilities:

Super Nintendevith Super Mario World- | must have been six at the time when
we first got it and | was a complete novice. It vaatually my brother’s but we
both played it. It took us six months to complétdtiwas our very first
videogame. That was brilliant. (Colin: 1)

116



Michelle’s narrative also features play with a iig] this time her sister:

| remember countless hours playing in the darkipasé rec. room, my younger
sister watching. My best memory is of both of uaging and cowering at the
sight of the re-deads [monstersOcarina of Timg¢ She would hide under a
blanket and plug her ears so she didn’t have talss®a and hear their deathly
moaning. (Michelle: 5)
Much like Phil, Michelle also hints at a pleasureshared private activity with a sibling,
with a sense of love and ‘real togetherness irffdbe of a common enemgnyenemy’

(Maslow, 1954: 20) evoked by her comments.

1.2 Security and Love: Friends

If the ‘micro-context’ (Moores, 2000: 105) of immiate family understandably
saturates interviewees’ early experience with caempgames, it does, perhaps also
understandably, fade as the narratives progressettsr, the presence of others and
their importance remains. So does the importaet@blgames technology in the
reinforcement and lubrication of important, lovimglationships. It is also necessary to
note that this wider sphere almost exclusively stilolves the family home, either the
homes of interviewees or those of their friendpl8yed at other people’s houses, (Lee:
2), ‘I actually remember a friend coming over anahn&ging to get, like, twenty power
stars in one day’ (Andrew: 2)) and for Michelldyriand is responsible for introducing
her to theZeldaseries itself (one of my friends hathe Legend of Zelda: a Link to the
Pasi and she let me borrow it. The game was magitalllenging, and

fun!!’(Michelle: 1)).

Dom when discussinQcarinaitself is particularly explicit about the importa
of sharing gameplay with his peers: ‘I just playe friends to get them to experience
the story with me, since it is really so sad tabealone with a great experience as that’
(Dom: 2).While Dean certainly had early home exgeces with (educational) computer
games, (discussed later in the chapterpfagintroduction to computer games was via

a friend, with domesticated games technology betrtge heart of the friendship:
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My parents wouldn’t get me a... er... videogamessote. Then eventually a

friend got me one: the originélameboyl was about six. (Dean: 26)
This was the beginning of a trend for Dean, witmgnaf his subsequent play
experiences being social or associative. It is significant, that, as with Michelle, a
childhood favouriteSnoopy’s Magic ShoyKemco, 1990)- which is very much a
childlike game in terms of both visuals and leviedlifficulty - is still cherished to this
day. As it was the first game on the console gifigdhis friend, it is fair to assume the
game was also from the same source. It is thereéasonable to argue that - as for
Michelle and heMario games - this game has acted as an evolved taraitbject,
easing Dean’s separation (temporary or otherwree) this clearly special friendship

and helping to retain a sense of connection:

| played theNESandSNESat friends’ houses. Erm, the first game | gotther
Gameboy wasnoopy’s Magic Shawvhich | still really enjoy. (Dean: 26)
As Dean grows older, the closeness with friendsaresy with the games technology
still acting as a social adhesive. It is also gigant to note here Dean’s desire to
replicate the technology owned by his ‘best frie(l@ean: 26) when they are apart, as if
the social associations SonytayStationbring are important to him. This line of
reasoning seems especially sound when one considetrihe game in questior~nal

Fantasy VIl- was available on a machine Dean already ownedga cheaper pricg?*

My best friend, who is still my best friend...l g&d the whole thirty hours of
Final Fantasy Vllat his house over a summer. He was a very pdtient.
Erm, and that kind of kicked me into tRéayStation (Dean: 26)
Dean was interviewed with his partner, Lesley, bath speak of the level to which
computer games and game culture saturate theg: [Meir home is dressed in game
related decor (‘Our house is like a geek’s paradissley: 27), they name pets after
beloved characters, have pooled their games (‘Wa'nalgamated collections now.’

(Lesley: 27)), and joke about custody of them stidlir relationship come to an end.

1541t is difficult to gain precise, comparative, riéfaices for any game, let alone one release@sg |
ago, but PC versions of console games have hiatlysiin the UK, been around £10 cheaper than their
console counterparts.
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For this couple, both games technology and whahtiig termed computer game
ephemera (or, to use Consalvo’s term, ‘paratextst)only lubricated their relationship,
but are being purposefully used to create a psypgially secure environment. It would
also be fair to state that a shared passion foegatayed a part in encouraging the
beginning of their relationship. For these intemees, then, computer games and
computer game culture plays a significant part akimg them feel secure and loved.
Finally, Lesley’s use of the word, ‘geek’ demonstsaher awareness, or perception, of
how ‘gamers’ - and therefore her and Dean - ar@etEby others, namely non-gamers
or society in general. The tone suggests, howdvar Lesley does not consider this
perceived view as a negative, but rather the oppaosith the word, arguably,
transitioning from a pejorative to a positive iceat years, reclaimed and re-
appropriated by those involved in media based sdfiotkes in a manner similar to how
the word ‘queer’ was reclaimed by the gay commug@thnson and Levy, 2012: 130).
Indeed, her self-esteem may actually be bolsteyaddwing herself as ‘geek’. This
may well be because the word is positively reinédr her relationship with Dean,
who recognises and encourages the use of the wardnaplimentary, to be shared by
them both and applied to each other affectionatygh a form of recognition and the
esteem arising from it clearly resonates with treoties of not only Maslow, but also
the thoughts of philosopher Axel Honneth who sees $nutual recognition” (Honneth,
1996: 122) as helping form the foundation of estaachrespect - which in turn provide
sustenance for human developmEntere gaming more respected as a pastime, rather
than being seen by some as ‘infantile escapegé #190: 59), then Lesley’s sense of
esteem arising from her recognition as a gamingkKgeould be even greater.

With Phil also, games technology also continudslbacate relationships as he

ages, with the following comment on adolescennhfighip sharing strong similarities

1551t is worth noting here, that Honneth, like Mas|@ees esteem as an important part of healthy human
growth:

The experience of being socially esteemed is acaoiad by a felt confidence that one’s achievements
abilities will be recognized as ‘valuable’ by othmembers of society. We can meaningfully term this
type of practical relation-to-self...‘'self-esteems the parallel category to the concepts of ‘bseifz
confidence’ and ‘self-respect’ (Honneth, 1996 :128)
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with his earlier description of time spent with bi®ther. His final line, especially the

word ‘magic’, serves to underline the importancéhi$ social rapport:

I remember th&uper Nintendeame out, which would have been about ‘94
something like that, maybe earlier and, er, onmypbest friends, he got one at a
similar time, so that then became a thing that wald/do together, playing you
know, multiplayer games around each others’ hadsewas also really into PC
games so he’d show me a lot of stuff ‘round hisdeou was really into the
Super Nintendolt was sort of a magic time for me. (Phil: 3-4)
Sam is especially effusive in his discussions ohgsand friendships and the central
role played by domesticated technology in lubriogiéand strengthening these
attachments. In this case, repeated engagemenOwiéhnaallows for the feelings of
solidarity andbelongingwithin a group of peers, spending time with wheasamething
Mihaly Csikszentmihalyi - whose ideas on flow acted in chapter two - identifies as
being especially important to happiness, ‘peopt@rethe most positive moods overall
when they are with friends’ (Csikszentmihalyi, 19986). This is also clearly an
example of a recognition and friendship ritualidentified by Randall Collins which is,

likewise, noted in chapter two:

[We] just sat down and thought, ‘Got nothing elsel®. Let's get a crate in.
Let's completeOcarina of Time Normally it took us about...twenty-seven
hours. We'd like...we’d start and then we’d likeg’d/ finish a bit over, but...it
wouldn’t matter ‘cause we’d still have another erddr someone would carry on
playing and another one would go to the shop fotlaer crate. (Sam: 6)
Furthermore, this social interaction with a grodipeers also corresponds to Maslow’s
thoughts on being part of a group, with him undedoubt as to its significance in a
person’s life, *...the deep importance of the neigithood of one’s territory, of one’s
clan, of one’s own ‘kind’, ...one’s gang’ (Maslow,34 20). We have, says Maslow,
‘deep animal tendencies to herd, to join, to beldhpslow, 1954: 20). It is perhaps no
coincidence, then, that online computer game teaftes refer to themselves as cléfis

emphasising both their closed, unique identity @it being apart or different to

156 Considering the amount of work on online gamingpssingly little of it has focussed on the contcep
of ‘clans’. Most recently, however, clans have bdmtussed as part of a wider discussion by T.Ldray
(2012).
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others, resonating with Roger Caillois’ notion ofranunity and secrecy. The example
from Daniel below also highlights the important@sation of friendship and gaming,

with a friend playing a particularly consideratdyisory role:

One friend in particular kept...would like come rowamt be happy to be like,
sit and like talk about...not say directly go ‘Oduyhave to here and here.’ but
he’d be like, ‘Oh | think there’s a bit where yoave to go in a Water Temple
and it's supposed to be hard.” And, like, talk atiguike what was coming up.
(Daniel: 4)

Indeed, instances of such help from friends arensomin the narratives, with the most

detailed examples coming from Sam:

Well, erm, my ex-girlfriend — she got stuck on 8teadow Temple [laughs]. |
was, like, ‘What?’ Not...erm, she got it about sameetas me, maybe a couple
of years later and she still hadn’t completedShe was stuck on the Shadow
Temple. ‘cause she got to the Shadow Temple ahd,lebuldn’t remember
where she got up to. And | was, like, ‘Right, dihére!’ Played. Done. (Sam: 8)
Although there are other, less positive interpretet of such actions, and these are
discussed at the chapter’s end, one obvious readitihgem is as acts of friendship or
love by first Daniel’s friend and then Sam. The saran be said of the actions outlined
by James, below. James notes how, in his opinisrgifiing of Ocarinato a peer
contributed towards the other’s happiness. Suatliafbmay be understood as helping

to satisfy both James’ loand esteem needs:

Back when | was in High School, there was thiswdwse mother had him on so
many stress and ADD [Attention Deficit Disorder] dineation that it wasn’t

even funny. Poor kid had to take so many pillsmyand after classes. One day
| asked him if he ever played videogames and rieleahadn’t really. So, | gave
him my old copy ofOcarina of Timeand within a few weeks he had stopped
taking many of his medications and seemed much nedte®ed about his life.
(James: 1)

James’ comment suggests that Jane McGonigal'sefwigion of ‘games that fix our
treat depression...anxiety and attention deficitdisd may already have begun

(McGonigal, 2011: 14). James’ thoughts, along whi most recently quoted comments
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from Sam’s narrative, introduce another Maslovieement being discussed here, that of

self-respect oesteent®’

2: Esteem

As noted in chapter one, Maslow made a qualitatiseement about esteem, noting that
‘the most stable and...healthy self-esteem is basettservedespect from others
rather than on external fame or celebrity and uravded attention.’ (1996: 22). This
deserved respect appears in the comments belowhwahe typical of those given by
almost all of the interviewees. In particular, tlsiesteem gained from ‘deserved
respect’ from members of a shared subculture, wittommonly shared values’
(Honneth, 1996: 87). In the first extract, Kiemnéspect for Sam’s gaming ability is

evident in his desire to co-opt his services:

The first time we did it — me and my best mate &ier erm, he was like, ‘Sam,
where are you o@carina of Timenow?’ | was like, ‘Oh, I've just finished The
Fire Temple.” He was, like, ‘Right, get up minemd/Ne're going to do The
Water Temple. I...1...I've started it, but | can’t do We're going to do it
together’. (Sam: 14)

Sam indicates that esteem is not just achieveddigpday of skill, but also by a
pronouncement of them and such bragging rightse also discussed by Lee, whose

interview extract immediately follows Sam’s below:

You go into to school and, like, all of your frien@ho’ve playe@elda..sort of
like, ‘Yeah, | did the Water Temple. Have you ddihe Water Temple? Nah, |
didn’t think so.’ [laughs] It was like bragging hts. (Sam: 15)

And:
When you’re playing games, people always try andika, ‘Oh, I'm better than

you at a game.” So, sort of proving that you're dj@d the game and stuff—
especially when you're a kid — is kind of like qud big thing. So, sort of

57 The notion of esteem also hovers in the backgradiie following chapter (chapter five), espegiall
in the portion which discusses achievements.

%8 Such bragging can also, of course, be interpregeatively and this is addressed in the closing
discussion of this chapter.
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beating the whole game is kind of a big thingrfaybe if nobody else has done
it, or you both got it at the same time and youwleae it first or something, you
sort of feel proud of yourself and then you carn sbgo up to your mate and say
like, ‘Oh, I'm better than you,” and stuff. (Lee2)L
Discussing games played right to the present dan Also gains esteem from the
respect of others; others who are also, as he tatiedin his interview, fervent game
players. Alan’s self-esteem here stems from henfts’ disbelief at both his competence

and tenacity:

I mean | have a very high threshold for...for tatere of frustration, and all the
guys that | live with completely don’t understahatand see me, you know, er
playingGod of Wara while ago - which is quite a difficult game -ddnwas
playing that on the highest difficulty level. (Ala8)
Alan, then, is gaining esteem from two areas idiedtby Maslow, the first being ‘the
desire for strength, achievement, adequacy, masteryompetence, confidence in the
face of the world’ (Maslow, 1954: 21) and the sat;dthe desire for reputation or
prestige (defining it as respect or esteem froneropleople), status, fame and glory,
dominance, recognition, attention, importance...qragpiation.’ (1954: 21), or, to put it
another way, self esteem and esteem from otheesebtingly for Sam, below, it
appears that a similar sense of self esteem igddin proxy, or at least by association,
with him seeming to gain a high level of satisfastirom the achievements of friends,
or one friend in particular, Kieran® Kieran being mentioned by name - as he is

repeatedly throughout Sam’s narrative - reinfotbésidea of desired close association.

My mate Kieran can do The Water Temple with hisseglesed and I've actually
tested on...tested him on this and can do it. YouKjeran, you'’re in Lake
Hylia...you’re in front of the entrance to the...to tlee Water Temple now.
You've got the Iron Boots on. Go!" and he’ll dantabout fifty minutes. He

does it,...like when...when Morpha comes on and yogeeto hookshot it,
h...he knows exactly where the dot is and he canwubareabouts on the screen
it is from the speakers he’s got. (Sam: 5)

%9 The commonly used term for this is ‘Basking in IRefed Glory’ (or BIRGing), a term coined by
Cialdini et al, 1976.
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Some of these examples also challenge Mia Consabasicept of gaming capital
discussed in chapter two. Basing her theory orr@Rourdieu’s concepts of different
types of capital (in particular, cultural capit@lipnsalvo understands gaming capital as
anindividual form of cultural wealth acquired through game@&yis and knowledge,
something ‘...the power gamers would possess andrletsyers would lack. (2007:
38)’). Sam’s pride in Kieran’s playing, Sam’s shéhpgay with Kieran and Sam’s
sharing of his own ability with his ex-girlfriendpwever, suggests that gaming capital
is, in fact,group property, as much as individual property: ‘powamgrs’ sometimes
choose to share their gaming capital.

However it is distributed, the narratives ooze witstances of esteem being
engendered through others via domesticated garhedkgy. Further instances of
interviewees gaining esteem, security and loveutinccomputer game technology are

also found further afield.

3: Security, Love and Esteem (in the wider Social \&f1d)

The world beyond living rooms, bedrooms and othend) spaces also intersects with
the interviewees experiences with games. Theiliesityf the Internet, though the
Internet can, of course, be part of the home tedgyoof the Personal Computer.
While, as may be expected, the Internet does adtife especially heavily in interview
narratives largely dedicated to (or certainly insgiby) a single player game, it is,
nonetheless, still mentioned. Most commonly, in@mees discuss the discovery of
online tips for play*® but occasionally theZeldarelated use of the Internet goes
deeper. Lesley, for example, discusses what sloeipes as a rich fan culture, noting
not only such ‘fannish’ (Jenkins, 1992) practicegtee creating of artwork and fiction,
but also lengthy theorising (largely about Princéskla’s sexuality) in which she
participates® Such participation indicates a sense of belongmparticular to this

subculture or ‘virtual community’ (Rheingold, 1993)

%0 These included de-contextualised play of the aeadiscussed in the next chapter (chapter five).
161 On this subject, Lesley notes:
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As found by Howard Rheingold, who pioneered eauyi®s on Internet
communities, belonging to such is, in many waysdifferent to belonging to a real
world one. Certainly, work on fan communities imgeal (Jenkins, 1992, 1996, 2006,
2008) highlights the sense of belonging that sorambers experience there. This
seems to be borne out in the case of Michelle, mdids an executive position at the
Zeldafan websiteZelda UniverseThat this position bolsters her self-esteem idexnt
in her suggesting that attaching her name to ngniew request (‘as a respected and
valued ZU Felda Universemember’ —email response) would improve the chamget
being responded to. It is also evident in the primum@ apparent in her account of
becoming involved in the community délda UniverseHer words present a textbook
example of Maslow’s description of esteem satigfacthe ‘feelings of self-confidence,
worth, strength, capability, and adequacy, of beiseful and necessary in the world’
(Maslow, 1954: 21):

| jJumped back int@elda Universdull force, eventually becoming more and

more involved in the community aspect of the foruthge chit-chat, the

discussion, the making new friends. | became webhkn around the forums.

Now I'm a moderator there. (Michelle: 4)
In addition to such explicit references to Intero@inmunities, it must be remembered
that several of the interviewees are membe#Zetdawebsites and responded to
advertisements placed on their forums, the impbeoabeing that for these too,
belongingis important.

Other narratives include details of shared shappips to game stores; bus
journeys spent discussing strategies and conspakichispers in classrooms over
computer game screenshots. Yet more tell taleammfegparties, game dominated

student life in student flat shaf&sand of late night gaming sessions with partners.

There’s a big thing if you go and look it up on theernet that Sheikh [a helper character in
Ocaring is not a girl and that Link is gay which is rgadlool. | find that really interesting and
we've sat and argued quite a lot about it. (LeskS):

152 Michelle’s life in particular is saturated in suatway:

When | was 20-22 [she is 24 now] years old, | livdth several roommates who were all avid
gamers. We would spend every day doing some sgaming. (Michelle: 1-2)
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What is most significant is the extent to which shared or the social still has a place
for these players, most commonly revolving arouachésticated game technology, still
continuing to satisfy one or more of the Maslovweeds of security, love and esteem
discussed throughout this chapter.

Sam, for instance, regularly replicates the tyjpgocial event noted above in
reference t@®carina Here, he discusses a single player game relshsetly before his
interview, the sense of security amongst friendd, the sense of belonging to and
within such a close-knit group clear to see:

With Metal Gear Solid 4we just... [laughs] we planned it out and er, | tat
beer, Hogan got the Relentless and the Pro Plusatitiew got the food and
we all met at Hogan’s house and we just sat thr@remo and a half days. Like,
we each took turns on, erm, either missions or &adske, erm, we’'d do it up
to a cut sce...cut scene and then we’d swap. Weptdsed this really mint
game called ‘Smoke along with Snake.” Basicalliemever Snake sparks up a
tab, you have to as well. We had no cigarettedblethe end of the night...by
the end of the first night. And he tricked us!dite point, at the start of the
game, he like, puts a tab in his mouth and, ligs mround for a bit and just
stands there with a tab in his mouth and doesn’t.th@aght he’'d lit it and he
hadn’t lit it and we had to have another one. Likmake, how dare you trick us
like this!?’ Hideo Kojima Metal Gear 4s (Konami, 2008) director/developer] -
he’s a sneaky bastard. (Sam: 7)

Many of these joint activities (Saturday night plaiyh siblings, bragging in the
playground, turn-taking with friends, sneaked faight play with parents, beer fuelled
marathon play sessions, group-mimicking of a gahaacter’s actions) may, of course,
be viewed as ritualistic in the terms outlined }li@s and Turner, noted in chapter
two. Indeed, the group-mimicking is, like Collindmments on group cursing,
‘...repetitive and rhythmic; it strongly focusseseation, builds up emotional intensity,
and establishes social membership boundaries.lii8pR004: 206) and provides
further evidence of computer games’ ability to anit

Finally, the interviewee who discusses the warm oréas of computer game
play in his early life, on his father’s knee, andose extract is used to open the chapter

- Alan - seemingly has computer game play and de@bpermanently allied. His
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narrative is brimful with references to family afnénds and he cohabits with

housemates who share his passion:

[ live in a house with, er, four other people -d&nts same sort of age as myself.

A lot of people spend a lot of time playing gamesiy house. (Alan: 2)
It seems that Alan is, figuratively, like most betinterviewees, still playing games on
his father’s knee, with the associated social cless this suggests. It is worthwhile
here, then, to remind ourselves of the argumentiseo€ritical theorists noted in chapter
two. Albert Borgmann, for instance, who along witbstman is another well known
commentator on, and detractor of, modern technglogtes that technological objects
‘...distance us from ourselves and the world aroumt{@asset, in Hanks 2009: 122).
To put it another way, Borgmann sees technologgm®ving people from things that
really matter, satisfying immediate and fairly basdividual desires only. To remedy
this, Borgmann argues for a return to what he téfoesl activities’ that bind people to
each other and their environment. As illustratio® uses the metaphor of the hearth:
‘The Latin word, focus, meant hearth. In a prextextogical house, the hearth
constituted a center of warmth, of light and oflglaractices.[ ]In ancient Greece, a
baby was truly joined to the family and householiewit was carried about the hearth
and placed before it....the hearth sustained, ordemdccentered the house and family’
(Borgmann, 1987: 96). Borgmann also discussesatimdyf meal - in opposition to fast
food - as an example of focal activity which strgremed family bonds (1987: 104). As
can be seen in all of the examples above, how#vusrapparent that technology, rather
than dividing and distancing, plays a role in bingdfamilies and friends. The
technologyis benefitting ‘the masses of people’ of which Postrepoke, for example.
Furthermore, for the players discussed above, ctangame technology is - to use
Bormann’s metaphor - the modern equivalent of gexrth. The hearthowbinding
families and friends together, however - the phezrmanwhich helps them ‘overcome
feelings of alienation, strangeness and lonelittestshave been worsened by increasing
mobility...the scattering of families’ (Malsow, 19520) - now consists of plastic and

plasma rather of fire and stone.
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The binding power of this plastic and plasma issiéad below in the chapter’s

final section.

4: The Domesticated Computer Game and Abraham Masie

As discussed in chapter one, Maslow outlined resity of human needs in his first
major work,Motivation and PersonalityMaslow took what he saw as the positive
aspects of the ‘first’ and ‘second forces’ of psyiclyy and - along with others such as
Karl Rogers and Rollo May - incorporated them iatoew form of psychology, a form
he branded ‘the third force’ (Maslow, 1968: 13)islthird force, also known as
humanistic psychology, is premised on a beliefumhn decency and the theory that
people are motivated towards psychological welhge&ind self improvement. Maslow’s
thinking is in polar opposition to what the he terthe ‘first force’ pioneered by Freud,
which is premised on human patholdgy.

Maslow argues that people have both basic ancehigdeds, arranged in order
of ‘pre-potency’. The basic needs include the phlggiical need for food, shelter and
safety, although the final of these also has alpslpgical element. The basic
psychological needs are for safety and securitye Bnd belonging and esteem.

It became apparent during the reading of the irg@rgranscripts that engaging
both directly and indirectly with computer gamehtealogy within the home resonates
strongly with Maslow’s theory, particularly the pion of it concerned witlsafety and
SecurityandLove and Belongingviaslow is in no doubt that the satisfaction odiba
psychological needs is achieved in the social sptilgough the interaction with others:
‘Basic needs gratifications - which are necessarygfowth in the individual's higher
nature - must come from interpersonal relationdgpua subgroups and the wider
society’ (Maslow, in Hoffman, 1996: 84). What Maslgould not know, of course - he
died long before computer games became part of @draputer games journalist
Steven Poole calls ‘the cultural furniture’ (Pod®800: 16) - is that games technology

163 See chapter two for further discussion of Maslow &he Third Force’.
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can reinforce and lubricate these interpersonaticgls. For my interviewees, this
lubrication clearly began in childhood.

Though Maslow is mainly concerned with adults aod lthey can become
happy (and eventually self-actualised), only vergasionally discussing children, he
does note the importance of their security andhrgatheory held true for people of all
ages®* Of course, most psychologists dedicated to deveéopal theory write, in
varying degrees of depth, about the importancestélle home environment and
parental care in the satisfaction of these needsald Winnicott, for instance, in a co-
authored letter to the British Medical Institutetbe effect of the removal from home
for evacuated children, notes the possibility ofeanotional blackout’ (Phillips, 198:
62). Humanistic psychologists or thinkers dedicatenhotivational theory since
Maslow also stress its importance. Edward Decigf@mple, in discussing the
development of autonomy - itself a Maslovian highalue, and something Postmain
al argue technology removes - states that ‘immediatieé environment begins
affecting these processes [autonomy and confidefamlitating healthy development
if it allows satisfaction of basic needs’ (Deci989178). The interview extracts
provided in the first part of this chapter, witlethvery clear illustrations of paternal
intimacy and care, then, evoke strong Maslovianmmegs, particularly those of safety
and security'®

Maslow, in his typically loose style, categoriskes safety and security need as
the desire for, ‘security, stability, dependenawtection from fear, anxiety and chaos;

need for structure, order, law and limits, strengtthe protector and so on’ (Maslow,

164 Only rarely does Maslow discuss his theory of sdadelation to children; children are only
mentioned fleetingly itMotivation and Personalityfor instance. The most significant discussiotthef
needs of children is in a conference lecture olda@velopment, the substance of which is colleated
Towards a Psychology of Beirmand is entitled, ‘Defense and Growth’. The kegsen for this dearth of
discussion is, according to Maslow, because childitfer from adults in their existing, or ‘beindh the
present, rather than in ansiriving to become. That said, their security and love sesd recognised.
% The importance of the safety and security needade apparent by its positioning in Maslow’s
hierarchy - it follows immediately from the mosttgot physiological needs for food, water etc., wiiie
need for love follows directly from this:

The hierarchy of pre-potency is an order of urgemcgtemandingness. The findings are so far
that the most urgent are the material needs; tberedhe safety-security needs; then comes
belongingness; then come loving and caring, frieimland affection. (Maslow in Hoffman,
1996: 201)
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1954: 18). Love, he identifies as both a basic reeetla higher need, and as such, its
importance is emphasised. Maslow describes therleed most concisely as ‘giving
and receiving affection’ (1954: 20). Throughout tiegratives, interviewees most often
describe early computer game play within both §adgchologically safe as well as
physically), protected environments and affectienakearly loving relationships. This
is often initially with parents, but also with sitiys and friends, such as in the case of
Michelle and her step-sister playing through aipaldrly frightening section of
Ocarinaor with Sam helping his former girlfriend complete especially difficult
section of the gan&. For, as noted by Maslow, ‘the love needs invdigth giving

and receiving love.’ (1954: 2'fJ. As was discussed extensively in chapter twa, thé
unique, intensely playful and interactive propertt the computer game - as opposed
to the more passive properties of other, older diiceted technologies - which allows
for such strong feelings.

The narratives also show how computer games hélfysthe need for esteem,
something identified as central to human develogrobgrMaslow, who notes that, ‘We
have what we may call the desire for reputatioprestige, status.’ (1954: 21). Esteem
is created through computer games, whether it@itih the completion of challenges,
coming to the aid of others, through individual @ndup bragging rights or the
acquisition of gaming capital.

While being overwhelmed with negative comments @amguter games and
Zeldafrom people still playingdcarinatoday was always going to be unlikely, itis a
strength of the research that, even despite thisegpotential areas of concern can still
be discerned from the interview narratives. Tlaere for example, hints at game
addiction. Sam, for instance, discusses what maebga as an unhealthy amount of
time spent playing games (‘I stayed up a good ragiat a half on it’ (Sam: 14)), while

Lee both explicitly notes addiction and implie§litwas hooked to it. | had quite an

188 |n addition to being a loving aper se such help also allows Sam'’s former girlfriendeémain in
Csikszentmihalhy's zone of ‘flow’ (1975; 1990). S#sradjusting the level of challenge so it again
becomes appropriate for her level of skill.

157 There is also, of course, Sam’s former girlfrieactonsider here. For, while she may not be an
interview subject, she - like the interviewees’qyds discussed earlier - is still relevant in gtigdy and
so it must be noted that such attention by Samimeaynderstood as his contributing towards her ‘love
and belonging’ needs.
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early bedtime in those days, but | would sort afygt up till as late as possible’ (Lee:
5)). The same interviewee also comments on th@diahconsequences of his love for
games, specifically one particular MMORPG, BlizzaM/orld of Warcratft ‘I've
decided to pay for a subscription.’ (Lee: 2) antesdhat he spends almost all (*90%’
(Lee: 5)) of his money on games and gaming hardware

Additionally, there is the suggestion of computamg play being used as means
to exclude rather than include family members,@ecdin Sam’s narrative (‘When my
sister went to bed, me, my mam and dad used t@giios and plagelda(Sam: 3)).
Instances of familial friction are also alludedapboth Alan (‘My parents started
saying something they have been saying ever dinat| spend too long playing
computer games.’(Alan: 1)) and Tim (‘My mam new&rrhe get my own games
consoles, so | spent a lot of time playing my fdsrSNESand my dad’sN64(Tim: 1)).
Dean too, of course, speaks of a similar situadios this is discussed in the main body
text above. There is also one instance of the @ésiplay a particular computer game
creating less than genuine unity (‘1 used to liké go visit my cousin because he used
to have a Sega and he used to Haaeicand things’ (Lesley: 1)) and it is unlikely this
is the only case of such cynical behaviour, andpmts more readily with Consalvo’s
notion of gaming capital being a form of exclusikeher than inclusive, wealth.

Likewise, more examples of activities and behavidantified as positive can
be subjected to more negative interpretations, wingbusly some of those noted in the
esteem section. Bragging rights, for instance,bmataken as, if not bullying exactly,
then certainly mildly aggressive or anti-social &#é@bur, while Sam’s willingness to
play through a particularly difficult section ofelgame for his ex-girlfriend can also be
interpreted less altruistically, with him doingibt for love, but as a way of
demonstrating superiority.

Moreover, some interviewees note that discussiaivaf game consoles (such

as Sony'PlayStationand Nintendo’N64) sometimes causes friction between friends:

They'd say, ‘Oh, the...the graphics are bettePtayStation’ And | said, ‘Well,
the graphics can be better but the gameplay’sagodvine.” And they’'d tell you,
‘Well there’s more games fétlayStation’ And I'd say, ‘But they’'ve got three
bad games for every one good game of Nintendd’se(15)
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Computer games may also be seen to inspire pesstpeerelated behaviour. If reported
accurately, Kieran’s (Sam’s friend) comment relgtio the completion dDcarina’s
Water Temple (‘I'll come down yours’) is present&sla statement or an imperative
rather than as a suggestion or question.

There are also several isolated instances note&udbydual interviewees: of
feigning iliness to avoid school and buy more pigyiime (‘I'd pretend to be sick so |
could sit in all day and plaSuper Mario Worlt{ Sam: 1)); implied resentment at
having to share a console with a sibling (‘That wgsbrother’s console sahadto
share it with him’ (Colin: 1)) and of irritation gerental interference ('l was like, ‘I've
already tried that- go away!’ (Lesley: 4)).

However, such negatives are few and far betweedsdrdata that is
overwhelmingly positive. Even some of these fewatigs can be viewed in an
affirmative light. Sam, for instance, may excludiily member but, as noted earlier
in the discussion, this also allows him some exetusme with his mother, with all of
the emotional and psychological enrichment this im@yg. Moreover, the exclusion is
not mean spirited or actively sought, as his sistaiready somewhere else and,
presumably, knows nothing of it. In a similar vetime disapproval and blacklisting of
computer games from one parent perhaps encourage® Epend time with both
another parent and a friend and, as seen earlibeidiscussion, this certainly leads to a
similar situation for Dean. Such behaviour reinésr@ wider significance and a central
truth about social relationships: the creationrof elose interpersonal bond, inevitably

leads to the exclusion of others.

Conclusion

The above discussion has drawn attention to theogral effects and social

psychological benefits that the interviewees inedln this study gained from playing
computer games. In particular it shows the impataio the interviewees of the social
world that surrounds the playing of games and sstggbat games provide a focus for

social interaction. That such positive feelingse@mgendered by computer game play
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and its surrounding social world is in oppositiortie argument that technology is
atomising and socially destructive, an argumengadent in critical theory, particularly

in the work of more conservative, but influentiailnkers - discussed here and in chapter
two - such as Neil Postman and Albert Borgmann. fdohmer argues that technology
can never benefit the masses (it is, instead, tlaigerous enemy), while the latter uses
the metaphor of the hearth to argue that the dpaialfying point of the home -

namely, the hearth - has been destroyed by aspieetsdern life of which media
technology is a part.

These thinkers are guilty of not only overstating negative, but also of
basing their conclusions on empirically untestesbtl. Here, | have referred not only to
other empirically grounded, ethnographic studiemetlia technology in the home, but,
crucially, my own findings to refute them. Importign| have suggested that computer
game technology is an evolved form of domesticatedia (as discussed in chapter
two), and that the interactive properties at iteealow for communication and
participation between its users. The players Irui¢sved experienced the *...feeling of
being ‘apart-together’ in an exceptional situatiohsharing something important’
(Huizinga, 1955: 12), and in this sharing, somedsiaslovian needs have been
satisfied.

In the first part of the chapter, | noted that ithterviewees first encountered
computer game technology in the family home antltthia technology was introduced
by parents and older siblings and through usednatied into [its] structures, daily
routines and values’ (Berket al, 2006: 2). | established that computer games were
played at a very young age by my interviewees hatigarents (or figures in a parental
role) were often there too, comforting, guiding ghalying alongside them, no doubt
mindful of the question posed by Jesper Juul, anddcin chapter two: ‘...will a child
cry if he or she plays badly and loses?’ (Juul,®0R2). The games console acted as an
anchor for shared family time and a lubricant focial interactions, replacing older,
much less interactive technologies which ‘havéaa their magic and just become part
of the routine’ (Berkeet al, 2006: 3). Games technology - often in the forma of
personal computer - was sometimes purchased watlotiing parental intention of

education, and | turn to the work of John Paul @se Bruno Bettelheim to illustrate
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how play with computer games has a clear cognialee, helping children, ‘develop
early in life’ (Gee, 2008: 91) and reassuring theat even the biggest of problems, the
most ‘overwhelming odds’ (Bettelheim, 1976: 8) cenbeaten.

| have also argued how domesticated computer gach@ology strengthens
relations between family members in addition testhof parent and child. | have
pointed to times with uncles, nephews and siblingsithers who binge gamed, others
who playedMario for months at a time and sisters who battled mosistethe dark. |
have also found that a sense of security and keesiated through computer game play
with friends. There is Dean, who recalls happy meescof an RPG filled summer
made possible though his friend, bisst friendwho retains that title to this day, while it
is friendship which mad®carinas temples passable for Daniel, Sam and his gerifti
Sam has friends who come in crowds, sharing baeneg and cigarettes long into the
night, while Lindsey and Dean share not only tigaimes, but also their home and their
lives; perhaps the most vivid illustration heresotial bonding around domesticated
computer game technology.

| have also contended that the computer game eegepsteem. It derives
from an awareness of individual gaming prowesswelkas the displaying and
discussing of it - and by proxy, from the game pigybrilliance of others. | have noted
that this last type challenges the argument of agermame scholar Mia Consalvo,
which states that gaming capital isiadividual form of cultural wealth.

Indeed, the interview narratives demonstrate homesticated computer game
technology has not destroyed relationships, banadictually helped form them,
develop them and lubricate them. Computer games &l helped the interviewees
feel valued. Domesticated computer game techndbagyin fact, in Maslow’s terms,
helped my interviewees to feel secure, loved ataeda The following chapter will
show how the computer game is also capable offgatisthe human need for beauty,

cognitive challenge and completion.
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Chapter Five

Higher Needs andOcarina of Time

Introduction

This chapter will discus®carinaas experienced by the interviewees and note how
interaction withOcarinds four key aesthetic properties - Spectacle, NaeaForm and
Varieties of Play - offers the possibility of Maglan fulfilment. | open with a
discussion of the various kinds of significanceathtan be gleaned from interviewees’
responses t@carinds visual environments, or spectacle, from theprapiation of its
beauty for its own reward, to their respondingttasi a representation of morality. | will
then illustrate how the properties©@tarinds narrative build on this, demanding the
active involvement of players as moral agents. tNéiscuss the role of form and
completion for the interviewees and how the garcéifates the satisfaction of this
need through its messy narrative, its formal puzaled collectible artefacts. Finally, |
turn to how this highlyamicgame demands to be played and illustrate how this
satisfies the interviewees’ desire for creativityl &elf-expression before summarising

my findings in Maslovian terms.

1: Spectacle

The playspace of all games in theldaseries is largely comprised of natural, rural
environments: a small number of towns and villagyesscattered across an expanse of
green fields, sandy beaches and mountain rangése jargon of the series, this is The
Overworld and is comprised of several large arkae®carina of Timethese are Hyrule
Field, Gerudo Valley (and Desert), Death Mountaake Hyrule and Kakariko Forest.
It is, largely, these areas of the virtual playsptmat are referred to by the interviewees
when they discuss the game’s spectacle.

The interviewees find beauty in the game’s simalaiatural world, as

exemplified by the following two comments from PHihe first comment relates to the
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world generally, while the second refers specifictd the Fishing Pond annexed to

Lake Hylia:

| do stupid things, like...wander round in thed®knd like, | dunno, just sit
there and look up at the sky - you know as it go@s day to night. With the
newZeldagames anyway, certainly sinGearina of Time the way they’'ve
created this world. I like taking in the views ahé atmosphere. (Phil: 6)
Interestingly, Phil distinguishes between the eadind lateZeldagames or, more
specifically, between the two and three dimensiemadies in the series. This implies
that, for him, the two dimensional environmentshaf early games lack the inviting
properties of the later, three dimensional, ondsclvbegan wittDcarina®® His
comments (I wander around...l like taking in the \#8&wwith their complete lack of
any distancing language, suggest there is no stinden himself and Hyrule and this
digital landscape is, for Phil, as authentic asirstbeauty. In other words, Phil would
not ‘like to be’ experiencing the visual pleasunesed, has experiencing them. This
absorption in the gameworld, and Maslovian senseffafrtlessness’ (Maslow, 1962:
93) with which he becomes absorbed, comports Wigrconcept of immersion (or
Bolter and Grusin’s ‘transparent, perceptual imraegi (2000: 23)), introduced in

chapter twd®:

That had a really nice atmosphere. Like in the nmgryou would sort of — |
don’t think they had mist on it, but you kind ofagine there’s mist on it. And
when the sun’s setting and you're just standingetfishing...you, erm, you just
sit there for ages. There’s very little actual agkiment in terms of game
progress, but it’s just a nice peaceful thing toYdou just sit there and you can
hear the water rippling and it just looks reallgeni (Phil: 16)

1% This also suggests that the creation of such Mspeasing worlds is only possible in three
dimensional games generally.

8% The theory of immersion runs through this chaptet is discussed in more detail in the ‘Narrative’
section.
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Figure 6: Hyrule Fishing PondSome areas of the game are accessed by some ingvees for their tranquility
alone. Image Copyright Nintendo

As with Phil’'s first comment, the language of distig is not present in this second
extract, again suggesting that the environmerefishing lake is as much part of
Phil's environment as his actual physical one. Ingaly, the actions that Phil does
perform are termed ‘nice and peaceftif Other respondents use synonyms for
‘peaceful’ or note emotions associated with thisewdiscussing sections of
environment. James, for instance, finds Gerudo Dé&s#ming’ (James: 1), while
Michelle feels that The Sacred Forest Meadow is terichanted’ and ‘serene’
(Michelle: 7). Also in the above comment, Phil soibgciously fills in the missing
details of what he believes will make the environtreven more pleasing. The content
of Phil's comment is mirrored in Colin’s below, bah the portion of the game

discussed and that which is said of it:

| like the lake - probably because of the fishimgng. | spent ages in there, just
so relaxing really - a bit likAnimal Crossingif you've ever played that. You
spend hours just fishing...you cangelda Er, that's one of the reasons why |
like it. Just how great it looks. (Colin: 8)

10 This, again, resonates with Huizinga’s notionhaf tmagic circle’ discussed in chapters two andehr
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The final comment to be presented regarding LakéHails from Lee’s narrative and
is a short, simple declaration of admiration, whiekonates with Maslow’s comment on
appreciation of beauty which, ‘...asks for nothingl @ets nothing. It is purposeless and
useless. Awed perceivers do little or nothing méRperience, rather it does something
to them’, letting it *...come in and achieve its effg’’* (Maslow, 1954: 155). Indeed,
Lee’s comment, like all of the comments so faresa@n appreciation of the game’s

visual beauty, completely divorced from ludic calesations:

| really like the great lake -Lake Hyrule. It's tiyanice. (Lee: 9)

Daniel's comment below also bears an extremelyectesemblance to the first of
Phil's, and Lee’s and is again interesting in ibls@rvation of simple pleasures:
appreciating beauty divorced from gameplay itgipreciation of environmental
beauty is certainly important to Daniel, evidenbgdoth his patience and the clear

pleasure he takes in beholding it when it finalghees:

| was sad enough to some...sometimes wait foruhésgo down, like over the
hills and stuff and think, ‘oh, that looks quiteai (Daniel: 12)

Maslow was in no doubt that such appreciation vexessary for happiness, noting the
following in revised edition'€? of Motivation and Personality

Attempts to study this phenomenon on a clinicakpeological basis with
selected individuals have at least shown that mesmdividuals there is a truly
basic aesthetic need. They get sick (in speciak)visgm ugliness, and are cured
by beautiful surroundings; they crave actively #&melr cravings can be satisfied
only by beauty. (Maslow, 1954: 25)
The impact of this digital beauty is exemplified bginiel’s comment above and also in
Dom’s comment regarding Hyrule’s setting sun: ‘Senlgl the heaven started to get all
red and beautiful’ (Dom: 1), his enthusiasm mimgrMaslow’s thoughts of the ‘eager

passivity’ (Maslow: 1954: 155) of purposeless apjaton, or ‘awed, unprojecting

"1 Maslow’s comment, of course echoes Immanuel Kantftements on disinterestedness noted in
chapter two.

172 There have been two major revisions of the boak:ia 1970, overseen by Maslow himself and one in
1987 by his editors. The first revision (the seceddion) is most significant, as it is here thaasibw
himself revises and clarifies his theory of selfuadisation.
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appreciation of the slowly changing sunset’ (198b). Indeed, in Maslovian terms,
these interviewees are in the ‘being realm’, takimgtime to enjoy the lakes, hills and
sunsets of the virtual playspace, comparable texasnples of inspecting ‘flowers, or
blades of grass, grains of sand, or the earth’g1%98).

The idea of visual spectacle being its own rewasldso been considered
within Computer Game Studies itself. Computer gaotelar Sacha A Howell, for
instance, argues that players look forward to tkeal pleasures of the cut scene as a
reward for successfully competing ‘particularlyfitifilt obstacles’ in a game (Howell in
King and Kryzwinka, eds, 2002: 113). Meanwhile,estthinkers in the field, King and
Krzywinska, consider the visual pleasures of emtioeks, arguing that ‘striking
imagery and sound are important sources of pleaswideogames’ (2006: 124).

The simulated beaut{’ and brightness dbcarinaalso correlates with Kantian
notions of beauty being related to morality. Itoestes particularly with the Kantian
belief that morality has a parallel with the befuliin nature. In the words of Kantian

scholar Christian Wenzel:

The fact that nature has produced a vast multitiiddjects that we find

beautiful, as if they were made for us, makes unktthat we somehovit into

nature...Kant suggests that this makes us thinkideats and higher purposes of

our inner nature like freedom and morality, mayémised in outer nature...

(Wenzel, 2005: 115)
In other words, the most beautiful aspects of itenal world are a reflection of the best
of our selves. The beauty Okcarinacan therefore be seen as an embodiment of
Maslow’s self actualisation, or as Maslow puts.ithe development of the fullest
height that the human species can stand up taabttta particular individual can come
to’ (1971: 165).

A somewhat inverted idea to the one expressed ablowestill nonetheless in a
similar vein - is the notion expressed by anotliginteenth century philosopher,
Friedrich Schiller. Inspired by the horrors of fhench Revolution, Schiller notes that

exposure to beauty is key to improving man’s moharacter. The beautiful, he says,

13 with the production team using European referenaterial, it is perhaps a particularly Westernised
strand of beauty. (http://www.miyamotoshrine.corefttan/interviews/08982.shtml)
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can unite the seemingly disparate qualities of samsness and reason, stating that, ‘...it
is through beauty that we can arrive at freedor@0@ 27). The freedom of which
Schiller speaks can easily be read as the freed@@ltactualise.

Ocarinds use of the environment to represent ‘good’ ihpps most clearly
brought into sharp relief through a key developnienhe narrative. When Link
accidentally gifts Ganon a portion of the Trifortiee virtual playspace changes. Some
areas become perpetual night (Hyrule Castle Towothgrs freeze (Zora’s domain)
while yet more - most notably, Kokiri forest andddle Mountain - become physically
dargerous with deadly creatures and plants replacing fritlaracters and benign
fauna. Princess Zelda's picture-book fairy taletleaalso disappears, to be replaced by a
tall dark tower inhabited by the story’s villaina@on. Finally, there is the weather. This
once temperate climate now becomes prone to heavand thunderstorms.
Appropriately, Ganon'’s castle gets a microclimdtefats own, with its turrets
endlessly circled by black thunderclouds. In additio these rather abstract notions of
good and evil, it is also clear that such changeke environment are linked to more
concrete, clearly suggested or visibly negativea#f on Hyrule’s inhabitants: the
people of Castle Town become zombies, the fishlpeafiiZzora’s Domain lose their

natural habitat to ice and Kokiri forest is a cldanger to the children that live théfé.

Figure 7: Hyrule Castle TownGood and evil are represented by environmental chrges in the virtual
playspace. Image Copyright Nintendo

174 While not the place for an exhaustive discussiothe topic, it is worth noting th&carinaalso uses
its characters to clearly signpost good and egthBps the most exhaustive work on computer game
character design and social psychology is that &éth&rine Isbister (2006). H8etter Game Characters
by Designdiscusses all aspects of computer game charactdrsnost importantly in terms of this
chapter, it discusses the basic psychological jplies behind the design of ‘good’ and ‘bad’ chaeast
These design principles (size of eyes, facial esgiom, colour of clothing) all apply Ocarina’s
characters. Interestingly, Isbister refers to Masddhierarchy - and in particular the safety nesuat] how
‘safe’ characters are designed - in her discussions
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No interviewees who refer to this changed enviromngentify the change as being
pleasing to them, and some explicitly state thiililee of it, as exemplified by Lesley’'s

comment below:

You desperately wanted to save Hyrule and get ttaakat it was when you
first started playing it. It was just really saddahen there was all the ice, all the
water that was all frozen over in the Zora kingddétrwas all very dark. It went
of kind from a kind of very happy sort of childhotmla particularly dark sort of
game. (Lesley: 12)
Interviewees desire to save Hyrule, of course compith Maslow’s belief that
mankind is more often than not driven to do gooith wsychologists studying and
basing their finding on the minority of those whe aot, ‘selling human nature short’
(Malsow, in Goble, 1970: 25). The notion of momgliespecially of moral rightness
being at the core dcarinais also raised repeatedly by the intervieweessanithe

theme appears again in the section below.
2: Narrative

Almost all of the games in thi#eldaseries have narratives which mirror those of folk
or fairy - tales. Indeed, iBdgemagazine’s review dfhe Legend of Zelda: The Minish
Cap (Nintendo, 2004), it refers to tleldaseries as ‘...sprawling, bewitching,
clockwork fairytales’ (Edge #144: 91). In a typidalk or fairy tale narrative, the
protagonist must leave his childhood home in otdesave the world. In doing so, he
encounters numerous difficulties but ultimatelyures home triumphant. This structure
has been identified and discussed by theorists fifi@rent disciplines, but perhaps the
best known are formalists Vladimir Propp (in pautar, hisA Morphology of Folk Tales
(1968) andrheory and History of Folklor€l984)) and Joseph CampbellHero With a
Thousand Facg$984)*"® Propp also identifies works perhaps not usualbpeisited
with folk tales as having this structure. Theseksanclude the epic poemBeowulf
(1984: Ixxii), The llyadandThe Odysse{1984: 114).

%5 The latter text was explicitly mentioned by bothilRnd Andrew.

141



This folk tale template is apparent in the vergtfinstalment oZelda.Here, a
wandering Link is charged by Princess Zelda’s nuesd with a world saving task,
namely to seek out scattered pieces of a magigatotalled the Triforce. By doing so,
Link will be able to defeat the threat to the woofdHyrule, a monster called Ganon.
Ocarina’snarrative is virtually identical, only the questislivered via a sentient

anthropomorphised plant (The Deku Tree) rather thaarsemaid.

Now..listen carefully...
A
cast this dreadful curse upon me...

Figure 8: Ocarina’s initial exposition - and narrative impetus - isdelivered by theDeku Tree Image Copyright
Nintendo

Almost all interviewees state outright tif@tarinas story has major appeal: ‘The story
is great, definitely one of the main reasons theey&s as great as it is’ (James: 4); ‘Me
and my best friend think th&carina of Timas the best game because the story is so
involving’ (Lee: 15); ‘I think the story is the naimportance to a gamé&he Legend of
Zeldais no exception’ (Dom: 4); ‘The story’s always ligamportant’ (Andrew: 3);
‘The story ofO0T is fantastic, amazing, engrossing. | can’t come&vitp possible
words’ (Michelle: 8). Their satisfactions deriveifin the type of stor{pcarinapresents,
the folk tale, and frorparticipatingin it.*"®

As might be expected, then, the interviewees sip@at familiarity with the
overarching story of the series as a whole, somegtimade apparent in this comment

from Sam:

78 Further aesthetic properties were identified,dsufurther reflection, two of these seemed almost
tangential in this category. ‘ldentifying and ating inconsistencies’ and ‘a desire for justicave,
therefore, been subsumed and given consideratideriuRorm and Completion’. It is important,
however, to acknowledge these areas as also iglatinterviewees’ love of story, hence this fodto
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Zeldahas a basic storyline of: Link is the hero, [Peisg]Zeldais the damsel in
distress, Ganondorf or someone... [laughs] mainlyd@dorf is doing
something bad with the Triforce. We’ve got to sham (Sam: 18).

Essentially, interviewees want this broadly simdtoryline in every instalment and

Sam, again, was very clear about this:

When | play &Zeldagame | expect a certain storyline with some twigam:

18)
Sam, along with all of the other interviewees ipgimg the simplicity of this story, and
its ‘totality’ (Maslow: 1970: 127). While the intéewees continue to repl@carinain
adult life, it is worth noting that all, bar oré& discovered the game when they were
either a young child or young teenager. This suggéat the courageous struggle
‘...against overwhelming odds’ (Bettelheim, 1976a8)children, brought child players
a Maslovian sense of mastery and victory and thiatsense remains as adults. The
clear feeling of justice felt by children and mied in fairy tales as noted by Favat
(1977), Ford and Pearce (2008) and discussed ptehane, may also partly account
for Ocarinds appeal to my interviewees when they were chiidre

Indeed, it is not unreasonable to suggest thasttirg retains an attraction to the
interviewees as young adults - meriting repeatadms to it - for such reasons.
Certainly many of the interviewees, either explodr implicitly, demonstrate
awareness of the folk/fairy tale, or mythologicapact ofOcarina’sstory, and a

pleasure taken in it:

| liked the idea of the destiny aspect. And thatfsat | like about all th&elda
games, all the ones that draw on that properlyr&@ga...they have this idea that
the story’s been played out before and it'll beyplhout again, just like a person
that’s acting out a role. And it's a very...| thiiils a very interesting device. A
bit like kind of Greek mythology, lik&he Hero with a Thousand Fac@2hil: 8-
9).

7 The exception here is Phil, who was twenty thregry old when he first played the game.
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This is the first of two occasions that Phil congsdcarina’s story to stories of myth
and his reference to American formalist Joseph Qeitip work shows an educated
awareness of myth narrative’s formal structtifeMore importantly, however, after

providing this initial overview of the series’ native, Phil hones in on the particular

detail he finds pleasing:

For some reason I've got that fixed in my memopjaying that and like going
through the whole first bit when he comes out sfiouse in the little village. |
think | got quite a far way through on that begmmpart, to the point where he
leaves the forest. And there’s that really sad seemere he says goodbye to his
little childhood friend to go off on his adventuard that really got to me and |
thought it was just...l don’t think I'd ever haasttelling in a videogame like
that till then that'd really got to me. And | knéten that it was, like, really
special and | really loved the story of that onentpletely. And again, it had the
elements of destiny and the story having been playg before. (Phil: 10)

The fact that Phil notes that the story’s permaaendis memory evidences it having

significance to him, but what is particularly irgeting is which portion of the story this

is: from its beginning to Link’s leaving home. lorfal terms Phil has identified the

first part of myth narrative’s formal structurerasted by Campbell:

...the adventure of the hero normally follows a pattea separation from the

world, a penetration to some source of power aliféd anhancing return.

(Campbell, 1949: 30)
Phil’s final line reinforces his familiarity withofk-tale, or myth narrative ardelda’s
affiliation to them, a familiarity reinforced bysreference, later in his interview, to
similar elements in a subsequ&sidagame,The Wind WakerSuch familiarity with
folk-tales and myth allows for the theory that Rhplerhaps subconsciously- seeks out
each instalment dfelda,in order to safely struggle against odds ‘to emeig®rious’
(Bettelheim, 1976: 8), in keeping with Bettelheirthgory.

This may also be the case for Lee, who commente@mythological or folk

tale tropes irZelda,albeit less overtly:

78 perhaps the most well known modern pop-culturefaat directly influenced by Campbell’s work is

the Star Warsfilm series, a point made by its creator, Georgeds: ‘| wrote many drafts of this work
and then | stumbled acro$be Hero with a Thousand Facdswas the first time that | really began to
focus. Once | read that book | said to myselfstiiwhat I've been doing” (in Campbell al 1990: 186).
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There’s the story - it's just sort of really enggivg | like the way that lots of the
Zeldagames are sort of related to each other, like sBhan the past of the
other one and future and sometimes they say I, the green clad Hero of
Time, * like ‘you look a bit like him.” Or somethgrand you're like, ‘Ah, that's
him.” [ was him. [laughs] that’s really good. (Le®:
The in-game quotations Lee chooses to provideiogrteontain the indistinct language
of myth, indicating again that not only is myth @rnt in theZeldaseries and but also
that he takes pleasure from this. The obvious engry Lee gains from seeing himself
as the ‘Hero of Time’ suggests that the folk tdl®garinanot only appeals in (and of)
itself, but that it appeals particularly because L= in a sens@art of it, much more so
than if he was experiencing it second hand in taamer traditional fairy tales are
consumedindeed computer game scholar, Barry Atkins - who has pcedwperhaps
the most concentrated analyses of game narratigateo- concluded that the type of

narrative present in the computer game is unique:

The stories we read in computer games are nopglstreflections of novels,
plays, films, or television programmes, but theyeha different relationship
with both other textual forms and the ‘real wortldat it ...claims to
represent...telling of stories in computer games wavkh different
conventions... (Atkins, 2003: 6-7)
The uniqueness in game narratives is not derivad frarticularly complex forms, or
originality of plot, but ratheinteractivity, something noted not only by Atkins but also

by other computer game scholars, most conciseMdmk Wolf:

The video game’s simple narratives...involve the andé in a uniquely direct
manner, making the viewer into a participant... (Wa001: 93)

It is this participation, or interactivity, or ‘nemivial effort'*’® (Aarseth, 1997: 1), which

intensifies narrative properties and brings the@laf the computer game closer to the

17t is worth noting here that while interactive @ndn-trivial effort’ are being used interchangegbl
Aarseth himself —who coined the latter term -, ¢tge¢he former, making the use of them as synonyms
perhaps seem a little strange. However, Aarsediestion of the term stems from its use in disings
hypertexts (or, to use his own term ‘ergodic litara’) rather than from its application to the moypgical
computer game discussed throughout this thesitefdotive came to signify a modern, radically
improved technology, usually in relation to an oldee. This industrial rhetoric produced concepishs

145



fictional world than that of a traditional readerandience member to a traditionally
transmitted folk-tale. It is this ‘non-trivial efft that allows Lee, for instance, to see
himself as the ‘Hero of Time'. Lee, along with Pard the rest of the interviewees, can
in fact be said to benmersedvhen playingOcarina As with the subjects of Victor
Nell's book (‘Lost in a Book’, 1988) noted in chaptwo, these players al@st in a
gameof Ocarina.Indeed, as both Lee and James note, very litskeidis their
absorption:

Nothing can stop me! (Lee: 7)
And:

There's not much to break me in that average twoshof gameplay. | don't eat,

and unless it's an emergency | probably won't fjghe couch/ bed/chair to do

anything. (James: 5)
Janet Murray, one of the first thinkers to apply tdoncept of immersion to the
electronic arts, noted that the player enteringravimcing gameworld, or playspace,
such as the one offered@carina,initially experiences this feeling of immersion, or
‘...the sense of being transported to an elaboraietylated place’ (Murray, 1997:
98). Murray continues to say that the sense is taiaied and deepened by the player’s
actions in that world, which she terms ‘agency’919128). Murray argues that the
more the player sees as a result of his actiohe manipulation of in-game objects - the
more his feeling of agency increases. The greheefeeling of agency, the greater the
sense of immersion and the sense, therefore itbajameworld is almost real: ‘Our
successful engagement with these enticing objeakemfor a little feedback loop that
urges us on to more engagement, which leads to badief’ (1997: 112) and this can

be likened to the content of Sam’s accour©oarinds quests:

The best part of the game is the build up to gtanipe temples. It’s... | dunno,
fetching all the Cuckoos back to the woman in, &oRiriko village and getting
the blue Cuckoo and then taking it to the guy whugset because he’s lost his
blue cuckoo and then... [laughs] doing all this...arakiwg people up and

as interactive newspapers, interactive video, auire television, even interactive houses’ (198)).4
Therefore, while this — and the argument’s posgibllevance to the more typical computer game is
acknowledged - it is still felt to be useful andigdo here use the terms synonymously.
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getting Epona and...it's just...it's the entire exprge...It gradually develops
into something really special.. | mean...I'm very rucrole playing game
person. I'm not really a shoot-em-up sort of perdqamefer to sit down and lose
myself in the game and get to know the characteits.iand feel as if they're
my friends and | know them. It's what | look forangame. Er, that’s the same
state as what hypnotists put you in for hypnoSang: 11)
These comments from Lee, James and Sam resonhtaationly Csikszentmihalyi's
concept of flow (‘nothing else seems to matter’ik€zentmihalyi: 2002: 4)) and the
immersion theorists noted above and in chapter babalso those of computer game
designers Staffan Bjork, and Jussi Holopainen, whtheir book on game patterns,
discuss four types of immersion which ‘...can bes$gitng to the players’ (2005: 206):
emotional, cognitive, sensory motoric and spa#ifllof these are derived from a high
frequency of player actions performed in rich \aftplayspaces. It is this sense of
immersion or, to borrow Sam’ swords, ‘hypnotisetdts, which allows play with
Ocarinato have the meaning that it has for the interviesyeet just regarding story,
but in all of the areas identified in this chag@eas which, in some way of coura#,
relate to the game’s story). The computer gameiguaninteractive properties allows
the interviewees to experience the game’s beautyshdeauty, tactually participate
in a quest to save the world and be involved icaase outside of their own skin’
(Maslow, 1970: 42). Indeed, participation in thasise provides the interviewees with a
real sense of moral purpose. Most of the intervesaempathise with the need to save
Hyrule and, Link’s quest effectively becomes theim, something clearly expressed in

the following excerpts from Andrew and Daniel’s nraives:

Ocarina of Timewas the first time in a game | witnessed a rebébable world,
with like, you've absolutely got an incentive toreahis world other than the
fact that it’s just the objective of the game. (Aewd: 2)

And
You're not just playing Link to...it's not like yougrplaying to save the...save
Hyrule for the crack...you’re saving it because yowu'ye, like, outraged
about what's happened. (Daniel: 14)

Daniel is suggesting th&carina’s story is powerful enough to engender strong
emotions and galvanise him into taking action, yim a quite profound level of
involvement. Also of significance is the statemsrstiggestion of morality: Daniel is
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indicating that there is a morality both of thetiboal world and player and,
furthermore, they are in tune with one other. Digiigcusses this morality in greater

detail below:

The Legend of Zeldand any major Nintendo game — provides, however
simplistically, a moral compass for a gamer. Thdastying morals withirZelda
are definitely pointing towards ‘good’ rather thiamil’. Never in a Nintendo
game does a bad guy ever win. | personally fe¢lgleyingThe Legend of
Zeldahas had a beneficial effect on my personal devedoy. (Daniel: 16)

A similar point — about morality — was made by legslalbeit more implicitly:

That was the thing that was so...that was incrgditl when you became adult

Link. It was like, “Yay! but then you desperateljesperately wanted to save

';%’)rl%l,e and get back to what it was when you fitatted playing it. (Lesley
Here, Lesley is referring to the turning pointle tharrative where Link fails to save
Hyrule and sleeps for seven years. He is wokenyupd ‘sages’ who task him with
trying to save the world again, now that he is olled stronger: an adult, in fact. Most
areas of the landscape are different after thisrsgear gap, and, as noted in the
Spectacle section, these changes are mostly cothwvéyeveather and time effects -
perpetual rain and, in some areas, perpetual dsskiidere is also an increase in the
amount, and capability, of roaming monsters. Hasdpr Daniel, then, the story
becomes the driving force behind Lesley’s play.tThe is linked to morality is also
the case: Lesley doesn't like Ganon’s dark, chddticle. Her declaration of wanting
to ‘get back to what it was when you first standalying’ (Lesley: 12) is, like Daniel’s
outrage, a desire to return to the morally sounduldywhich existed before this plot
twist.

Alan generalises a little from the specificsfarinabefore covering the same

ground as those interviewees quoted above:

| think it's very important to, er, to present alistic kind of threat to the world
the game...the player lives in, to make sure hdtrtsattachment and that kind

180 This comment from Lesley is also quoted in théiemrSpectacle, section, but this repetition seems
necessary.
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of feeling of ‘I've got to make sure that | win $hiwhen you come out of that
temple and you see what’s happened to the worldrasds the result of
Ganon’s rule. And that this is how bad the worlgdésome. At that point you
really realise that, you know, you’ve got to stomfand you...and it sort of
became a lot more real and more important. (Al&h: 1

Interviewees have several ways of interacting &sdlving tensions in this ‘real and

important’ world and these are discussed below.

3: Form and Completion

By far the most discussed theme is that of strufygleompleteness. This struggle
manifests itself in a diversity of ways: in the idedo solve the game’s numerous

puzzles or inherertf’cognitive challenges, in the craving to collect ¢fagne’s abundant
items and in the need to create narrative unitgs€hvarious strands are discussed under

the overarching aesthetic of Form and Completietgw. %
3.1Form and Completion: Puzzle Solving

The puzzles oOcarinaare more often than not found in the temples, comyyn
referred to as ‘dungeons’ throughout #eddaseries. Most of the interviewee
observations in this area, therefore, focus onlehgés faced in these temples and it
was here that the cognitive playthrough, discugsetiapter three was most useful in

understanding the processes of engagement expedibyc and sometimes alluded to,

181 The word, ‘inherent’ is here used to distinguishtiilt or designed challenges from self imposedsone
such as attempting to complete the game in redm& @r repairing the narrative, discussed in this
category’s final section.

182 Considering its importance in aesthetics (as aeliterary theory and the arts generally), ‘foisa
curiously underused term in Computer Game Stuthefact, computer game scholar, David Myers is one
of the only thinkers in the field to explicitly adigss form at any length. In his chapter, ‘The Vitame
Aesthetic: Play as Form’ (in thEhe Video Game Theory Reader T{®8ernard P., Colin, J. P, Wolf, M.
(eds.) 2008)), Myers identifies three elementsoofifin computer games: physical form, semiotic form
and social form (2008: 15-16). While the first bése- ‘...encompassing the sensory relationship legtwe
player and game’ - in essence is the most releitaststill not too helpful for this study, conceng itself
with the nuances of visual language and interactide worth noting here, however, that Myers &oline
phrase, ‘anti-form’ which is somewhat analogousual’'s notion of ‘half real’. ‘Anti-form’, says Msrs,

‘is like when we ride a stick horse, it is somethalse, something like a horse — something likeraéh

but not a horse, something else: an anti-horse;iwtgiquires but does not fulfil its reference twoase.
Likewise, during play we might pretend a box isoai$e, or stacked wooden cylinders are a king, or a
finger is a gun’ (2008: 47).
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by the interviewees. As will be seen below, themiewees discuss puzzles in the
temples as both individual entities or as companehtarger mysteries, that some
identify as the temples themselves. In additiopupzles and thought junctidi§
interviewees also speak of general path-findingscmusness of the overall game
objective, the dungeon objective, their generalstd and the acquisition of optional
items such as Skulltuld€ This is the ‘busyness’ noted in chapter threeiglifigs from
the cognitive playthrough and it often consumednviewees intellectually, with them
reaching Loftus and Loftus’ ‘optimal level of infoational complexity’ (1983: 42).
Such intellectual consumption, or absorption ispsued by the concept of working
memory, the name given to the theory of the nurobetements a person can retain
awareness of at any one time. When research stamt#ds subject in the 1950s, the
number of elements was thought to be seven. Maenteesearch, however, suggests it
is as low as fout®® Such a notion of mental busyness within the virplayspaceof
course, is central to the concept of immersioroshiced above.

It is strikingly apparent that the interviewees @gih a certain level of difficulty,
or challenge and so choose their games accordisgiygething articulated very clearly

by Sam:

You wouldn’t play a game if it was too easy. Yoayh game for the challenge.
You don't...don't play it because it's easy. Othemvi®u'd playPong®’ all the
time. (Sam: 26)

While this is not the place for a detailed decardton ofPong(Atari, 1972), it is

relevant to bear in mind its simplicity in orderftdly understand what Sam is

183 previously noted in the methodology chapter, wisth explaining here what is meant by the term,
‘thought junctions’: every enemy, (noncombat redqtebject and branching pathway presents the player
with a number of options and these occur at vegh lfiequency. On encountering these, the playet mus
decide which option to choose. These decision pairg thought junctions.

184 1n computer game parlance, ‘status’ refers tchith of the player’s character, or avataiOlraring,
‘status’ is visualised through heart portions: ti@re complete (or recognisable) the heart shape, th
healthier the player’s character, ‘Link’.

185 Steven Johnson, in a discussion on Nintendo’svielip game t@carina The Wind Wakerterms

this process, ‘telescoping’ (2005: 54).

188 The first significant study was ‘The Magical NumlSzven, Plus or Minus Two: Some Limits on Our
Capacity for Processing Information’ by Miller, G.ia Psychological Review3 (1956). The later study
referred to is ‘An Assessment of Fixed — Capacitydels of Visual Working Memory’ by Rouder, Jdtl

al in Proceedings of the National Academy of Scielagsil, 2008).

187Atari’s Pong,a shortened form of ‘Ping Pong’ is one of the eatlarcade machines.
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expressingPongis a game with a single, simple objective: ‘avwising ball for high
score®®® It is a game, then, more of skill and reactioeesp(a reactive, ‘frantic’ game
type (Egenfeldt-Nielson, Smith and Tosca, 2008:-2))1han of challenges associated
with the cerebral: there is little abstract thirkkinvolved. In making his point and
choosing this particular game with which to illadé it, Sam is indirectly championing
the messier, more analytical, cognitively challegi- or reflective, ‘deliberative’
games (2008: 101-2) - of whi€bcarinais a prime example. As was made apparent by
the cognitive playthroughQcarina’s puzzles do not usually demand fast reaction
speed, but require a great deal of thought, tndlexror, or much ‘probing
hypothesising, rethinking and reprobing’ (Gee, 203 of the game’s playspace and
objects, engendering the ‘feedback loop’ (Murré392: 98) which leads to immersion.
The following screenshot illustrates this. The plafas Link) must cut down the red
Parasitic Tentacle in order to progress. But utiiegsword provides a health reducing
electric shock. The solution is to use the boongrant for it to be to successful, it
must hit the tentacle’s weakest spot:

o r\i;w., .

A Attack

Figure 9: Inside Jabu Jabu’s BellyThe puzzles ofOcarina provide the player with a reflective rather than a
reactive form of play.

Sam’s comment then, along with those of other ut@rees transcribed in this section
which champiorOcarinds puzzling gameplay, comports with Maslow’s thotsgbn

self-actualising individuals:

18 These are the instructions printed on the origimahde cabinet. Quoted in Kent, 2001: 42
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Studies of psychologically healthy people indidhts they are, as a defining

characteristic, attracted to the mysterious, tautilenown, to the chaotic,

unorganised and unexplained. (Maslow, 1954: 24)
Certainly, the puzzles i@carinahave consonance with the notions of mysterious,
chaotic and unexplained and such puzzles are ady@a to the interviewees, their
successful completion providing them with a deepseeof satisfaction, and self-esteem.
This is a clear illustration of the ‘craving forallenges that we can overcome, battles
we can win and dangers we can vanquish’ noted g B&cGonigal (2011: 33). The
satisfaction that gamers gain from overcoming stiillenges is exemplified here by

Colin’s thoughts regarding the tests he faced m perticular temple:

Depending on the puzzle depends on how proud Ifatoing it. The Water
Temple was the one for me. That was the proudest'ea ever done. The
Water Temple is one of my favourites. (Colin: 11)

Colin’s comment is one of many which refer to thifficulty of this temple and to the

positive emotions experienced on beating, or cotimglgit. Daniel’s is another:

The Water Temple as adult Link. I've never [Laugh$je never been as
mentally challenged by a game, even. It’s justtesssful...it's such a...such a
pain, but in some ways also the favourite part...awotirite part of the game
because of how much it tests you. (Daniel: 9)
That Daniel still considers this ‘stressful’ andmpanducing section of the game as
enjoyable (his ‘favourite part’, even) gives funttbeedence to the suggestion of a
correlation between difficulty and pleasure ands$attion and echoes with Maslow’s
comment that ‘self actualising people are...positiatracted’ to the mysterious and
the puzzling and ‘selectively pick it out to puzpleer to meditate on’ (1954: 161). This
correlation between puzzle and pleasure is alseated very clearly in comments from
Dom (‘I loved The Water Temple. It really was agbwchallenge’ (Dom: 3)) and Sam
(‘The Water Temple - it’s literally the hardest tele I've ever played. | couldn’t figure
out how to get to [a particular room] and eventualhen | got there | was like, ‘Oh,
I’'m so proud of myself for doing that!”’(Sam: 13)}.is, however, most thoroughly
articulated in the comment from Alan below - theimo of challenge equalling
enjoyment shining through:
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I’'m just...I'm just a sort of gaming masochist. | jukink that, you know, the
more challenge the game gives you, the more yoougetf it...it kinda
challenges me as a person, challenges me to usétragd intelligence to kind
of work out a way to do this. And if you finally dp you know...I think the
harder it is, the more satisfying it is and tha#ally the reason | enjoy
particularly difficult games. (Alan: 6-11)
Such comments reflect Loftus and Loftus’ thinkingMaslow’s thinking on cognitive
needs. From the very beginnings of his work on Beialues, or higher needs, Maslow
asks questions about the benefits of cognitivefsatiions, or ‘the lift that comes with
insight, the calming effect of understanding’ (19%43), speculating on the problems
which will arise if such needs are left unfulfilte@robably, there are true
psychopathological effects when the cognitive needdrustrated’ (1954: 173). These
comments on puzzle solving are also in keeping Wiéislow’s thoughts on self
actualising people generally, who ‘are not depehftertheir main satisfactions on the
real world, or other people...rather they are depenfie their own development and
continued growth on their own potentialities aneié resources’ (Maslow, 1954: 136).
The potentialities and latent resources in the oasey interviewees here are, of course,

those related to their cognitive reasoning.
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Figure 10: The Water Templiénterviewees identify this temple as one which msents a particularly difficult set
of puzzles: ‘I've never been as mentally challengdaly a game’ (Daniel: 9). Image Copyright Nintendo

A sense of Maslovian challenge and self actuatisat not only found in completion of

puzzles and other challenges within the dungeartsalbo, on occasion, in the section
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of the environment, or virtual playspace, thatws#idor a freer sense of pure pt&y the
overworld. That some level of cognitive challengever present i@carina- whether

it is in hunting for hidden objects, in exercise®rientation or in devising optimal
routes across the landscape - is, therefore, Veay.Extracts from, and discussion of,

interviewees’ comments relating to the latter tyyoets are provided below:

| remember this one time...where | could not figuoe lsow to enter Lake Hylia.
After a small amount of time studying the map, ficexd that a river flowed
through Gerudo Valley and into the lake. | figuths was my best chance, so |
made my way to the valley and jumped off the bridgd into the water. To my
satisfaction, because | had never encountered korgdike this in a game
before, | went with the flow all the way down teetlake. (Mike: 3)
Mike’s pride in this achievement is obvious, from tdrawing attention to the speed of
his comprehension, to the descriptive detail preditb describe his actions to the word
chosen to describe his feelings on successful catioplof his experiment in
orienteering. There is also, of course, refererare ko the uniqueness of this particular
game. Sam does not offer the same detail as Gofiegard to the description of the
following challenge, but his comment is significamagain highlighting the challenges

that exist beyond the temples:

My favourite ever part oDcarina of Timds: The Biggoron Sword Quest. It's a
challenge. It’s the hardest thing to do in the gé®eause there’s so many timed
things to do. (Sam: 25)
Both spatial and temporal challenges are noteldigetxtract, though repetition places
emphasis on the former suggesting that, for Sais siiccessful completion of this
condensed timing that provides the greatest clgdlen
Finally, interviewees note satisfaction and a sefisehievement in completing
entire temples or the game as a whole. This satisfais again attributed to

successfully finishingumulativechallenges, as expressed by Dean below:

Every time | did a dungeon | wanted a Seal andwlast..that was another step
and I'd feel...I'd feel like a sense of achievemaiftér having beaten the Boss of

1891 the sense discussed by Roger Caillois, notetiapter two.
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that dungeon. Then I'd go on to find the next thamgl that would be the next
one. (Dean: 15)

Michelle also speaks of the satisfaction in comptesuch cumulative challenges:

At first, the feeling on completion was a mix ofds, relief, release of tension.
Now it's a comforting feeling of pride and the séiction of chipping away at a
mental checklist of things to accomplish for thay d(Michelle: 8)

With their focus on self-identified challenges dhdir resulting rewards, there is not
only the suggestion of Maslovian autonomy here abad hints of hovilow theorist
Mihaly Csikszentmihalyi says people achieve hapgsnby becoming ‘...free of
societal rewards and learn[ing] [substituting] fleem rewards that are under one’s own
powers’ (Csikszentmihalyi, 1992: 19). What also ssmkilichelle’s comment so
interesting is its spanning of, and clear distmcietween, the original and later
playthroughs. Another of Michelle’s responses makekear that these playthroughs
are separated by several years. The word ‘prigiggearing twice, suggests her
satisfaction is undiminished by familiarity, andds sympathy with Maslow’s belief
that ‘self actualising people have the wonderfydazty to appreciate again and again,
freshly and naively, the basic goods of life withea pleasure, wonder...’(Maslow,
1954: 136).

Daniel also speaks of completion of the game ab@enand his comment is
important in illustrating computer gaming, or mapeecifically, the successful
completion of the challenges they contain, as sbimgtof personal, long-lasting value,
something which challenges the media stigmatisatfazaming as ‘anything other than
a puerile activity at best, and a psychosis-indyengagement at worsE@ge#190:

2):

[It is a sense of achievement] that you feel periik@ you've done it. An
achievement like you would if you’d got a good marlkan essay in school or
something. Or a good mark in an assignment, isgralar sort of feeling.

You've achieved something that’s not actually aterad time. The feeling that.
‘'ve...I did that. That was me.’ Because | thitlat’'s what some people’s
perception of gaming is- it's sort of a waste aidi But when you get that sense
of achievement that you've completed something,like, ‘Right, I've done

that; that’s...that feels good. (Daniel: 10)
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The belief that in-game achievement has lastingeva also expressed by Colin, with

the words ‘there’s nothing | can’t do’ being espdlgi powerful.

It's just an achievement to myself, really. Juskow that, er, | can do it. |
mean, there are some games | didn’t think | woukt eomplete, like what |
was saying before [with];The World Ends With YouwBut when | did complete
it, | thought, ‘Oh brilliant.” Playing a game sagin'Yes | can do this. | can do
this. This is what...there’s nothing | can’t dolike to think that. (Colin: 11)
Such comments from the interviewees on such clgdlerand especially their feelings
on overcoming them, agree exactly with Maslow’suigiitts on the importance of
intellectual exercise and achievement, with himrsgthe, ‘...overcoming of obstacles,
the occurrence of pathology upon thwarting...the ssitg of gratification of this need
as a prerequisite for the fullest development ohan potentialities’ (Maslow, 1954:
25). A trace of such feelings on achievements tsmlze found in the interviewees
comments regarding the collection@€arinds virtual objects, and these are noted

below.

3.2Form and Completion: Collecting

In a short piece on aesthetic needs written in LB&&low touches upon the desire to

acquire those things which appeal to us:

The aesthetic experience may lead to various sirhplgitual responses, such as
collecting the particular objects that give so mpt#asure...In general here we
may speak here of appreciation, fun pleasure andaisseurship. (Maslow in
Hoffman, 1996: 43)
It is also worth considering here the work of crdfiheorists Brenda Danet and Tamar
Katriel, (1994) who in identifying the personal iorpance and sociological significance
of collecting, conclude that, ‘collectors objectslactivities carry a rich set of
meanings for them that have little to with commalization’ (in Riggins, 1994: 50)°

Danet and Katriel introduce five metaphors for edling and two of these in particular

199 Their discussion of collecting was first consideire a game studies context by computer game
scholars Dario Compagno and Patrick Coppock iir gesay, ‘World of Warcraft as Collectors Paradise
In Cuddy, L. (ed-yhe World of Warcraft and Philosopf®pen Court, 2009).
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are particularly useful in illuminating the colleéd done by the interviewees in
Ocarina. These two metaphors a@@mllecting as HuntingandCollecting as PassiorAs

regards the first, they write:

To pursue game, prey, prizes — especially if sterng are sought and not just
the chance discovery at a flea market - is an gttéonincorporate desired items
into the grand plan of one’s collection, and thgrebpursue order. (1994: 38-
39)
As will be seen below, this is what the player©garinado. They rarely simply
stumble across items, they seek them out, hunt teaem, and through completion they
create order. Theecond of Danet and Katriel's metaphorsaiecting as passigrand

of this, they say:

One of the most striking and most common sets ¢apt®rs in discourse about
collecting is the cluster surrounding the notiorpassion. This cluster includes
related motifs of desire, passion, love, posses$i@94: 41)
Many interviewees note the pleasure in such adgqnsor possession. Dean, for
instance, calls himself a ‘completionist’ (Deans@mething he relates to all aspects of
Ocaring including item collection: ‘It's definitely safigng to collect things’ (Dean:

21). Lesley, his partner, is equally enthusiastic:

There’s so many different things to do that arenthe main quest, like getting
all the Skulltula$...and, er, yeah trying to get all the quivers athdche
arrows...it's just a bit...a bit kind of...a bits#ssive compulsive in a way.
(Lesley: 6)

Lesley is clearly in awe here of the quantity efnis available. The desire to collect and

the pleasure in striving to build a complete cditatis returned to later in her narrative,

in which she notes the pleasure in being able¢dse treasures:

In the, er, game menu, there’s always slots fdf #tat you haven't got. So
when you got, you've got a full screen, it's prettol to see what you've got.
Er, yeah, 1 did like that. (Lesley: 17)

191 Here, Alan is discussing Gold Skulltulas, goldacsimiles which replace defeated originals (simply,
Skulltulas) which can then be collected. Their napresumably, derives from a conflation of Skulllan
Tarantula, and this name is in-keeping with théiygical appearance.
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This joy to be found in the visual representationalidation of collected items is
shared by other interviewees. The extracts from’'§dme’s and Dom’s narratives

illustrate this:

I loved the menu screen, with being able to mowarid, being able to see the
map, see songs and stuff you'd collected, see wesaaiod clothes...all the
different clothes and the shields. | loved it. (S20)

And:
| like having a sort of thing where you can seeyallr items, especially since
you can see how many you've got left to get maiflibere’s spaces and things
and sort of thinking, ‘Oh, | haven't got one yet,13n gonna get one soon,
maybe. (Lee: 7)

And:

| get really happy when | get 20 hearts too, os&hd00 Skulltulas. (Dom: 3)
The most thorough consideration of this type ahimes from Lee:

| like getting...getting all of them. I think, natlat | play it now, | sort of try to
get everything as perfect as possible. Before himgt have, erm, bothered so
much with the details, but | try to collect evetyly get all of the heart pieces
and it takes a long time it’s...getting all of Bkulltulas and stuffSo in...or
collecting 100% of everything there is to get ahdfsloes give you a sense of
achievement. It’s...it's nice if it sort of rewargsu for doing everything and
then you sort of...if it rewardgou, then you feel rewarded | suppose [laughs].
(Lee: 12)
Like the interviewees noted before him, Lee istfand foremost, noting the enjoyment
of complete collection and acquisition. Helpfullge also explicitly notes the sense of
achievement complete acquisition brings. This sefsehievement is much like that
discussed by the interviewees in this categorys fiub-area above. While such
collecting may be seen as empty addiction, sudhtarpretation is invalid here:
interviewees feel a sense of achievement that giohges not come with addiction
There is a slightly greater possibility of identiiging formed through such item
acquisition, that the items collected contributeaads the interviewees’ store of gaming
capital. This also, however, does not appear tindease. The interviewees do not

identify item acquisition as something they bragwtbor even discuss with others.
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What this acquisition most definitely about, then, is ‘...a means to strive towards a
sense of closure, completion or perfection’ (Daaret Katriel in Diggins, 1994: 24); an
attempt by the interviewees to fulful Maslow’s hegmeeds, particularly those of
‘wholeness (organisation; structure; order)’ armimpletion; (finality; justice; ‘it's
finished’; fulfilment,finis)’ (1962: 94-94).

Finally, it needs to be noted that items are algoyed for their interactive
properties, properties which allow the interviewtemdulge in the type of free play as
noted by Huizinga (1955) and Caillois (1958), amd ts discussed in the final of this
chapter’s segments. Of course, interaction witlteths increases players’ participation
in the virtual playspace and has the potentiahtogase their sense of immersion.

3.3Form and Completion: the Quest for Narrative Restiln

For many interviewees, enjoyment is to be founstiiving to make the game’s
fictional universe coherent and complete. Thiscis@ved by repairing holes in the
game’s narrative by creating, contributing towards by subscribing to - theories
proposed by others. Such striving for narrativédqmion by fans of pop-culture texts is
noted by Henry Jenkins, who sees media objectsmalpto a world that is collectively
shaped and imagined by the audience: effectivelgtorg a meta-narrative. He first
notes this in his 1992 bodkextual Poachersshen describin@tar Trekfans’ ‘desire for
continuity, consistency and completeness’ (Jenkif92: 102), later noting that ‘the
world is bigger than the film, bigger even than fitechise — for fan speculations and
elaborations...expand the world in a variety of dits’ (2008:114). The fact that
Ocarina’sstory, and the narrative of the series as a wimBgymehow flawed is

expressed here by Michelle:

Much like theBible, discrepancies are definitely there, but that redkeorising
debates that much more robust. (Michelle: 6)

Michelle’s comment is one of many that note notydektual inconsistencies but also
the pleasures they inspire. These discrepanciagengnised for what they are and not
ignored or subjected to cognitive dissonance invaay. They instead offer pleasurable
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opportunities to exercise intellect and creatiitysimilar to the discrete puzzle solving
noted earlier and resonating with the creative attaristic of self-actualising people
recognised by Maslow, a creativeness ‘projectedipon the world or touches
whatever activity the person is engaged in’ (195%#2). The amount of creative
theorising that takes place and the level of adiomat inspires is perhaps best

illustrated by this comment from Mike:

For any hardcorgeldafan, even the absence of story is a great thingeT

Bongo Bongo [the ‘boss’ dDcarina’s Spirit Temple] for instance. There is just

a few lines mentioned about his origin in-game.élattme hardcorZeldafans

with a mind for theorising and they put togethes thost likely scenario from

the smallest evidence left inside the game by gweldpers. (Mike: 3)
While this extract highlights Mike’s connectionttee fan community and therefore the
satisfaction of a social need that is facilitatgdhe game - such as discussed in the
previous chapter - the main value in this commeir how it underlines the cognitive
and creative activity engaged in Bgldafans in their attempt to create a complete
fictional universe. The admiring, almost deferdrtae, to this extract, suggests that
Mike takes great pleasure in these theories pobifesthers. For the majority that speak
of it, the theorising is often focussed on a siragka: an attempt to rectify, or patch, just

oneapparent shortcoming fDcarina’s narrative:

One of the maiZeldatheorizing arguments is over the split timelineaty and
what may have transpired upon Link’s return todinilod. (Michelle: 9)

Andrew provides detail on this ‘split timeline thrgo

Well, you can see that there’s the en@eafrina of TimeZelda sends him

[Link] back in time so there’s, like, Zelda's Hyauwhich she’s sent him back
from and there’s Link’s Hyrule which she’s sent Hiack to. And in the latter
one, he goes on tdajora’s Maskand apparently through the years it becomes,
er, Twilight Princess Whereas at the start @find Wakerit says, erm, ‘The
people needed the hero and they asked for himdbero ever came.’ That's
because [Princess] Zelda sent him back in timenteesalternate universe and so

192\while Michelle’s reference to tHeible may simply be been one of convenience, it is rikedy being
used as an analogue, with her viewing both it@odrinaas rich, multi-layered pieces of work open to
interpretation and her gaining a satisfaction dedsure by engaging with this complexity.
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that’'s why the gods were like, ‘Oh right. Here'srsorain.’ | discuss this all the

time. (Andrew: 3)
The final line of this extract implies that Andresxénjoyment of theorising arises from a
desire for coherence: he wants the narrativese¢éfdagames to make sense both
discreetly and within the wider context of the eeras whole. Andrew’s comment only
refers to one inter-game narrative connective (‘paeple needed the hero’), and this is
because, by and large, such conjunctions do net.&e fact that Andrew does, then,
still speak of narrative dovetailing with such ddehce demonstrates exactly how
satisfactorily these fissuréd have been filled (either by him or for him) in hisnd.

Sam also discusses this narrative branching:

I mean, the way | see Qcarina of TimeandMajora’s Mask- it's two separate
timelines. It's...there’s a timeline where Link gaaghe Temple of Time, saves
Hyrule and gets sent back but...and the other tiraglimk has already saved
Hyrule and now he’s [Navi] left him because he’s ad&okiri and only Kokiris
get fairies. So he’s [Link] gone in search of Ndug old friend. Because if you
notice, he doesn’t have Navi with himMmajora’s Mask he has Tatl. (Sam: 19)
This extract shows that, as for Andrew, Sam takesspre in attaining clarity, integrity
and completeness in t@eldaseries’ overall narrative. Awareness of narratiwkesion
is, of course, present in the findings of the ctigaiplaythrough (As part of the mental
topography): the desire for a happy ending beinmggfahe motivation for play.
Narrative dovetailing of the series aghmle is also discussed at some length by
Phil, betraying his desire to adhere to theory fdated byZeldafandom, the theory in
this instance regarding the world presente@a@arina’s successofThe Wind Wakein
this particular narrative branch, Hyrule has bdeaded by the gods and islands in its
vast oceans are the hills©tarina’sworld, ‘just the tops of mountains where, like,
elements of the cultures from down below are skikting. It was really cool’ (Phil:
18). This desire for narrative cohesion can celggde understood in self-actualising

terms, specifically as an attempt to create ondith, ‘[a]spects like incorrect

193 Henry Jenkins terms these ways of improving niaeatohesion as ‘recontextualisation’ (Jenkins,
1992: 162).
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proportions and displeasing arrangements seeniltoutan us the impulse to
rearrange, to improve and to correct’ (Maslow irffa@an, 1996: 44).
Finally, that a happy ending is preferred is mddargin this closing comment

from James:

The ending sequence - members of allZbklaraces dancing around some
oddly colored fires in Lon Lon Ranch - is defingteine of my favourite scenes,
along with the scene in the same sequence ofealldges standing together on
Death Mountain. (James: 4)

That the interviewees value a happy conclusioDdarinds story should not be
surprising, as responding to such positivity is sthiimng Maslow identifies in self
actualising people, individuals who ‘delight in.. fging about justice, in stopping
cruelty and exploitation, love virtue to be rewat@mnd seem to like happy endings,
good completions’ (Malsow, 1969: 289). Maslow algites, of course, that people in
the ‘being realm’ of self actualisation are drawriglayfulness; (fun; joy; amusement;
gaiety; humor; exuberance; effortlessness)’ (Masl®62: 93-94) and play is the

subject of this chapter’s next section.

4: Varieties of Play

Finally, interviewees discussed the freedOpnarinagave them to express themselves
and be creativeSuch creativity has resonance with tiee sense of play outlined by
Caillios and Huizinga and discussed in chapter twather words, in addition to
providing its players with set challeng&gzarinaallows its players to forget about such
rule bound practices to instead indulge in moreaesgive and experimental ones. This
is facilitated by the environment itself, usealddaris, or a combination of both.

Phil frames the joy of playful expressiveness witthie context of childhood,
and the disappointments of adult li@carinas environment and objects satisfy

expectations that remain unrealised in the realdvor

When | was younger, | always used to think thatrwim@ grown up, I'm just
gonna do whatever | feel like. It'll be great nothtave all these things...people
telling you what to do. And then when you do grgey wou have responsibilities
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- bills to pay and stuff like that. But the feeliggu get in the game, where you
do feel like you’re a child who'’s been given a sivand the chance to run
around in a grown up world is good. You're off msworld and you’re just
rolling around - literally - and just playing wigtuff. (Phil: 17)
In a sense, Phil can be said to be experiencintatgeplayspaceof the game and its
objects the way Jean Piaget argues that a babyierpes their world. This, as noted in
chapter one, is as something completely novel texipéored and testeth the world of
Ocaring for instance, when the player first takes condfdlink, they use him as their
arm, fist and mouth to determine the most ‘suckabler pleasing - objects: the long
grass hinders running, but the short grass doganiping from on high hurts
(conveyed by the unpleasant haptic feedback),dwjumps do not; small crates can be
smashed to reveal more rupees and health, whlmpting to smash larger ones causes
only more haptic backlash. Again, to use the waifdBiaget scholar Peter Richmond,
‘all objects do not have the same suckable praggrtl970: 8). Though the player, like
the baby, learns from this exploratit and adapts his behaviour accordingly, this
early stage of engagement with the game is onéagfyd abandonment. It echoes
David Surman’s comment on the new player who ‘esgddhe gameworld with the
clumsy curiosity of a toddler’ (Surman in AtkinscaKrzywinska, 2007: 205). Such
childlike playfulness or ‘clumsy curiosity’ is cldg expressed by Sam, who, like Phil,

enjoys experimenting with objects in the game emrment:

| just loved the Megaton Hammer. You get to hihts with it. And | just loved
the sound that it made — DONG - [laughs] whentighything. Even if you hit,
like, ice it went DONG [laughs]. (Sam: 22)
It is worth noting Sam’s mimicking of the game’ggdetic sound, which suggests, for
him a great deal of enjoyment stems from this aldinés is especially the case when
sound is produced as result of his purposelessmagiarticularly when those sounds are

most unexpectetf’

194 This can be compared to James Paul Gee’s ‘Prgpetinesise, reprobe, rethink’ theory noted in
chapter four.

195 One explanation of the source of such pleasures &lso been discussed in both games studies and in
less academic circles, wilomputer game columnist Stephen Poole perhaps Herfiyst to articulate

the joys experienced from the inverse effort tacectatio, terming it, ‘amplification of input’ (Rie,

2000: 181).
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Game objects in general gave great scope for glayfuerimentation. Lesley’s

enthusiasm is representative of the group as aewhol

| really like the bow. And the Longshot is awesoasewell. Erm, | love the iron
boots and the Goron Tunic as well. | think...hththe...with the boots and the
tunic it's all that much more freedom. It's kind thfat more bit fantastical. Erm,
reall...it’s really cool. (Lesley: 19)

The sheer amount of items Lesley mentions alonly thi¢ positive language used to
discuss them, makes this comment significant. Tesunh as ‘awesome’, ‘like’, ‘love’
and ‘cool’ highlight the affection in which thedems are held, while terms such as
‘fantastical’ and ‘freedom’ highlight the creatipéayfulness such objects inspire.
Dean’s almost identical language also emphasisepleasurable such items are to
simply play with ('like’ ‘love, ‘fun’ and ‘cool’),while his comment on ‘escapism’

suggests a sense of playful abandonment:

I like the bow for the game in the, er, canyon vehygsu're riding Epona and
shooting. | used to love that game. The Boomerawigtlae Hookshot is
def...definitely escapism. It’s like, if you hadghn real life, it would be so cool.
But you don't. (Dean: 20)
Dean’s final line is particularly interesting ingeard to this desire for abandonment, but
awareness of it being impossible out of the woflthe game, against all accepted
social and legal conventions. Dean is treatingvttteal playspace oDcarinaas a safe
- and therefore perfect - environment in which gssfor such actions can be satisfied, a
view also expressed by Sam, whose questions evei&rse of Maslow’s belief that self
actualising people are ‘fixed on ends rather thameans and means are quite

definitely subordinated to these ends’ (Maslow,4:9B11):

Who doesn’t want to smash something in the fack aitlegaton Hammer!?
Who wouldn’t want to, like, Hookshot onto a walldafty through the air and,
like, be standing on the edge of a wall with metadking into it? (Sam: 22)

Here, of course, the means of killing an enemyavrdrsing a gap become ends in
themselves, exemplifying Maslow’s belief that feifsactualising people, ‘...the most

trivial and routine activity [can become] an insically enjoyable game, dance or play’
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(Maslow, 1954: 141). One item in particular dranwsrencomment than any other
regarding its expressive properties and this itethé ocaring°. As is seen below,
respondents speak of this with great enthusiasnst Bfahose that comment are united

in viewing the ocarina as a valid musical instrutnen

I loved how you would learn songs and actually @ayinstrument. Since | am a

musician and composer, this was incredible to nmehiember playing all kinds

of songs on that ocarina. (Dom: 2)
The suggestion here is that Dom sometimes turn@téoinasolely to access this
particular item. There is also something more ia tomment, namely the significance
of the desire to create via this virtual instrumewver a real one (which as a musician
and composer Dom must, presumably, have accesBhig)suggests that there is a
unigue pleasure in doing so, that people are affargpecific experience through
computer game play that cannot be gained througagement with any other kind of
object. Also, in addition to suggesting the playofgxisting pieces, Dom’s final line

also implies the composition of new ones, sometBiagiel too enjoys:

| liked the ocarina itself, just playing the somysit and then creating your own

song. (Daniel: 9)
This comment while similar to Dom’s is of espedidgkrest because this time there is no
suggestion that Daniel plays a ‘real’ instrumeat:Him, the ocarina is ‘real’ instrument
enough. Daniel’s identification of the enjoymenbihad from being purely creative,
reinforces the notion of this particular objectrizgiat times, somehow separate from the
game to which it belongs. The idea of this itentself providing pleasure is more
thoroughly explored in a long exchange between Reahlesley, an exchange which
includes a deconstruction of the links betweenctirgroller, a real musical instrument

and the virtual instrument on screen:

19 There are two ocarinas in the game and the irgemés never explicitly identify which of the ocasn
they are referring to - the Fairy Ocarina or the@@ of Time. It is likely that they are referritmeither,
that for them they are interchangeable in this extmdf non-ludic or non-contextual play.
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L: if you move the controller around, if you moveetjoystick round when you
press the button down it kind of changes whetk®r.itdon’t know music [to
Dean] is it flat, or..?

D: Erm, it's probably...an ocarina is...is set &gparticular scale. So, | think the
one inZeldais C major, but I'm not sure...which would alsoAeninor, ‘cause
it's the same group of notes. Erm then I’'m guessirad;..that moving the
joystick would shift that to say D major or...

L: Yeah, and the shoulder pads do different thitigs,it warbles and stuff like
that so you can play...you can play pretty muchfang. (Lesley and Dean: 23)

Such playful creativity is in-keeping with Maslowttsoughts on the satisfactions of
what he terms expressive inventiveness:

Expressive inventiveness needn’t be communicativecial at all...For
example, a purely expressive painting may not maeaning for anyone other
than its creator. Regardless of the painting’sadieauty, it may give its creator
great pleasure and emotional release. (Maslow finkém, 1996: 44)
That music - both its consumption and creatiorinds a multitude of benefits is well
documented and the literature is vast, with musécapy, and music psychology being
established subfields of psychology. Perhaps most relevantly for this study is some
recent (Lamont and Knox, 2008) work aintual instruments and their benefits to
children with cerebral palsy. Using a speciallyigesd piece of software - the VMI
(Virtual Musical Instrument) - children with disdibes were able to play a musical

instrument using gestures. The findings of theystudre quite astounding:

The results show that the VMI enhances childreeédifigs of competence. It
also enhances their physical, cognitive, commuivieaemotional, behavioral,
and social functioning. It helped children with @Psee beyond their
disabilities. (Lamont and Knox, 2008: 65)

197 The literature on computer game music in itsedfyéver, is comparatively sparse, often restricted t
the occasional chapter in edited collections. FBhigation may change in the wake of the first book
dedicated to the topic, Karen CollirGame Soun@009). Importantly, Collins discusses the pagdrus
input - or interactivity - plays in computer gamesit. She notes: ‘Unlike other forms of media where
the audience is a ‘passive’ receiver of a soundasjggame players play an active role in the tniggeof
sound events in the game (including dialogue, antdg@iend sound effects). While they are still, in a
sense, the receiver of the end sound signal, tteeglao partly the transmitter of that signal, pigyan
active role in the triggering and timing of thesemts’ (2009: 3).
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With the emergence and mass uptake of motion daeithnology triggered by the

arrival of Nintendo’swii, *°8

, it seems entirely possible that such software met be

restricted to clinics, with benefits derived fronetplaying of a musical instrument

available to those who, for whatever reason, mayrdinarily have access to of&.
All of the above properties @carina and the significance of their effects on

my interviewees is summarised below, in this chépteal section.
5: Ocarina of Timeand Abraham Maslow

Many of the comments from the interviewees resos@tmgly with Maslow’s theory
regarding the higher needs, the most thorough sissons of which are in the third
edition of Towards a Psychology of Beii§©968, 1999) and@he Farther Reaches of
Human Naturg1969)2°° One chapter in particular from the latter - eatltlA Theory

of Metamotivation’ - provides as clear and coneis#iscussion of the higher needs as
can be found anywhere in Maslow’s output. Here, IMasises Kurt Goldstein’s term
‘self-actualising’ (Goldstein, 1934) to refer ta#®e whose basic needs have been met
and are now able to seek higher level satisfactihsielpfully, in this chapter, Maslow
provides three tables relating to the higher nedsfirst of which is particularly useful
heré®? being a list of ‘testable propositions’ (196992&ntitled ‘Motivations and
Gratifications of Self Actualizing People...’ (196298). The second - the list of B (or,
Being) values - while also extremely useful, magmseather repetitive if also
transcribed here, and has already been provideg@endix 1. Here, then, it is simply

198 Sony launched their version of motion contrélayStation Move in September 2010, while
Microsoft launched theirsXbox Kinect- shortly afterwards, in November 2010. As of Asig?011,
Kinect'...is in ten million homes’Edge #231: 10).

199 This is despite the differences between the agtiaging of real and virtual instruments, as diseas
by Graeme Kirkpatrick (‘Movements and actions perfed with [controllers] do not resemble actions
performed in other contexts, despite efforts terptet them in terms of mimetic relations of
resemblance...” (2011: 89)) and Jesper Juul (‘[RighGuitar Herois different from playing the guitar’
2009: 114). Juul also notes, however, that suchegaimake it easy for players to experience
competence...to complete a rock song’ (2011:89)faeiing the argument made in the body text.
2991t must be noted, however, that higher needs aligistualisation are also discussed extensively in
Motivation and Personality

201 Maslow does note that not all of those who achaatisfaction of basic needs seek the satisfacfion
higher ones. In other words, he acknowledges tleesce of pathology (Maslow, 1968).

202The other, Table 2, is less useful here, detailimgta-pathologies’.
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worth noting that it is includes such values aghtrgoodness and beauty. So, from the
list of ‘testable propositions’ (1969: 289), setftaalising people:

Delight in bringing about justice.

Delight in stopping cruelty and exploitation.

They love virtue to be rewarded.

They seem to like happy endings, good completions.

They are good punishers of evil.

They try to set things right, to clean up bad gitues.

They enjoy doing good.

Their fighting is not an excuse for hostility...bsitfor the sake of setting things
right. It is problem centered.

They respond to a challenge in a job.

A chance to improve the situation is a big rewdittky enjoy improving things.
They tend to be attracted by mystery, unsolved|prob, by the unknown and
the challenging.

They enjoy bringing about law and order in the ¢itagituation.

They uniformly consider their work to be worthwhilmportant even essential.
They enjoy greater efficiency, making an operatimre neat, faster. (1969:
289)

Essentially, these motivations revolve around thest human aspirations and ideals,
and this corresponds to Maslow’s core psychologibdbsophy discussed in chapter
one, namely that people are fundamentally good gimdn favourable circumstances,
will strive to improve themselves. Maslow arguedtithe failure to find opportunities

to satisfy such motivations or experience suchegleads to pathologies or, ‘the
sickness of the soul’ (1969: 43). Specifically,.s#d Maslow, deprivation of these needs
leads to pathologies which include feelings of finsim, feeling oneself to be not really
needed, bleakness, hopelessness, bewildermengsdapr and despair’ (1969: 318).

So, how might the aesthetics@€arinahelp prevent these meta-pathologies and
promote the acquisition of such B-values? To begth ‘Spectacle’, Maslow is quite
clear on the importance of visual beauty, writilgat it in not only his key tex@¥’ but
also his more obscure essays and papers. In amlisipd lecture of 1966, for instance,

he makes the following observation:

23 The key texts are here being definedvisivation and Personality1954), Towards a Psychology of
Being(1968) andrhe Farther Reaches of Human Nat(t871).
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What would it be like to live every day in a totailgly world in which beauty
no longer even existed? Well, we have plenty oy ypdhices around us...and we
can see what these do to the human spirit. [Thédpa¢hologies are systemic
diseases and, therefore, affect the individual’sieimind and body. (Maslow in
Hoffman, 1996: 94)

Similarly, in an unpublished article entitled, ‘ling in the World of Higher Values’
written ‘during the mid-1960s’ (Hoffman, 1996: 78)aslow notes that psychologically
healthy people actively seek beauty for its owresakirroring thoughts expressed in
Motivation and PersonalityWe can enjoy a painting without wanting to ovna
rosebush without wanting to pluck from it’ (Maslo®954: 155)). In the article’s

checklist for how psychological growth can be aebd is the following advice:

Get out of the deficiency world by deliberately mpinto the Being- realm. Seek
out art galleries, libraries, museums, beautifuji@nd trees, and the mountains
or seashore. (Maslow in Hoffman, 1996: 76)
Consciously or otherwise, the interviewees soughbeauty when they purchased and
engaged witlDcarina a game which, at the time of its release, preskatmajor
improvement in console-game visu#ls.
This love of something for its own sake (or Alalde/n reward’ (Alan: 15)) is
also found in the interviewees’ love of item cotlag, which comports with Maslow’s

concept of ‘being-love’:

The point at which a corner is turned is when thwe lbecomes so great and so
pure for the object itself th#ts good is what we want, not what it could do for
us i.e. when it passes beyond a means and beconeesla.Real love then is
(sometimes at least) noninerfering and nondemaratidgcan delight in the
thing itself. (1969: 136-137)

Then there is the interviewees’ desire for ordet @ampletion which is derived through
the completion of puzzles and the patching of tiaanconsistencies, finding

294 This has been restated in the popular press astheas August 2010: ‘Superficially, OoTs biggest
innovation was that the whole shebang was now 8@ihg itself to many a breathtaking moment as the
sun set over a vast Hyrule fiel 8FX Magazingt199: 146)
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sympathy with Maslow’s understanding of cognitiveed satisfaction, which he saw as

especially important to people:

The gratification of the cognitive impulses is sedijvely satisfying and yields
end-experience. Insight is usually a bright, hagoyotional spot in any person’s
life, perhaps even a high spot in the life spanll thase point to a basic
cognitive need. (1954: 25)
Suggestions of such gratification is evident inititerviewees responses in these areas,
which sometimes even hint at elements of the pgpkreence (‘...transient moments of
self actualization... moments of ecstasy...’ (1971, #6plied though Michelle’s
references to ‘relief’ and ‘release of tensionher discussion on completion.
Similarly, there is the enjoyment interviewees takéhe vast portion of
Ocarina’sstory thats coherent, its tale of good and evil, with evemythin it
connecting to Maslow’s ‘B values’ and ‘testable positions’. Here is a virtual world of
playfulness, meaningfulness, and if played wehat is, not only with skill, but on the
side of moral right - justice: evil is defeated athglule returns to a beautiful idyll.
Maslow argues that self- actualising people, peagpie constantly seek the satisfaction
of higher needs, ‘seem to like happy endings, gmodpletions.” And thesare good
completions. IrDcaring a physically beautiful, morally sound, world isitg
destroyed by evil and the interviewees want ton&véhis destruction. Indeed,an
unpublished article written in 1968, Maslow noteattpeople who are fully evolved
tend to take as their greatest reward, metagratiifincs. Such men and women are most
happy when they are advancing beauty, excellensgcg¢ or truth’ (Maslow in
Hoffman, 1996: 715% Also, of course, Kant’s and Schiller’s notion bist beautiful
environment representing good, or moral rightnalss) resonate strongly with the
interviewees view oDcarinds virtual playspace and story.
As a final point regarding such Maslovian consorahere is the playful

expressiveness and creativity indulged in by therimewees irOcarina’s huge virtual

*® This is something Maslow believes is importantomy for higher need gratification and self

actualisation but for basic needs too, specificaifeem needs: ‘Some form of participation in, or
identification with, a worthwhile cause may be edise for any human being to feel a healthy andrsgr
self-esteem’ (1965: 10).
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playspace, whether that is rolling around Hyruédd fishing, riding the game’s horse,
Epona, or creating songs with the ocarina.

As with chapter four, however, not everything theeiviewees say regarding
Ocarina the widerZeldaseries, or computer games in general is positiveaiches
Maslow’s theories. Some of the dissatisfactiomscancerned with single instances.
Dean, for example, complains about the difficultresatching the drawbridge into the
game’s town, Hyrule Castle Town, (‘because it'soakr, like a ten minute cycle and
you can'’t get in and then you’ve got to hang aroand wait’ (Dean: 11)), while Colin
finds frustration in trying to win a seemingly ingmble race: ‘No matter what you do,
he will always beat you’ (Colin: 7).

Other negative comments regard more general elsmétite game. The menu
system, while accepted by most, is disliked by somiidln Andrew noting, ‘It detracts
from the experience when you go onto a pause measelect all your items from
there. It detracts from the realism when you lob&lethese items from the menu and
how many boxes you have. Does he carry them &lisinat?’ (Andrew: 5-6). There are
other instances of game aesthetics frustratingrakttan providing Maslovian

satisfactions. Lee, for instance, dislikes the baded dialogue @carina

There’s nothing more annoying...than text that jasties on for ages and ages.
They just expect you to have a really low readigg ar something, and you
start getting...you can't skip forward a bit so yman'’t read the next bit - you
start getting bored (Lee: 7).

This is similar to Sam’s frustration @carina’s only-just anthropomorphised help (or

navigation system), Navi:

Navi was like a tutorial and | didn’t need a tuédril never...like...whenever |
get a new watch or anything like that | never rdedinstructions — | prefer to
work it out for myself. So Navi just going, ‘Helisten!” and then when I'd
think, ‘Right, Navi’s a tutorial, | don’t want taskten to her.” She still keeps on
going, ‘Hey, listen! Hey listen!’ It drove me insanSam: 19)

Such grumbles also extend beyond the fiction ofgdn®e to include the controller (I

think it's rubbish to be honest. | mean, you ndede¢ hands to use every button. You
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have to be Zaphod Beeblebrdi'(Andrew: 4)). There are also cases where the game
itself is not seen as deficient, but rather therviewees themselves. Some become
stuck on a puzzle which, in retrospect, seems dilslgeasy (‘I was running around the
prison saying ‘I've missed something’ (Colin: 6)hile Lesley, for example, struggles
with recalling the melodies for the ocarina thatypbdf the game demands: ‘I'm crap at
trying to remember the stuff, so | didn’t partialjeenjoy that’ (Lesley: 5).

There are also dissatisfactions with other instalfita in the series. Some dislike
particular games outright, games that are eitrestmilar ("With Twilight Princess
what | found unsatisfying about it was that it f&irt of like a rehash of what had been
done before. Alan: 20), or too different (‘[sighdgjora’s Mask Let’s not talk about
Majora’s Mask It was...it was good but not great. | mean | ilashdunno, | wasn’t
that keen on it, on the whole mask system and lgaviasks that you got and then didn’t
ever use ever. | don't know. It never really cédkwith me’ (Sam: 3-4)).

However, as in chapter four, the negative commieaits are also difficult to
find. Importantly, of those few negatives thatedast, many serve to support positive
points made in the chapter. For example, Lee'watran with text speed, Sam’s
objection to Navi and Dean’s dislike of being méalevait, all stem from diminished
opportunities for interactioR®’ Similarly, tensions arising from the menu systerd a
controller, relate to being somewhat disassociafiéidthe main game and the resultant
break in immersion.

Also, grumbles about oth@eldagames once more serve to underline
discussions in the main text about what the plagietke about this one: Alex’s
concern with the recycling of old ideasTihe Twilight Princessubs against

interviewees’ desire for challenge, while the niveaof Majora’s Maskis far removed

208 A three armed, two headed character from Dougtss’Hitch Hiker's Guide to the Galaxseries
of novels and radio plays.

27 Sam’s comment also suggests a desire for indepeede autonomy in solutions to analytical tasks
and irritation and frustration when he does notitgdthis theory is supported by another of Sam’s
comments regardin@carina’s ‘special items’: ‘| never used them, never. | saas cheating. ‘Oh I've
got ...I've got an extra shield. I've got a mirroiied or a Hylian shield, that’s dllneed. | [also] felt a bit
cheated when | got a skull that made it...erm, of¢ Great Fairy, that made it so that, erm, attadks d
half as much damage to you. | felt a bit cheat8adng: 23). Interestingly, Sam’s comment also revaals
level of game literacy which allows him to peel e fiction to identify the procedural elemerus t
which they are anchored.
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from the much loved fairy tale structure@tarinaand all other entries in the series.
Moreover, and of the greatest importance hereaswihile some instances Ofcarinds
aesthetics may fail to deliver Maslovian satisfaicsi, the aesthetics of the gaasea
wholedo not. On this point, the message is unequiv@edrina of Timeenriches the

lives of my interviewees.

Conclusion

This chapter has been concerned with Abraham Méasliweory of higher needs in
relation to players ofhe Legend of Zelda: Ocarina of Tinte particular, it has shown
how the game may help to satisfy some of theseseedts players. | have argued that
higher needs may be met through four broadly ddfaesthetic properties Gfcarina
Spectacle, Narrative, Form and Play. Here | haeegnted interviewees’ comments on
their experiences wit@carinawithin these aesthetics and discussed their sogmitie

in terms of Maslow’s (and other relevant) theory.

Specifically, | have argued that the interviewaed beauty and a place for
reflection inOcarina’svirtual playspace. It is, | argue, a place playEmetimes access
for its tranquility alone, an occasionally ‘peade{ehil: 16), ‘calming’ (James: 1) and
‘serene’ (Michelle: 7) environment of setting samsl ‘rippling water’ (Phil: 16). | have
stressed that this ‘eager passivity’ (Maslow: 1988B) of appreciating beauty for its
own reward comports with ideas in game studies @b®002; King and Kryzwinka,
2006) and also in the thinking of Maslow, who bedie beauty may be necessary to
prevent sickness ‘...(in special ways) from uglingdéaslow, 1954: 25).

| maintain that playingcarinainvolves the interviewees at an ethical level,
with them becoming deeply involved in the struggleeturn Hyrule to a morally sound
state. Outrage at the evil done to this once iclglace inspires a will to action in this
‘...cause outside of their own skin’ (Maslow, 197@) 4This involvement is highlighted
further though the interviewees’ love of, and imsien in,Ocarinds myth-like
narrative, a story first experienced by the mayonihen they were children; when the
game showed them that if they persevere, ‘one msasbeobstacles and at the end

emerges victorious’ (1976: 8). | have noted howeng thatOcarina’s story makes
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sense also appeals to the interviewees, and thed ebthem ‘rearrange...improve
and...correct’ it - actions of self-actualising pemplto make sure that it does (Maslow
in Hoffman, 1996: 44).

| argue thaDcarinacan sometimes be a very difficult game, partidyltre
puzzles of its temples, but that this struggledsiced by my interviewees and allows
them to experience a sense of intellectual satisfache ‘calming effect of
understanding’ (1954: 173). This is made evideramments from Sam and Daniel.
Sam, for instance, scorns games of little challeagd dismisses one of the form’s
earliest examplesRong- for such an offence. Daniel is more specificargiing the
process of struggle, describing the ‘pain’ of exteechallenge, but also the reward. The
section ofOcarinaseen as the most difficult - The Water Temple héssays, ‘my
favourite part of the game for how much it testg’y@aniel: 9). | have argued that
such difficulty, such challenge, creates immersftmw and a great sense of
achievement and self-esteem in the intervieweleavé noted that the interviewees’
desire for such challenge resonates with Maslowm@values, with self actualisers,
‘attracted to the unknown, to the chaotic, unorgadiand unexplained’ (Maslow, 1954:
24).

| contend thaOcarinaallows interviewees to not only satisfy their desd
create order - for ‘systemizing the universe’ (Ma&g| 1954: 23)- through the collection
of its many items, but that it also provides theithvan outlet for playful creativity and
expression. | establish that such creativity artession is characterised by exploration
and experimentation. | have argued that intervienveeploreOcarinas virtual
playspace in the way a young child explores its m@nid, ‘rolling around - literally -
and just playing with stuff’ (Phil: 17). This playf‘stuff’ includes a giant hammer
which ‘went DONG!" (Sam: 22), boots, bows, boomes@and hookshots; items which
‘...iIf you had in real life would be awesome, but yaan't’ (Dean: 20). | found that the
game’s ocarinas are the items valued the most;aterdt only to the game, but also in
allowing the interviewees to enjoy purposelessyfpleself expression.

In summary, interviewees’ comments attest to thendhat the aesthetics of

Ocarinaprovide ample opportunities for higher need giediions to be gained and,
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most importantly, that they are. While this argatghould be treated with some

caution (due to the small sample), there is neets clear evidence here to support it.
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Conclusion

The Legend of Zeldand Abraham Maslow’s Theory of Needs Reconsidered

Introduction

This thesis has not attempted to argue that thgpatangame is entirely worthor that
future research neexhly concern itself with exploring its potential pogés. Instead, it
argues that the computer game should not be exdmia® ithaslargely been examined
in the psychological literature - with only the aéige in mind. It has used one

particular computer gamerhe Legend of Zelda: Ocarina of Timand one sample of

its players to search for and highlight the besdfiat the computer game can bring. The
thesis has used a number of theoretical sourcesciedly the work of Abraham

Maslow, to create a conceptual space in which weveawv those benefits and come to
an understanding of them. Of course, exactly howhmanrichment the computer game
has brought to the lives of the interviewees is tesearch cannot be measured. There is
strong evidence, however, to suggest that the ctengame has played - and continues
to play - a role in lubricating and intensifyingnaputer gamers’ social relationships;
improving their self-esteem; and providing visulggsures, intellectual stimulation,

moral guidance and a liberating sense of playfdnes

1. The Computer Game

That something as fresh and novel as the compataegould be enriching to its
players should perhaps have been evident to aftlgladter its entrance into popular
culture.Space InvadergTaito, 1978) - arguablghe first computer game to make an
impact on popular culture - and the arcade gameshwimmediately appeared in its
wake, seemed to delight the younger generatiomiticolar. What they didot appear
to do, however, was much good. For almost as sedheafirstSpace Invaderstarted
snapping at the heels of the mainstream, the cangame drew disdain from some

quarters. A 1981 article from tli&ambridge Evening Newfor example, discusses
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concerns raised by the National Union of Public Exypes: schoolchildren, said a
group of their members (‘school dinner ladies’) y&vspending money ddpace
Invadersrather than on lunch. Tellingly, the article clesgth a comment from the
local authority’s Education Officer, who notes thek of evidence to support the claim:
‘There is no indication that the school meals sErvs suffering as a result of this
machine. The numbers taking meals and the cashtiéwe not been reduced®As
noted in chapter one, early academic studies temed far from enamoured with this
new medium and focused largely on discovering regatfects’*®

As we know, despite such lack of enthusiasm, timepeder game did not go
away. It instead helped mark the beginning of i technological age and, like
almost everything else with a silicon heart, thenpater game has become ever more
ubiquitous. With this ubiquity, and the ever expagdand nuanced culture and business
of games, it might be expected that the consideratf its players would also become a
little more nuanced and balanced. For, as notédeiigeneral introduction to the thesis,
surely so many would not spend so much time andesntmfeel bad. Not according to
most accounts. Psychologist Craig Anderson hasrtaiga several recent studies of

the social psychological literature on computer gankrom the first, in 2001, he notes:

These results clearly support the hypothesis taosure to violert® video
games poses a public-health threat to childrenyanths, including college-age
individuals. Exposure is positively associated vi#ightened levels of
aggression in young adults and children. (2001) 358
The state of affairs as regards the focus of tlyelpdogical literature and its general
conclusions has barely changed in the ten yeace ginderson'’s first review (noted in
chapter two). Indeed, in his most recent overviguhlished in 2010, Anderson’s

findings are much the same:

208 http://www.80sactual.com/2007/05/space-invaders.ht

209 Examples include Dominick, J. R. (1984). ‘Videogatelevision, violence and aggression in
teenagers’Journal of Communications, 3434-147 and Lin, S., & Lepper, M. R. (1987) ‘Cdates of
children's usage of video games and computéesitnal of Applied Social Psychology, 72-93.

2191t js worth restating here, that whilcarina of Timds an adventure game, it is also about combat. The
first task Link is given is to find a sword andaldi and combat is an integral part of the overall
experience: it is found in the general traversahefplayspace and as the climatic set piece afyeve
temple.
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As expected, VGV [Violent Video game] exposure \pasitively associated

with aggressive behavior, aggressive cognition,aggtessive affect.

(Anderson, et al, 2010: 167)
The problems with the studies considered by Andease numerous: many rely on self-
reporting subjects, until recently none of themeMengitudinal (few are still) and
almost none are individualistic. All of these comseare linked to the biggest problem
of all, which is one that concerns traditional ‘rieedffects’ arguments generally, that of
proof: evidence for causal effects is at worst $§nand at best inconclusive, something
that almost always is admitted by the researchensinstance, a generally thorough
2001 study by psychologist Jeanne Funk, notesstirae of their hypotheses remain
‘unproven at this time’ (2001: 142) and concludest t...disagreements about the
initial direction of causality should be held ineglance as additional research is
completed.’(2001:142). A more recent study by ipéesonal psychologists Patrick and
Charlotte Markey notes the many causal complexitresived when attempting to
reach any sort of conclusion: ‘It appears that V\f@slent Video Games] only
adversely affect some individuals and those wha#ezted have a preexisting
disposition (i.e., high neuroticism, low agreeakles) and low conscientiousness)...’
(2010: 90). This point of provability is somethisigessed by critics of effects theory,
such as Media scholar David Gauntlett, who notag th. the mass of media ‘effects’
studies have been unable to show that there idesimmitative link between people’s
media consumption and their subsequent actionauf@et, 2005: 143).

What makes the analysis of game ‘effects’ evendrard the difficulty in
understanding the computer game itself. Older mgaih as television and cinema is,
ontologically speaking, relatively straightforwamith generally accepted definitions in
existence. If the essence of a cultural or media foan be relatively easily understood,
then it is reasonable to assume that understandiagsociated culture is made less
problematic than if it cannot. Fifty years from tka&rliest computer gamg8pacewar!
(Freeware, 1962), questions of definition sti# being raised regarding the computer
game. Indeed, as recently as 2009, eight yeans@dt@mputer Game Studies was
established as a discipline - and several yeace ¢indologists and Narratologists
(footnoted in chapter two) had seemingly reachedeskind of entente cordiale -
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computer game scholar lan Bogost, declared thaiedjames” Are a Mess’, and
delivered a speech explaining exactly why: becawesare still unsure as to exactly
what they are. Using Atari’'s 1982 computer gadf€as an example, he provides no
less than eleven definitions, including ‘a consug@yd’, ‘an experience’ and ‘a sign
that depicts the circumstances surrounding théag$983'#*

This is why starting with a sound, inclusive defiom, which draws on a decade
of computer game scholarship, is important towWuosk: it is necessary in a piece of
research attempting to record and discuss subjeszstions to or effects from an object
to understand what the object is that may be cguay effects. The definition, noted at
the end of chapter two, notes the influences orcliagacterisation of the computer
game from other areas, these being the notiomaditional play and games and
storytelling. Most importantly, though, the defioit includes details of how the
computer game is unique: its embodiment of sudatitioaal properties along with those
that are distinctly its own, its great processiogvpr, its virtualplayspacesand its
reliance on player input to be whole.

Just as important as understanding the computee gam using an appropriate
theoretical framework through which to try and urstiend its players. To this end, |
have offered the theory of Abraham Maslow, an alieve, social-psychological

conception of the self, which acts as a corredtvihe literature noted above.
2. Abraham Maslow

Published in 1954, Maslowldotivation and Personalityor rather the arguments
contained within it, challenge the prevailing thatgyof the Freudians and the
behaviourists. In the book, Maslow suggests that Manot driven by base instincts or

that he can be understood through patterns ofdtisns but is instead motivated to do

21 The issue is inadvertently highlighted in Bogositle and in the introduction to this thesis: evew

to refer to the computer game is not agreed upoomputer game’, ‘video game’, ‘videogame’ or even,
as preferred by some in the academy, ‘digital gaiRatter, Jason and Bryce, Jo, 2006; Kerr, Aphra,
2006; Anandra, Mitra, 2010; De Freitas, Satral, 2011). While this need not necessarily be problem
— film, after all is referred to as both ‘film’ ara$ ‘movies’ — it does illustrate the point.

212 350urce: http://www.bogost.com/writing/videogames_a_mess.shtml. The industry ‘crash’ is, of
course, noted in chapter two.
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good and has a complex set of desires (or mothglid’ hese desires are, in-keeping
with Maslow’s core belief, to be good. As notedhe general introduction to the thesis
and in chapter one, this positive Maslovian psyohplseemed a good place to start
when attempting to consider the positive sociakpsjogical effects of computer game
play: being a psychological theory, it meets thisteng psychological studies head on.
Here is a psychological perspective that allowsptb&sibility of player benefits - should
they exist - to be understood.

At the project’s outset, and discussed in chapter only Maslow’s theory of
higherneeds was expected to be useful: certainly thee al@emotional and social needs
- Maslovian basic needs - being met through engagith a computer game designed
for a single player seemed unlikely. As it transgirthis is not the case, and interview
questions initially planned as ice breakers (legdo a concentratedeldadiscussion)
proved extremely fruitful in identifying potentibhsic need satisfactions, with all
categories bar the physiological needs provingateelsome relevance. However, while
Maslow’s work on physiological needs did not progeful in this case, it may well be
relevant in both the immediate and long term futée instance, computer games
requiring physical input beyond button presses Heeen becoming ever more popular
over the past few years (dance-mat based gamesbkawesporadically produced since
the late 199033, a popularity accelerated by the arrival of Nirtte’s Wii console and
a large number of games for it which require sigaiit physical movement (oon-
trivial physical effort to slightly reword Espen Aarseth’s phrase) typla

Use of Maslow’s work on higher needs has been faarze extremely useful.
There were, however, obstacles that needed tod&reawe. One difficulty in
considering the interview data in regard to theéhbigneeds - and, to an extent, in using
Maslow’s thinking in general - is its lack of datimeness. Such indeterminateness
stems from its constant evolution: the developnoétihe higher needs and its
associated concepts (such as self-actualisatioth@ngeak and plateau experience)
was, in effect, Maslow’s life’s work. A theory firsonceived - albeit in highly

13 The first of Konami’sDance Dance Revolutiogames, arguably the most well known series of édanc
games was released in Japan in 1998. There hamenbe®rous instalments released in both Japan and
in the West, since.
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embryonic form - in the 1940s was still being refirat the time of Maslow’s death, in
1970. While an interesting problem to be faced witmade it difficult to know what

the final version of a particular portion of thetmy was, if there was one at all.
Eventually it became apparent that this was notetloimg to be too concerned about
and that all of the developments and evolutionsi®theory, Maslow intended as a
stimulus for further investigation. The methodoldwyre then, was to be guided by what
passed for first principles in such a fluid andrexolving body of work: the fourteen
B-Values (appendix 1) are a cornerstone - for gepee, these do not change - and these
are supplemented with a consideration of any funtiacking of them that Maslow
presented. That said, some of his categories dib syerific development for use in
computer game research. These areas are thosdinggiduwe aesthetic need (or the need
for beauty) and the cognitive need. As is apparem chapter five, these are key topics
covered by the interviewees, and in that chapterexcategorised as Spectacle,
Narrative, Play and Form and Completion, with tinalfcategory being sub-categorised
further still These concepts and this methodology, then, shouhd the basis for future
appraisals and criticism because they representalys that games get incorporated
into player experience and take on significancetem.

Finally, there are the generally accepted limitagiof Maslow’s theory to
address. These - discussed in chapter one - cotieetheory’s individualistic nature
and its lack of empiricism. As noted in chapteethrhowever, this thesis
operationalised Maslow’s concepts, allowing therb@aisedociologicallyin
conjunction with interview data from real compug@me players. This sociological
approach allowed me to situate play with compuénes within its wider social

contexts.
3. Findings
By the time the interviewees were taking theirtfateps in the world of digital play,

computer games had entered the home en masse. @orgames - and its host
technology - had, in fact, becordemesticated.
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Of course, the research has found some dissaiiacnd negative reactions to
playing these domesticated computer games. Themms dissatisfaction withelda
and specificallyOcarinaitself. However, the majority of these, concerasdhey are
with shortcomings of the game, actually serve tdauine the higher level pleasures the
interviewees have come to expect from computer galene They speak of occasional
unfairness in challenge, of the occasional lackhadllenge, or instances where a game
mechanic - such as the menu system or lack oflgitiggage - threatens to break their
sense of immersion.

Perhaps most important in terms of negative finglinigen, are the consequences
of computer game play beyond the specific©oérina In regards to these, thasgthe
suggestion of addiction, an ever present thredadeopredominant psychological
research. This suggestion is in Lee’s talk of pigyinto the night, for instance, and
Sam’s example of three-day gaming sessions. Savesnied game of ‘Smoke Along
With Snake’ also reveals an instance of a commadere influencing real world
behaviour in a way which can be interpreted as hdrmhat said, though, how much
the creation of ‘Smoke Along With Snake’ is attridole to direct influence fromiletal
Gear Sold 4s debatable, as argued by David Gauntlett, adenlined in his comment
above. Games are definitely, however, the diregseaf friction or unhappiness at
times, either within the home or in the wider wolldsley voices her annoyance at
parental help (and her venting of this annoyandeeafather), Dean laments his
parents’ decision to buy him a console, there ehealboy arguments over the
attributes of different game consoles and argumaves mastery of titles. Finally, pride
in game playing prowess may be regarded as anasgiépersonal trait which would
not exist were it not for the presence of compgsmnes?**

While some of these concerns are significant, &odlsl not be dismissed
lightly, with respect to the sample used in thisegach, they are heavily outweighed by
the positive reaction3.he study has shown some of the dynamics of howahguter

game medium has been incorporated into people=s wnd the meanings this has for

214 As noted in chapter four, however , this pridemstimes manifested through what interviewees
termed ‘Bragging Rights’ - is often group pride, sitraredgaming capital, so should not always be
perceived in negative terms.
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them. The interviewee testimony details how the mater game has become embedded
in the fabric of family space: in living roomsudtes and bedrooms. It illustrates how
the computer game has become part of fatmtg evening, weekends and holidays. It
details how the computer game becomes part ofrnedtireward systems and rituals:
central to parent child bonding and shared sibdind peer activity. In short, the
interview narratives illustrate how the computemgahas become an important part of
sharedactivities with families and friends. The compugeme was, and remains, a
faithful companion to the interviewees. It was thesiith them almost at the start of their
lives as they sat on fathers’ knees and as digagb taught them numeracy. It was
there with them as they grew and played with bnatla@d sisters, after bedtime, under
bedclothes and long into the night. It has staygd them as they have grown older,
comforting and uniting them: the hearth of the hand a signifier of the home from
home. This focus for shared activity - this emtnaént discussed in chapter four -
brings Maslovian feelings of belonging, love antees.

Interviewees’ early play with games led them toltegend of Zeldseries and
Ocarina of Timeln this game, commentators seem to agree, theuw@mgame reached
something of an apex. As noted in chapter tadgemagazine called it gaming’s
‘Citizen Kanemoment’ £007: 222): a game representing the peak of artistic achiem¢m
for the form. This game was chosen partly becatisaah standing, but it was also
chosen for other reasons. Firstly, it is a higlgigrhic’ game, containing everything a
computer game - as discussed in chapter two - reduscalled one. Also, despite its
relative maturity, it contains contemporary tropesl remains highly popular -
evidenced by its successful re-release in 201 lor#ky, Ocarina contains a significant
level of combat, (to succeed the player must ugerabswords, a catapult and a bow)
an element of violence necessary so not to be adafsselecting a game devoid of one
of the significant elements that previous reseaeshlinked to negative effects. Finally,
it was chosen because of its large number of fassemingly large and diverse
population from which to sample.

For the most part, the interviewees find delighthim Ocarinds world. They
find it physically beautiful and sometimes playat the sole purpose of soaking up

such beauty. Interviewees gravitate towards its @gganses and its intimate corners:
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they race towards the setting sun or watch it ietquontemplation at the secluded
fishing lake; they roll through the grass of Hyr#ileld, or - through the kinesthetic
vibration of the controller’'s feedback - feel itsyiness through the hooves of the
game’s horse, Epona. That such pleasure is gaioptQcarinds environment
underlines the importance playspacdgo computer games’ definition. It also underlines
the importance of the cognitive playthrough. Oigotigh this, could an intimate
knowledge and understanding@¢€arinds aesthetic properties be gained and a
thorough understanding and analysis of interviesggements performed.

In addition to the physical beauty, most intervies@lso priz&carinds
narrative: a folk tale story of good versus evimgthically resonant tale of the oddly
named hero, Link®, in a quest to save a fairy tale princess, Zdtda the clutches of
the terrible villain, Ganon. The interviewees wamsave the princess and her kingdom.
While, of course, this is because successful pssgaad completion of the game is
impossible without doing so, it is also, for sofnecause they feel compelled by a moral
imperative. Indeed, for one interviewee, this sesfsaoral duty extends beyond the

world of the game:

Zeldahas had a very large impression on me, some afhwhdon't even realise.
Small things like opening the door for the persehibd me. I do things like that
as second nature, but I've noticed in the recefsay mind I'm always thinking
‘What would Link do?’ | know, | know, it sounds @y but it's the truth. And
it's made me a better person overall because @fimes: 1)
Many of the interviewees discovered this game wheg were children, when the
world of magic, animism and morality was vivid aiadhiliar for the child au fait with
fairy tales in their more traditional form. The $ienotes child psychologist Bruno
Bettelheim’s (1976) take on the fairy tale’s appgeathildren and suggests that this
interactive, digital version played a similar rébe the interviewees when they were

young: it taught them that seemingly insurmountaiplé frightening obstacles can be

215 The series’ current creative director, Eiji Aonyrhas stated the relevance of Link’s name in
numerous interviews, including this one from thenpoiter game websitélUp:

When a player is playing a Zelda game, my desiferithe player to truly become Link -- that's

why we named him Link, so the player is linkedhe game and to the experience.
http://www.1lup.com/do/feature?pager.offset=1&cld63@10
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overcome. This game has apparently been such afubteacher that the interviewees
return to it again and again to remind themsel¥estioh a reassuring lesson.

The interviewees are intellectually stimulated by game. This is sometimes
gained through interaction with the story: beingpanputer game story, it is never
complete unless it is being played. It is also mptete in the more commonly
understood sense, witbcarinds narrative coherence breaking down in the ende®
Link remain an eternal child?’ ask the interviewe@&s does he become an adult’? The
discussion of such matters teases and challenges rhe interviewees also gain
intellectual satisfaction through more obvious Erajes: the abstract puzzles found in
the game’s dungeons. They feel a sense of achienteand fulfillment after completing
such trials. That the Water Temple features so prently in interview narratives is
perhaps appropriate, as the interviewees’ intemseaction with the game engenders a
sense of immersion - a metaphor associated withgbenveloped in water. For the
intervieweesQcarinds challenges are real and Link’s quest to savauldyibecomes
their own.

Finally, the interviewees like to indulge in creati purposelegslay with this
game they like to hit things with giant hammers, to Wyth the aid of cuckoos, to fire
flaming arrows at unnecessary targets and to seimd good reason at all. The play
they enjoy the most through, is that based aroithdreof the game’s two ocarinas. The
interviewees express themselves by playing soreyskhow well and songs they do
not, playing to themselves, their partners and ¢veheir pets. For the interviewees,
Ocarinais Ocarina of Timeandan ocarina, a cherished game and a cherishe&uai.
free, experimental play brings them back to thg@&ian bangable, suckable joys of
early childhood and forward to the Maslovian wasfBeing values.

Computer game technology being used in such a vilyughtful, positive,
inclusive, creative and playful - not only conteagiith views expressed by the
mainstream press and the prevailing academictitexabut also against Mia
Consalvo’s (2007) notion of individual, or exclusj\gaming capital and the wider
criticism posited by the critical theorists. Suchicisms - specifically those made by
Albert Borgmann (1987), Neil Postman (1985; 199&)e recorded in the thesis, but the

way this entertainment media is used and accessedums contrary to ideas expressed
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by others who are not recorded here. This inclypdesaps the most well known
member of the Frankfurt School, Theodor Adorno @0The computer game with its
standardised genres, tropes and yearly updated easily be compared to the pop song
of which he says, ‘The details themselves are staiwkd no less than the form’
(Adorno, 2002: 438) bringing a ‘relaxation whichedanot involve the effort of
concentration at all’ (2002: 458). The game playeterviewed for this thesis, however,
are no ‘cultural dupes’ mindlessly consuming tlelatively new popular media

(Jenkins, 1992: 23), but instead quite the opposgmg the computer game in a manner
more resonant of that discovered by more recemtir@ltheorists such as Roger
Silverstone (1994), Sean Moores (2000) and Hergide (1992, 2006, 2008),

theorists who base their findings on empirical aese.

From the findings of the data, then, it is absdup@ssible to state that although
someplayers may haveomenegative responses someaspects of computer games, the
computer game allows fananysocial-psychological benefits to be realised. €hes
benefits are gained through either the domesticatfats host technology (and its
cementing and lubrication of the associated saigg), or from the computer game
itself (from its numerous interactive and aesthptmperties). The computer game as an
amalgam of rules, fiction and virtuplayspacevhich demands intense playfulness, or
interaction allows for it to have such benefitstdrms of its domestication, the playful
interaction exists between players and games ayed themselves: children and
parents, siblings and friends. In terms of compg&nes themselves, the playful
interaction exists between players and games, alfpfor intense immersion in their
aesthetic properties. Through this immersion, tiethe possibility for basic and higher
need satisfactions to be gained.

Such a study is not, of course, definitive. Whiggtgaps no study could claim to be
so, here the lack of definitiveness is largely thuboth the use of a single focus game
and the relatively small size of the interview s#&np larger and more longitudinal
study using the same methods will be able to furtixelore the notions of basic and

higher needs, self-actualisation and the peak &atdgqu experiences.
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4. Contributions of the Research

There are several achievements of this researatmbeie specific boundaries of the
thesis itself. To begin with, it proves the valdeising Maslow’s theories as a basis -
but not a rigid operationalised tool - for reseanaithe computer game player: it is a
theory which can speak to other psychological sidn their own terms while also
allowing for flexibility and exploration in discuss and analysis of data. In short,
Maslow’s theory offers untapped potential for thedy of computer game play today.

The work builds upon the Internet based method®lécting qualitative data
pioneered by the likes of Christine Hine (2005)ri€Mann and Fiona Stewart (2000)
and in doing so contributes to the literature is Hrea. In particular, the research
underlines the feasibility and usefulness of tangespecific web sites to quickly reach
a target audience, or specific social group. b dlsmonstrates how ethical
considerations regarding such a method can beaesftig managed: from approaching
gatekeepers, to arranging interviews, to adminisgasigning and collecting informed
consent forms. Moreover, it also highlights thefusess of mixing such new methods
with traditional ones and provides a model for bis may be most successfully
achieved.

The thesis shows the worth of using qualitativehods, particularly semi-
structured interviews, in researching the compgéene audience, producing vastly
different results than quantitative methods. Thagoter game is a complex form and,
as such, generates complex responses which caamaisdy quantified. As noted in the
methodology, engaging in a dialogue with its audeels the first step in understanding
it. This is especially relevant in the considenatad further psychological research into
the computer game, a still limited field and a boflknowledge which this research has
now contributed towards.

The thesis provides a working cognitive playthromggthod for the computer
game and highlights the worth of using such a neeth@Computer Game Studies. This
introduces the possibility of using the same pleodilgh, or other forms - modifications
to the original design as appropriate for piecegeniconsideration - for further research

into procedural, and other, aspects of computeregalay.
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In terms of social theory, the work demonstrates tbchnology is not always
sinister or divisive, as argued by the likes of&tiBorgmann (1987)and Neil Postman
(1985; 1992), but that it can be just the oppositeding and nurturing to personal and
social relations. It has contributed, then, noydalthe literature on the domestication
of technology but also to the field of social theorhabited by computer game scholars
who consider the computer game beyond its usetag@nment. These scholars
include James Paul Gee (2008), discussed in chimpterwho examines the computer
game’s use as a learning tool and others involwvetd Games in Educatigfi or
‘Serious Gamé™’ movement.

The work also enriches the field of Computer Gamuali8s itself, by
introducing a psychologist - Abraham Maslow - net gonsidered and by opening up
the avenues of motivation and self-actualisatiarfddaher explorationFinally, and
most importantly, the thesis contributes to ourarstanding of both computer games
and their players. It demonstrates that computeregaare rich aesthetic artifacts,
capable of enriching the lives of those who plagntion the deepest of levels. It
demonstrates that computer gamers do not alwaydgiagimple sensory thrills but to
meet important, innate, human needs.

The computer game has always caused controvesy,tabloid scare-stories
painting it as the enfant terrible of popular ctét@usually because of the perceived
violent or sexual nature of its content) to sintjlaregative treatment and publication
bias in the psychological literature, to their ggheemonisation by right wing pressure
groups and politicia$®, all of which resonates with wider social and effetheory.

The story of the computer game is also one whishble®n characterised by
great change, reflected in the technology powethieggames and, resultantly, in the

game content itself. The fir&eldagame for instance, released in 1986, may, as moted

18 http://gamesineducation.org/

217 http://www.seriousgamesinstitute.co.uk/

218 perhaps the most sustained example of such reastthat of American attorney Jack Thompson, who
has campaigned against the computer game industsgferal years, most recently in March 2011 in
relation to a fan modified version of Valve'alf-Life. His position against computer games and their
industry is perhaps best exemplified by his comnoenthe release of Rockstar gam@&sand Theft Auto

IV, calling it, ‘...thegravest assault upon children in this country sipa@’
(http://n4g.com/news/141183/do-violent-games-like-greate-violent-kids).
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chapter two, be original and influential but iscateow something of a relic, a reminder
of just how far the computer game has come: fidra Legend of Zeld®a The Legend

of Zelda:Skyward Sworgdirom 1986 to 2012 and beyond. In such time, andist such
changes, the computer game has gone from hobloystty to global entertainment.

On the whole, however, the core aspects of the atengame remain the same: a mix
of rules, fiction and virtual playspace broughtite by the player. The same can be said
for the player experience: it is one of playfuleirgction, with them still procedurally
removing one obstacle to progress after another.

In part, however, there are differences in theeasarThe rise of casual games
and casual gaming means that, for some, computeegiare not always consumed in
the way they once were, the way they initially wdoe instance, by the subjects of this
study: for long periods at dedicated times andedichted places. For such a reason,
this research should be seen as the beginning if evothe prosocial capacities of the
computer game medium, research which focusses @mggortant moment or aspect of
it. The theory and methodology has paved the wajutore investigations into other
areas which have opened up in recent years, suébrasstance, casual games and
casual gamers.

Finally, there is only the following to note: thissearch makes it legitimate to
consider how many computer game players concemgélees not with achievement
points, level progress or high scores, but witherfandamental matters regarding their
happiness and personal growth. The research miakaitdi to consider how many
players, when faced with a moral choice, ask thérasejuestions such as the one the

interviewee, James, asks himself in such circunessriwhat would Link do?’

Perhaps he would play a computer game.
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Appendix 1: Maslow’s list of Being Values (reprodued verbatim)

wholeness; (unity; integration; tendency to onespeger-connectedness;
simplicity; organisation; structure; dichotomy-tsgendence; order);
perfection; (necessity; just-right-ness; just-8s9) inevitability; suitability;
justice; completeness; ‘oughtness’)

completion; (ending; finality; justice; ‘it’s fintged’; fulfilment, finis, andtelos
destiny; fate);

justice; (fairness; orderliness; lawfulness; ‘ouss’);

aliveness; (process; non-deadness; spontaneitygpgelation; full-functioning);
richness; (differentiation, complexity; intricacy);

simplicity; (honesty; nakedness; essentiality; idusf essential; skeletal
structure);

beauty; (rightness; form; aliveness; simplicitghmess; wholeness; perfection;
completion; uniqueness; honesty);

goodness; (rightness; desirability; oughtnessigesbenevolence; honesty);

10.uniqueness; (idiosyncrasy; individuality; non-comgiality; novelty);
11. effortlessness; (ease; lack of strain, strivingiéfrculty; grace; perfect, beautiful

functioning);

12. playfulness; (fun; joy; amusement; gaiety; humayleerance; effortlessness)
13.truth; honesty; reality; (nakedness; simplicitghmess; oughtness; beauty; pure,

clean and unadulterated; completeness; essentiality

14. self-sufficiency; (autonomy; independence; not-megather-than-itself-in-

order-to-be-itself; self determining; environmerariscendence; separateness;
living by its own laws).

(Maslow, 1962: 93-94)

190



Appendix 2: Initial emails and Forum Posts
Sample email to Webmaster
Dear

I’'m a PhD student at The University of Mancheseseiarching computer games and
their players. My thesis has the provisional tifeviaslow's Theory of Needs and the
Social Psychology of Computer Gaming. Its aim idétermine the pleasures, or
benefits, gained from the playing of computer gamath a particular focus on The
Legend of Zelda: Ocarina of Time.

With your site seeming to be one of the largestrandt popular Legend of Zelda fan
site on the web, | was hoping to use it as a resodrere are two things | would like to
do.

The first of these is to interview some of your nbems. My approach would be to post
an initial request for respondents in your forumaam@long with my email details.
Interested members would then email me to regils&er interest. Those that seem most
suitable for interview will then be emailed baclddahe process of arranging interviews
- to be carried out either electronically (via ebnar in person - can begin.

The second thing | would like to do is to use yfmium as a documentary sourcéBy
this, | mean | would like to look through the posisee what your members are talking
about. By doing so, | would hope to be able to feategories of ‘benefits’ or
‘pleasures’ that members ascribe to their involvetméth the game and use the
findings in my thesis.

As this is your site, | would very much like yousrmission to go ahead with this, and
look forward to receiving your response.

Best wishes,
Paul Brown
Forum Post

‘Hi, I'm a PhD student based at the University airidhester. I'm looking to interview
‘hardcore’ players of RPGs and Action Adventure &grand in particular athe
Legend of Zeldaeries (and evemorein particular, players of Ocarina of Time!). I'm
looking to interview via email and (with those tlaaé based in North East England)
face to face. If you're interested in being invdwe this project and would like more
details, please get in touch_at brownpaul5@sky.btany Thanks, Paul Brown’

1% This additional method was decided against verly @ in the process.
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Email to Interested Parties contacted via Zelda Wekites

I’'m a PhD student at The University of Mancheseseiarching computer games and
their players. My thesis has the provisional tiféviaslow's theory of needs and the
Social Psychology of Computer Gaming. Its aim idétermine the pleasures, or
benefits, gained from the playing of computer gamath a particular focus on The
Legend of Zelda: Ocarina of Time and its audience.

I’'m interested in interviewing fans of Ocarina dfk, especially those that consider
themselves ‘hardcore’, having played through theean more than one occasion.

The interviews will be conducted either electrohiicar - if interviewees live in North
East England and are willing — in person.

If you are between the ages of 18-34 and arertitested, please email me at:
brownpaul5@sky.com

Email to Interested Parties contacted vialCGZ

There are three options as to where we do thevieter The first is to interview you at
your home. Research has shown that this is thepksst for such interviewsut |
completely understand that at the minute, I'm gugtiy off the Internet and you might
not therefore be comfortable about this. The otimions involve using a ‘third place’
to use PS2 ad speak! The 'third places' that spoingind, are: 1 - Th€GZ 'chill out'
room. | spoke to one of the managers around Decetinbe about this and he said it
would be fine. 2 - A quiet pub/ cafe etc. (perhapsom in the Central library?) in
Newcastle town centre. 3 - Anywhere else that yinktmight be appropriate. As to
when we do it, when would be convenient for you?
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Appendix 3: Leaflet calling for Interviewees

Calling all Zelda Fans!

Are you a keen Legend of Zelda player?
Do you particularly like Ocarina of Time?
If the answer to the above questions 1s
‘yes’ and if you’re aged between 18-34
and interested in being interviewed as part
of a PhD project, then please contact Paul
at paul.brown(@postgrad. manchester.ac.uk

for more details.
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Appendix 4: Informed Consent Form
Informed Consent

My name is Paul Brown. | am doing research on geptgrovisionally entitled
Maslow's theory of needs and the Social Psychotdgymputer Gaming. Its aim is to
determine the pleasures, or benefits, gained frenpltaying of computer games, with a
particular focus on The Legend of Zelda: Ocarindiafe. The project is a PhD thesis
due to be submitted to The University of Manchesteéhe summer of 2011.

My address is as follows, should you have any doest

12 Ford Place,
Stockton on Tees,
Cleveland,

TS18 2RX

(01642678433)
p.brown@bigfoot.com

Thank you for agreeing to take part in the projBetfore we start | would like to
emphasise that:

* Your participation is entirely voluntary
* You are free to refuse to answer any question
* You are free to withdraw at any time

The interview will be kept strictly confidential dnwill only be available to myself and
appropriate members of university staff. Excerptsifthe interview may be made part
of the finished thesis, but under no circumstangés/our name or any identifying
characteristics be included. Interview material W stored safely and in accordance
with the Data Protection Act of 1998.

Please sign this form to show that you have redduanerstood its content.

(Signed)

(Printed)
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Appendix 5: Schematic Table of Interviewees

1%}

Interviewee | Age, First Memory | Self Identifiers/ Position Games
Name and | Location of Computer | Distinctive Currently Occupy in
Gender and Game Viewpoints Life
Occupation | Technology
Alan (M) |23 As a very Sees himself as a | Plays games every
Student | young child | dedicated/hardcore day, and shares a
North East | (no actual age| game player house with other
England. | given), (‘'m...a gaming | hardcore gamers.
playing masochist’ Alan: | Gaming is a constant|
games, sitting| 6); cites comments in his life.
on his father’s| from flat-mates
knee. and his playing of
the hardcore game
Ancient Domains
of Mysteryto
support this.
Andrew 19 At the house | His talk is Discusses various
(M) Student of a friend as a peppered with pop| games he is currently
North East| child: ‘All | culture references | playing, has played
England. | did was, like, | (Andrew read and | recently and is
watch him drew comics as looking forward to
play well as played playing. Gaming is a
Castlevania 4 | games). He refers | constant in life.
and lose’ to himself as a
(Andrew: 1). | gamer.
Colin (M) |19 Introduced to | Refers to himself | A journalism student
Student games through as a gamer and is | and has turned sever
North East | parents. certain that he will| assignments towards
England. | Parents who | be playing games | games. Refers to
also chose his| for the rest of his | many current and
earliest life: ‘...even when| forthcoming games h
games. I’'m old and lying | is eager to play.
in bed’ (Colin: 2).
Daniel (M) | 19 Although not | Refers to himself | Still playing games
Student old enough to | as a gamer and | avidly — ‘I play...
North East | have reflects on the like, pretty much
England. | experienced | views of others: | every day. It's always

first wave of
UK

‘whereas some

been a big part of my

people, I think,

life’ (Daniel: 1). He
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computers,
was
introduced to
games via his

when they get to a
certain period of
life are like, ‘Oh
no | don't play

sees spending money

on games as an

investment and sees
professional future in

father'szx games - | like the games industry:
Spectrum football and cars.’ | ‘My long term aims is
I’m not afraid to possibly to get into
say I'm a games
gamer.Whether development’(Daniel:
people think I'm | 1).
sad, that's their
call’ (Daniel: 2).

Dean (M) | 19 Educational | Refers to himself | Still avidly plays
Student games on the | as a hardcore mainly Nintendo
North East| pC, played | gamer, and shares games, and is
England. | with parental | a house - with building a retro

supervision. | interviewee Lesleyl (Gameboy collection
Quite unusual| - filled with pop from car-boot sales.
amongst culture artifacts
interviewees | including life sized
in that his manga figure.
parents Agrees with Lesley
refused to get | that their house is
him any ‘...ageek’s
console (later,| paradise’ (Lesley:
they allowed | 27).

him a

Gameboy

This was a

time when

handheld

devices were

perceived as

children’s

toys, rather

than proper

game

consoles).

Dom (M) |27 Watching (and Sees himself as a | While his interest in
Oslo, hearing) his | musician foremost| games remains, he
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Student

young parent

5but games have

now only plays -

N

play Super always been an mainly RPGs - when
Mario important hobby tg time allows. He
Brothersfrom | him. named his cat after
the stairs. Ocarinds guide
character, ‘Navi'.

James (M) | 18 At home, Refers to himself | Plays games for
Mississippi| playing a as agamerand | around two hours a
(US_) second hand | plays whenever | day. Strong beliefs
Waiter copy of time allows:” I try | about their

Doctor Mario | to play a good bit, | psychological
on theNES. maybe more than | benefits: ‘I consider
should really. It's | gaming a very
just that | find significant part of my
video games to be| life. If it wasn't for
very relaxing’ gaming, there's no
(James: 1) telling how crazy |
might be by now, heh.
| use gaming as a
serious stress aide,
not just a time killer’
(James: 1).

Lee (M) 19 In the family | Has little time for | Spends heavily on
Student | home: ‘one of | mainstream games and games
North East | those learning| 92Ming generally | tachnology: ‘90% of
England. | games you get (PS3andXbox but my money is spent of

has strong feelings
on the PC about the quality games or my
when you're | and originality computer’. About to
about five or | Nintendo: ‘They | start games
something’ don’t care about | programming course
(Lee: 1) sort of riskinga | at University’ ‘...so
load of money 10 | |y really committed
sort of advance
gaming as a whole.tO games gnd
They're the ones | Programming them *
that are sort of (Lee: 1)
pushing forwards
into new territory’
(Lee: 14)

Lesley (F) | 19 In the family | Her talk is littered | Still heavily invested
Student | home — with pop culture | in games, but has
North East | |earning references - in recently had to limit
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England. game. particular time due to
computer game, | forthcoming final
Anime and Manga| exams: ‘I would like
She notes that to spend about at lea
between her and | ten hours a week on
partner, games if | could get
interviewee Dean, | away with it’ (Lesley:
they have every | 2).

game console: ‘if
we split up I get

everything’
(Lesley: 27).
Michelle 24 In the family | Highlights her Remains a heavy
(P Ohio (US) | home playing | position aZelda | game player ‘Some
Radio games on the | Universeseveral | days I'll curl up and
Presenter | op the times and refers to play animal crossing
Intellivision herself as a or Zeldafor hours at g
console respected member time, other days, my
of theZelda boyfriend and | will
Universe face-off in a game of

community (she is| Mario Party or team
a moderator there | up forZelda: Four
and producer of the Swords (Michelle:1).
podcast) Michelle
is loyal to
Nintendo ‘Il don't
own any non-
Nintendo game

systems’
(Michelle:1)
Mike (M) | 19 In the family | ‘Just a semi or Still plays games
Alberta home: ‘Our | partially regular regularly ‘I play
(Canada) family owned | nineteen year old | between one and two
Student aNintendo guy’ (Mike: hours daily. There are

Entertainment| 1).Defines himself | however times that
Systenwhich | as a gamer and is | occur where | will

| would play | seen as such by | build anticipation for
with my dad | friends ‘Many of | an upcoming game
until I was them will often and my schedule will
able to avoid a game manipulate to
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continue on | related topic as | | accommodate this’
my own’ can ramble on for | (Mike: 1).
(Mike: 1). hours about my

favorite titles’

(Mike: 1).

Phil (M) 33 In the family | Lists games, music Still a regular player
Employee | home when | and films as his of single player RPGs
ata North | ather brought| three hobbies, with and multiplayer
East home amAtari | gaming as the mostgames - such as
England ; : L
publishing 800XL important of them.| Guitar Hero with his
house. computer Sometimes gorges wife.

system. on games and
systems: ‘| got a
PlayStation 2and
anXboxon the
same day’(Phil: 4)

Sam (M) |19 Family home. | Refers to himself | Remains a regular
Student His first as agamer and | player, and often
North East| memory is of | discussed the plays even single
England. | watching his | bragging of player games with

mother play | gaming prowess at friends. He makes
Zelda: a Link | school. Much of | special social
to the Past Sam’s social occasions out of new
activity revolves | releases.
around games.

Tim (M) 18 At his father’'s | Calls himself a Work and study
Perth home (his hardcore gamer commitments have
(Australia) parents were | who now has little impacted on time abl¢
Student to be spent on games

separated and
Tim’s mother
did not allow
him to own a
games consol¢
of his own.
The only
interviewee
other than
Dean for
whom this

time to play
games. Notes,
though, that ‘I usec
to play [games]

2 nearly constantly’
(Tim: 1).

but, ‘I still enjoy
going to a local LAN
| centre/Internet cafe
with friends and
playing every week o
so, though.” Also, ‘I
plan to base my
career around
producing video
games’ (Tim: 1).

was the case.

A1”%

[
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Appendix 6: CMC Interview Questions with Commentary (First Phase)

Second phase questions were dependent on answenstgithe first phase ones, and
differed for each interviewee. As noted in the beekt of the methodology chapter, the
Face to Face interviews also followed this basiecstire.

The font type and size has been reproduced.

Please write as much as you like for each response.

1. If we can just start with a little background. I'm after the usual
information here: name, age, occupation where you live etc.

This question is mainly an ice-breaker, and pa#lya way to gather basic (or ‘the
usual’) information, | am also looking to see iéth are any similarities between
gamers’ life circumstances. It may be, for instartleat all those interviewed live in
urban areas, and this may have a bearing on tésiredto spend time in the pastoral one
of Zelda

2. Can you tell me a little bit about your relationship with
computer games — how long have you been playing them, how
often you play them and for how long etc.? You might also
want to think about when you play them and any other
routines you build around them.

This question is designed to determine the impogari games in the interviewees’
lives: how much a part of everyday life they anark this, it may be possible to make
inferences regarding games’ significance to thgeyka

3. Do you consider games a significant part of your life or not?
This is a something of a check question for (2)

4. Can you tell me a about your relationship with the Zelda
franchise — at what age did you discover the game and which
particular game was it, what impression did it have on you and
so on?

This question is again similar to (2), now speailig focusing on the importance of the
Zeldaseries in respondents’ lives.
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Question (5) and its subsections are discussdwithesis’ main body (chapter three)

5. Okay, I'd now like to start talking about Ocarina of Time in
particular.

Can you talk me through your early relationship with this
particular game — when and how did you first discover it, at
what age and what were your first impressions of it?

When you start a new game, how do you name your file? Do
you, for instance, use you own name or another. Can you
explain reasons for your choice?

I think we’ve established from our earlier, initial contact
that you've played this game more than once. Here, I'd like
you to tell me, if you can, how many times you’ve played the
game and what it is about the game that makes you return
to it.

When you play the game, are you able to concentrate fully?

Do you have a favourite part or favourite parts of the game?
If you do, please tell me what/where they are and, if you
can, please explain what it is that makes them so popular
with you. Similarly, if you don’t have favourite sections, are
you able to tell me why this is the case?

I'd now like to start focussing in more on certain particular
aspects of the game.

Do you have a favourite part of the overworld? If you have,
I'd very much like your thoughts on it — can you say what
you like about it so much? You might like to think about the
feelings you experience when playing through this section
or the particular actions you indulge or anything else that
comes to mind?

Do you have a favourite dungeon? Again, if you have, I'd
very much like your thoughts and feelings on it. Can you say
why you like it so much?

201



¢ What are your thoughts on Ocarina’s story? I'd like you to
think about the part it plays in your playing experience.

» Can you describe how you feel on ‘completion’? By
completion I don’t necessarily mean the whole game. I
mean it to refer to completion of a dungeon, a particular
segment of the game or the game as a whole.

This is clearly an attempt to open up further aesnior discussion, led by
interviewees’ memories and thoughts@ecarinaand theZeldaseries generally.
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Appendix 7: The Cognitive Playthrough

The writing is extremely crude and unprocessee tlilought process, for example, is
obviously more complex and conceptual than recoraed - but the excerpt will at
least provide an insight into how this strand & thethodology was completed. These
are notes on a single room but the piece has be&erinto fairly arbitrary paragraphs
for ease of reading. Finally, the following mamrfrZelda Shrine
(http://zs.ffshrine.org/ocarina-of-time/maps.phpay help to contextualise this excerpt
a little.

Spirit Temple (Adult Link)
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Room 4F14

On entering, | can see that room is quite largecamdains four enemies, Torch Slugs.
THOUGHT: Have | seen them before? THOUGHT: | seememember them from the
Fire Temple. THOUGHT: | know how to defeat themcah also see several doors on
the other side of the room. At the far end, thera broad column of fire and something
pale and translucent, of equal width above it. THEHT: What nhow? RESPONSE:
move forward to get a better view of the room. AONLE Move analogue stick forward.
As soon as | do so, a Torch Slug moves towardsTHOUGHT: Must change plan and
deal with these first. THOUGHT: How? THOUGHT: Withtargeting and sword.
ACTION: Press Z to target nearest creature. ACTIPDEh analogue stick forward
while (ACTION) pressing A to ‘jump attack’. CONSE@WMICE: the Torch Slug is
attacked. THOUGHT: What now? RESPONSE: Repeat proeeon all four Torch
Slugs. THOUGHT: Have a proper look around nowsatranquil! ACTION: Use
analogue stick to move Link into the middle of tbem for best vantage point.
ACTION: Press C to access camera. ACTION: Use g@astick to examine room. |
notice that there are six doors in total. Above there is a hookshot target and just in
front of that, the translucent object | noticednaw clear as a block of ice. Beneath that,
and amidst the column of fire, is a large chekhdw from its design - highly decorated
- that inside will be the Boss Key (Behavioural Mamof Objects). | feel excited.

THOUGHT: What next? THOUGHT: | could try the hobks target but can
see that it doesn't align to the block of ice steas I've overlooked something, it won't
work. THOUGHT: What other options are there? RESBEBNOpen the doors.
THOUGHT: | recognise these doors from The Fire TeniBehavioural Memory of
Objects). THOUGHT: That time they were booby-tragypg@nly one was real.
THOUGHT: It's even more likely to be the case ie Bpirit Temple where other items
have been possessed. THOUGHT: The answer musitheélvem. THOUGHT Perhaps
one of them is real and will lead to a fire extirgier or some such item? THOUGHT:
Interact with one carefully to make sure THOUGHThi¢h one? THOUGHT: The
nearest one to my left, just in front of the firegalfed -chest. ACTION: Move towards
door. ACTION: Press B to attack with sword. ACTIOMNove away from door.
CONSEQUENCE: The door is indeed fake. It snaps lackforth as if made of rubber.
I narrowly avoid being hit. THOUGHT: I'll try all dors. THOUGHT: Which order?
RESPONSE: As before, clockwise for neatness sAKETION: As above for door to
the left of the chest. CONSEQUENCE: An Eye-switsheavealed. THOUGHT: what
now? RESPONSE: shoot it. This is again down to lianty with the Eye-switches
from the very first dungeon onwards (Behaviourahdey of Objects). THOUGHT: |
also feel that this must somehow bring the solutiotihe puzzle even though | don't
know what it is. THOUGHT: how do | do this? The ddas bounced back.
THOUGHT: Destroy the door. THOUGHT: How THOUGHT: iWibombs. Again
could use Bombchus but Bombs are chosen for theater controllability. ACTION:
press C to select and prepare bomb. ACTION: mowuk towards the door. ACTION:
Press C to drop bomb. ACTION: Move quickly out lo¢ blast radius.
CONSEQUENCE: the door is destroyed and the Eyechwiisible.
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THOUGHT: What now? RESPONSE: Hit the eye with anoar ACTION:
Press Red to bring up the item menu. ACTION: méneedursor to the Fairy Bow.
ACTION: Press C to equip. ACTION: Press Red tomreto playfield. ACTION: Press
C to hold fairy bow. ACTION: Move analogue stickdon. ACTION: Press C to fire
arrov. CONSEQUENCE: A second block of ice appearfsant of the first, below the
longshot target. THOUGHT: What now? RESPONSE: Wdsgs$hot to grab the target.
WHY? The appearance of the ice block suggestghisais the next logical step. | can'’t
see exactly why this is the case yet, but by tlsiges| have some instinctive
understanding of puzzle logic. ACTION: | press Gtid the longshot. ACTION: | use
the analogue stick to aim. ACTION: | press C toeTi CONSQUENCE: | am lifted
onto the new block of ice. | immediately see that driginal block of ice, now directly
in front of me, has on it a ‘floor’ switch (Behavial Memory of Objects). | also see
that the gap between the two blocks is easily ehsEHOUGHT: What now?
THOUGHT: Leap the gap and stand on the switch. AWN:IMove analogue stick
forward until Link is standing on the switch. CONSENCE: This action triggers an
animation showing the fire being extinguished fritra chest. THOUGHT: What now?
RESPONSE: Drop to the chest and open it. ACTIONv&lanalogue stick to my right
(avoiding a leap back to other ledge) and then Isadkink is in front of the special
chest. ACTION: Press A to open the chest. CONSEQUEMNN animation of the
chest opening and the Boss Key being presenteel kfsense of achievement and even
elation | am close to completion of this dungeod elose to the end of the quest. | feel
a sense of fulfilment. THOUGHT: What now? RESPONB&ave the room and go up
the stairs through the unbarred/unchained door. I®GIT Manipulate analogue stick to
move Link to door of this room. ACTION: Press Adpen the door. ACTION: Use
analogue stick to move Link out of this room.
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