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Abstract


The video gaming industry is a relatively youg industry. Yet, in a short time it has become one of the biggest media industries worldwide and it is still growing. A lot of research has been devoted to the effects of playing games, in particular the effects of violent games. Another popular topic is why gamers play to play specific games. In this thesis I aim to contribute to insight in game preferences by investigating who plays which games. The theoretical background for this idea comes from Bourdieu's Distinction theory. In his book La Distinction (1979) Bourdieu maps cultural preferences of people with different social status. As with film, music and books games can be divided into genres. In this thesis I will first discuss many game genres and then make a selection to use for my research. By means of a survey I have asked Dutch gamers about their gender, age and level of education and what genres they play (N = 247). Gamers were not asked about preferred genre directly, but about elements of gameplay. During the analysis of the results I have used factor analysis to recompose the gameplay elements into genres. The results of this thesis clearly show a connection between demographic characteristics gender, age and level of education and preferred genre. Gamers younger than 21, for example, appreciate the shooter genre more than older people. Women appreciate sport and puzzle games more than men, and men are more into shooter and strategy games.

Foreword


The writing of a master thesis is probably never easy. I would not know for sure, because so far I have only made one. But making essays for school was never my favourite pastime, let alone making essays of over fifty pages. So I am perfectly happy with having to do this only once. Despite my dislike for this kind of work finding a topic was not very difficult. As long as I can remember I have been an avid gamer, so I wanted to write about games. Especially since my study Media and Journalism did not once address this topic. That while the gaming industry is one of the biggest media industries in the world. My bachelor study Art and Culture did not do any better. Games are not considered forms of art or culture. As a gamer I like to disagree. Games are literary, musical and graphical. But if anything else, they are diverse. In this thesis I have explored many gaming genres, and they are only the tip of the iceberg. So if games are diverse then gamers should, logically, be diverse too. This point is exactly what this thesis is about. Who would play what game? It is not about the why, where or the how, but about the who. In contrast to many other studies this thesis also is not about judging games. I did not try to prove that games are evil (or turns our youth into merciless killers) or that gamers are generally smarter than non-gamers or that games can help us to a better world. And such studies seem scarce.


So picking a topic was not hard. I never had problems doing literature research, so setting up a theoretical framework was not a problem either. Especially since my supervisor was prof. dr. J. Jansz, who is a specialist in the field of game studies. Still I managed to fail the thesis in my master year. I could say I was doing 'field work' for my thesis, but the truth is I was just to opposed to working on this that by the time I got myself into doing some work the school year was already at an end. After that I got a job as a software engineer. This was very different from what I had studied and it seemed like my thesis would not help me any further in my career. A masters degree is always good though, and it would be a shame to not finish my study after four year of work. So I decided to work and study for software engineering and write my thesis simultaneously. This went pretty well, until I got to the part of statistically analyzing my findings. Math had never been my strong subject and I had only done statistical analysis in my second year, which was over two years ago. The statistical analysis got me to the point where I thought I would never finish my thesis, and when I was at that point I actually did not care anymore, I just wanted to get rid of it. A SPSS manual by De Vocht (2007) helped me a lot in this respecut. Also, prof. dr. Jansz was a great mentor who helped me a lot. Looking back I do not think I would have made it without such a good and devoted mentor.


So after one and a half year my thesis is finally finished and I think the result is satisfying. A big thanks to my supervisor Jeroen Jansz.

Introduction


Video games are a relatively new entertainment product. For a long time it has been a much overlooked subject for study. The gaming business has grown significantly over the last decade though and the gaming industry is now a billions dollar market worldwide (Chronis et al., 2009; Kuittinen et al., 2007). And with that the attention of scholars, of course, also grew. A hot topic concerning video games was, and still is, how (violent) video games affect young gamers. As a result a lot of study aims at this subject. Some would argue that especially violent video games have a negative effect on youth, making them violent, while other scholars argue that violence among youths has little or nothing to do with gaming, but that people who are already violent play violent video games (Anderson, 2003; Anderson & Bushman, 2001; Ferguson & Rueda, 2008; Gentile et al., 2003). Other studies would examine more positive uses for games. Somewhat obvious uses like games that could be used in our educational system or even in the military (Prensky, 2003; Squire, 2003; Zyda, 2005) and less obvious uses like games that improve hand-eye coördination for surgeons (Rosenburg et al., 2005). Other studies found positive effects of gaming on social life (Jansz & Martens, 2005).


As a gamer I am interested in the games as such. In this thesis I will try to make a distinction in games based on certain properties a game possesses. Taxonomies of games have been made, but with little success (van Looy et al., 2009). In their study they do not focus so much on genre labels like shooter or role-playing game, but they look more at what gamers would enjoy in games of a specific genre, such as gameplay, graphics and music. Van Looy and his colleagues question researchers who just make a taxonomy of genres without actually doing anything with it. Van Looy and his colleagues wonder to what end these taxonomies can be used.


This thesis is an answer to that question. What I want to assess is if specific sorts of people play specific video game genres. To assess this I must do a thorough study to what sorts of games, genres, are largely played by gamers. The study of Van Looy and his colleagues only look at four genres and they do not measure genre restricted aspects of gaming, but look at more general aspects which every game more or less possesses. This thesis will look more at genre-specific gaming aspects. Some divisions in game genres have already been proposed (Apperley, 2006; Belderok & Meyroos, 1999; Crawford, 1984; Myers, 1990).

Next to that I will have to make a distinction between groups of people before I can assess who plays what genre. The groups of people will be determined by certain background traits, being age, gender and education.


Some research has been done on genre preferences of gamers. Some studies have proposed a classification of video game genres. They describes the various genres in video games. Unfortunately they mostly do not link these genres back to gamer's preferences. Other studies that do try to measure gamers enjoyment or motivations do not measure genre specific aspects of gameplay, but look at aspects of gameplay that all games possess, such as level of difficulty, visuals or audio. Even if they look at genre specific aspects they do only look at four or five genres (Apperley, 2006; Belderok & Meyroos, 1999; Crawford, 1984; Elverdam & Aarseth, 2007; Ermi & Mäyrä, 2005; Myers, 1990; Van Looy et al., 2009).


What I want to assess in this thesis is if certain demographic characteristics, such as age, gender and education, could predict what games a person prefers to play. My research question is: What are the relations between age, gender and education of a gamer and the genre(s) this gamer prefers to play most? For example: I expect that higher educated gamers appreciate strategy games most while lower educated are more interested in shooters. I also expect that men appreciate shooters more than women. Furthermore I think that gamers who appreciate role playing games value a good story and soundtrack more than gamers that prefer sims or shooters. These are all wild assumptions and I cannot back them up with evidence yet, but I do think there is a connection between a players age, gender and education and the type of games this person prefers to play. 


Another thing that I would like to find out is if certain groups of gamers, or even all gamers, are 'gaming omnivores'. This notion comes from the theory of cultural omnivores, people that like both 'highbrow' art and 'lowbrow' art (Peterson & Kern, 1996). So what I would like to see for gamers is if they are bound to only one genre or maybe two genres that are much alike or if they like all kinds of genres, from shooters to point and click adventures.


Assessing if certain groups of gamers appreciate specific genres more than others or appreciate more different genres than other groups of people could tell us a lot about gamers preferences for genres, but also about the genres as such. Because I would like to know about people's preference in genres I have to know a lot about genres too. My theoretical framework will largely be about genres in video games, but I will also use other theories, such as Bourdieu's distinction theory, which will serve as a common theme within this thesis, and the cultural omnivores theory, and translate them to the gaming scene. I will use these theories because there has been a lot of study in the field of art and culture and I can use these studies to form a new theory about gamers genre preferences. Though academic literature is important for my theoretical framework many scholars do not take into account what the gaming industry itself has to say about certain subjects. By using magazines, forums, online articles and columns from peers in the gaming industry I will be able to look at the gaming industry from a non-academic point of view which, combined with academic sources, can help me assessing new points of view for both worlds.


Scholars, such as myself, could be interested in learning about genres in games, especially since there is not a lot of literature about it yet. How genres relate to gamers is not only interesting for scholars, but also for game developers and publishers. For developers it could be good to know what gamers like in a game or a specific genre. For publishers it might be useful to know what groups of people play what genre. So my thesis subject has significant theoretical and practical use.

Dutch school system


Since education is an important variable in my study it is important to know exactly what grades of education are available in the Netherlands. Since the education system in the Netherlands is quite different from the highschool system in America a short summary of the Dutch scholing system is in order to get a good understanding of the results of my study.


Every child in the Netherlands starts in elementary school. Under normal circumstances a child will go to highschool after eight years of elementary. In highschool students are seperated based on grades. Students with high grades get more difficult education than students with lower grades. There are three levels of education to be had on Dutch highschools, being VMBO, HAVO and VWO, respectively for  students who scored lower or higher grades during their first year. A VMBO study is four years, HAVO is five years and VWO is six years, all including the first year. After that students can go to a MBO, HBO or University (WO), all types of higher education designed for the students of respectively VMBO, HAVO and VWO. So any student having done HAVO could continue on with an MBO or a HBO, but to get enrolled in University would be difficult and it is usually required to do an extra two years of VWO or one extra year of HBO. One could say this system creates social inequality based on education or one could argue that this system makes sure that every person gets education due to their mental capabilities. What it does is create a 'worse' and a 'better' educated person. This makes it possible to ask people about their education without getting only two answers 'highschool' or 'university'. In fact it makes up for seven possible answers, counting elementary school. The image below shows a good overview of the Dutch schooling system.
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1. Theory

1.1. Bourdieu's distinction theory


The idea for this research is based on a study from French sociologist Pierre Bourdieu (1984). Bourdieu is one of the most important sociologists of the twentieth century. His book La Distinction is still regarded as a very important work in sociology. In this book he maps the French taste in culture according to social status. Bourdieu did not believe that individuals were influenced only by society. He believed that society was also influenced by individuals. This makes society interactive with individuals. To map this interaction Bourdieu developed the notion of fields. Society consists of fields such as politics, science and art. These fields sometimes have overlaps and within these fields there is a constant struggle between players within the fields who (unconsciously) fight for scarce resources within fields.


To gain power within a field people need capital. A persons capital, according to Bourdieu can consist of economical capital (money), cultural capital (knowledge, skills, education) and social capital (relations). The amount of each type of capital is closely connected to the habitus of a person. The habitus of a person is closely connected to one's milieu. The habitus is a way of thinking and doing things which certain groups of people, uncounsciously, have in common. People use this habitus to gain a place in their field and try to get as much respect from their peers as possible.


With this notion of fields, capital and habitus it is possible to make a distinction between groups of people and their behaviour. According to Bourdieu's theory about capital and habitus taste in art would not be an individual taste, but rather a collective taste of people with the same social status. And even though this distinction in status compared to taste might not be as obvious in the Netherlands today as it was in France at the time of Bourdieu's study it might still possibly play a huge role in day to day life.


With this concept Bourdieu did a survey among the French population asking them about their taste in numerous fields such as art, cars, clothing and food (fields) and their social class (a combination of capitals). He then made distinctions between high and low cultural and economic capital and mapped in what social classes certain tastes would be consumed (habitus). Habitus, then, is a means to be different from the others. In other words, it is an instrument to make a distinction between groups of people. To illustrate this think of rich people and poor people. The two groups obviously have a different amount (or type) of cultural and economical capital. As a result rich people do not want to be seen with 'the rabble from the street' and attent different venues than poor people. Poor people in turn do not want to hang out with 'the snobs from above'.


There are basically four extremes to be found in Bourdieu's notion of society. There is a class with high cultural and economic capital (meaning they are highly educated, have 'sophisticated taste' and have lots of money). A class with high cultural, but low economic capital. A class with low cultural (poorly educated), but high economical capital. And a class with low cultural and economic capital. He found that certain mixes of cultural and economic capital could more or less predict what art one would consume. For example, someone with both high cultural and economic capital would visit opera more frequently than someone without either one of those capitals. Bourdieu drew his findings in a graph, which made everything quite clear and visual (appendix 1). This study was done in the late 70's of the 20th century, so at that time video games as we know them today were still non-existent.


I started wondering where in Bourdieu's graph games, or gamers, would be. Gaming started in arcade halls. This pop culture could have been something for the workers class. Later, computers, due to their price, might have moved gaming, or certain genres, to elite groups. Yet, gaming seems to be for young people mostly and young people are usually not the ones with the money for computers. So I had no idea where to put gamers in all of this. But instead of simply adding some games or genres to Bourdieu's graph I have chosen to do something different.


To make a clear distinction between groups of people and the genres they play I will replace the different kinds of consumer products in Bourdieu's graph like opera, accordeon, Renault, Van Gogh etcetera with different genres of games such as shooters, role playing games and strategy. I will also use Bourdieu's social and cultural capitals. The age and gender of a person both play a great role in a persons social capital. The level of education of a person contributes to one's cultural capital. Together these background traits make up for at least a part of a persons 'habitus'. The economical capital does not play a role in this thesis. Which does not mean that it does not contribute to a person's preference in game genres.


When I have assessed the influence of age, gender and level of education (habitus) on the preferred game genre it will be possible to make an accurate assumption about what genre a 26 year old male with a university degree would most likely prefer to play.

1.2. Gaming omnivores


As Bourdieu has shown us different people consume different products. This was not new at the time and it still stands today. This is more obviously the case for some products than for others. Bread and vegetables are probably less class specific than, for example, expensive cars, that can obviously not even be consumed by everyone. The latter is certainly also true for arts. Even today a generalization can be made. Elderly people go to opera while young people go to pop concerts. Some art forms such as opera, ballet or paintings have long been enjoyed by upper class people only. This gave these, and some other art forms, the title of 'elite art'. These types of art are of a higher quality than other forms of art such as pop music (Levine, 1988). Levine talks about high art as 'highbrow' art and the low art as 'lowbrow' art. The idea that some art is 'higher' and thus 'better' than other art is a somewhat elitist notion of art. Looking at art critically reveals that there is no obvious difference between high and low art except that some artists (the high art) get more appreciation from some art professionals. To put it bluntly: Mozart made highbrow art and Coldplay makes lowbrow art, period. But could Mozart compose a catchy and, in my humble opinion, great song such as Clocks or Speed of Sound? Probably not. But Coldplay cannot compose Mozart symphonies either.


Already have I briefly touched upon the notion of the 'gaming omnivore'. Do people play many different genres of games or do they stick to one or two favourite's. I got this idea from Peterson and Kern (1996) who talk about the cultural omnivore. Much to their surprise American elites liked a larger variety of music than just the 'elite' classical and opera music. While they expected that it was especially important for the wealthy to distinguish themselves from the 'common folk' they found that this distinction was slowly dissolving in America. In fact, they found the 'highbrows', being the former cultural snobs of higher social standings, to consume more different kinds of music than the lowbrows or common folk.


In gaming there might be a distinction as well. The difference in preferred game genres between different people could very well be the same as Bourdieu's distinction forty years ago.

I take into account three possible distinctions between people that might define their taste in video games. They are age, gender and education. I expect that each of these three character traits have an impact on the sort of game a person plays.


An example of this distinction can be found in an article by Fritsch, Voight and Schiller (2006), that uses these distinctions. They measured 'hardcore attitude', the amount of time that someone spends with their video game, in some genres among people divided by age, gender and education. They measured the amount of time played on first-person shooters, sports games, real time strategy (rts) games and role-playing games (RPG). The results clearly show that sports games are mostly played by people between twenty and twenty-five years old while most rts players are no older than twenty. Level of education clearly showed more differentiated results. Highschool students are well (over)represented in all four game genres while workers and uneducated people played sports games more than any other group of people. That while both groups are underrepresented in the other three genres. University students are excelling in RPG games, but are average on the other three genres. So it seems that education has a big impact on some genres and none to negative on others.


While this thesis seems to do the same, that is look at different groups of people and measure the video game genres they play the most, there is a fundamental difference between the study of Schiller and colleagues and this one. Schiller and colleagues looked at online gamers and thus online genres. I am interested in all gaming genres. Furthermore Schiller and colleagues wanted to assess 'hardcore' gamer behavior in different groups of people while I want to see if predictions can be made to what genre a gamer is most likely to play and not how much time they spend on it. Last, they also looked at some other personal background traits such as nationality and marital status. I will limit myself to age, gender and education.


With this example I wanted to show a possible distinction between different kinds of people in preferred gaming genre, but also that some groups of people play more different kinds of genres than others.

1.3. Why a distinction in age, gender and level of education


People are different from each other in almost every aspect you can think of. So why does a distinction between age, gender and level of education make sense? Perhaps a more likely distinction between gamers is skill. People who spend hours a day behind their computer are likely to have faster reflexes, better understanding of game controls, graphics, gameplay and other gaming factors than people who just play a few hours in weekend. But why exactly do people spend so much time behind their computer? Because they are skilled! It is no rocket science that kids who grow up with fast moving images and/in video games are naturally more skilled at dealing with a computer than their parents and grandparents. For those kids it is much easier to start a game and play, they are the 'digital natives'. In general older people, or 'digital immigrants', do not use new computer techniques with the same ease and confidence as young people do. This gap between skills is also knows as 'the digital divide' (De Haan & Steyaert, 2007; Prensky, 2001). Because of this distinction, caused by age, is possible that younger people play different games than older gamers. This 'digital divide' can also be caused by levels of education. Generally, better educated people are more skilled with computers than lower educated. In shooters it is necessary to move fast and react in less than a second. This could cause young gamers to play shooters and older gamers to play slower games such as point and click adventures. It is quite likely that more experienced players play different games or play a game differently (Jansz & Vosmeer, 2009).


Another distinction between gamers is gender. Women and girls play different games than men and boys. Though men and women are generally well liberated in the Western World men and women are still not alike in many aspects. One of them is interests in games (Jansz & Vosmeer, 2009). Adolescent males, for example, are especially fond of violent video games (Jansz, 2005). Male gamers feel all sorts of emotions while playing violent video games. The gamer gets competition, challenge and control. In addition the gamer feels joy and pride. Positive emotions will make the gamer want to game on. Not even negative emotions, for example caused by defeat, can turn the urge to play. Yet, the exact same game has an opposite effect on female gamers. Games are too much male oriënted (Jansz & Vosmeer, 2009). Game protagonists are often male and females in games are often stereotyped and sexualized. Still, study has shown that women are especially opposed to violence in games. Jansz and Martis (2007) analyzed some games which featured women and compared them to male characters in games. Males were often portrayed as masculine, women were often sexualized, again making them more attractive to male players than female players. An abvious example would be Lara Croft from the video game franchise Tomb Raider.


Education of gamers might be of less importance to a gamer's preference in genre, but little research has been done on this topic. Ceoni and Marques (2007) researched the average profile of young RPG players in Brazil using an online survey. They conclude that most of the gamers are acquiring or have acquired a college degree. Only a third of their response group were at highschool. The majority (almost 80%) of the response group was under 25 years of age. Their study was very brief and their target research group are students though. A wider variety of persons might yield different results. Lemmens, Bushman and Konijn (2006) researched the appeal of violent video games to 299 young boys (between 12 and 17 years old) in the Netherlands and Belgium. They found that education level, empathy, trait agressiveness and cultural aspects contributed to a different appeal for both violent and non-violent video games. They also found a negative relation between level of education and interest in games in general. What is also quite surprising is that they found higher educated boys to be more interested in violent games. I would suspect higher educated boys to have more interest in tactical games or games that require more thinking abilities. Although the article of Lemmens and colleagues does not say what sort of violent games they measured I suspect they are not of the intelligent kind. There is a possible explanation for this though. Lemmens et al. also found that older boys showed more interest in violent games and older boys around 17 are probably higher educated than young boys around 12. This could be an age matter rather than level of education. There were 299 research participants and the oldest participant was only 17 while the youngest was 12. Further research might show that education only plays a role after a certain age. Or that age begins to play a role from a later age. So far the most convincing difference between people with different levels of education comes from Fritsch (et al., 2006). The role of a gamer's level of education in gaming has not yet been extensively researched.


Yee (2006) does not look at differences in people, but differences in people's motivations to play online games. He comes up with many motivations, such as challenging others, chatting, meeting new people, achieving in-game goals, escapism and gameplay itself. He also finds that some people play for different reasons than others. Male players, for example, scored high on all of the achievement motivations. But his calculations also showed that this could also be age related rather than gender related. The socializing motivations, unlike achievement motivations, did not have significant differences between the sexes. So when we turn things around we might see why there is a difference in preferred genres by different people. Different people play for different reasons.


So I have illustrated three examples of distinction between gamers and why they would matter in the gamers choice of genre. Though not completely comparable to the theory of the omnivore it is possible that some or all of it is applicable to gamers. If that is true then higher and lower educated people could play the same games as well as young and old people and males and females. Or perhaps only a specific group of players is more 'omnivorous' than other groups. We could think of higher educated people playing just about any genre and lower educated just playing shooters for example.

1.4. What makes a genre?


If I want to assess what kind of person plays what kind of game I have to make distinction in both gamers and games. I have discussed how I will classify gamers, but at least equally important is the distinction between games. Elverdam and Aarseth (2007) discuss two very common ways to describe games. One is by comparing them, the other is by referring to game genres. Comparison between games yields some problems. Elverdam and Aarseth take the example of comparing BotFighters to Snake. Both games are played on mobile phones, yet they have nothing in common. Comparing BotFighters to World of Warcraft seems more sensible, but only because both games feature battle and development of the players avatar. This unstructured comparison between games makes it easier for people to talk about it, but lacks precision needed for study. On top of that many game creators claim that their game is unique, making every comparison ultimately inaccurate.


The other very common way of talking about games is by reference to genres. If we talk about genre we might fit multiple games nicely into one genre, but Elverdam and Aarseth still discuss some troubles when talking about genre. One of the problems in genre, according to Elverdam and Aarseth, is that they doubt whether games belonging to one genre are really alike. And if their genre really describes the game in a way that it is not at least somewhat contradictory to the actual game. Also, a genre is open for interpretation and people seem to make them up as they go. Diablo, for instance, was first labeled a 'dark fantasy' game before it became a legendary Role Playing Game. So, Elverdam and Aarseth ask, is 'dark fantasy' a subgenre of the RPG genre? And if that is the case where does it end? They come to the conclusion that ultimately 'games are classified by arbitrary, contradictory, or overlapping genres' (Elverdam & Aarseth, 2007: 4). Their solution to this problem is a rather difficult one. They analyze games on a very abstract level and create a 'typology model'. In this model they take aspects of games, such as timekeeping, space and level and modus of challenge and take a look at the possibilities of this aspect in a game. This solution is quite complicated though and I will not use this model as a guidebook for my research. So I will classify games by genre, despite the many arguments Elverdam and Aarseth have against this method.


Not everyone is as negative as Elverdam and Aarseth are about classification of games by genre. Wolf (2000) states that categorization by genre, and the notion that there are specific conventions in certain genres has proven to be a useful way of looking at both film and literature. Without a doubt music can be added to that list and so can video games. Yet, Wolf argues that it is sometimes difficult to say what makes a genre a genre. It is unclear which conventions are inherent to a genre. For instance, does a horror movie need zombies and is every zombie movie horror? There are genre overlaps and genres are constantly changing while they are being produced. It is also true that not the same conventions go for every medium. Music is clearly differently defined than film or literature. Still literature and film have many similarities. What these media do have in common is that genre is based on the perception of the product. In music we listen to what we hear and make up a genre judgement based on that. In film we look at what we see. In literature we do the same, but we look at the picture the words make in our head, our own fantasy. For games this could also be the true.


Jansz and Vosmeer (2009) argue that visuals are quite a strong factor in gameplay too. While it can be said that graphics do not represent a genre, but rather an atmosphere or style, they can have a great effect on the perception of a game. In the study of Jansz and Vosmeer this is mainly visible in the distinction between men and women, where men play games that are mostly green and brown (military and sportsfield colours) while women played mostly pink games. We can also think of gamers who like a specific genre, but only in a sci-fi setting, rather than in a medieval one. It is certainly true that some game genres lean more heavily on graphics than other games (van Looy et al, 2009). Brand and Knight (2003) go even further in exploring the physical aspects of computer games. They analysed 130 top selling games and looked at what their virtual worlds consisted of. They find many landscapes in those games. Just to name some game world settings they found: clouds, rain, fog, cities, forests, indoor, outdoor, stadium and space ships. Next to that they looked at the population density of these game worlds. They found uninhabited game worlds as well as sparsely and heavily inhibited game worlds. Some characters are more important than others and many characters, playable and non-playable have different characters. The goal of their research was to contradict some stereotyping about games, but their research also shows how many types of games there are available today, which makes it even more difficult to come to a satisfying taxonomy of games.


There is an alternative of classifying games by genre though. Carr (2003) argues that we do not assess a genre based on what we see or hear, but on how we have to play a game. This would mean that any game could have zombies, but the genre could still be different for every game dependent on how it is played. This illustrates that a genre is not something that speaks for itself. Not in literature, not in film, not in music, but also certainly not in video games. Carr gives the example of Planescape Torment and Silent Hill. She says that, while both games feature zombie attackers, violence, exploration, peril and death, they belong to different genres. Planescape Torment is a role playing game which offers the player interesting worlds, amnesia, bizarre creatures, gore and questing. Yet, these aspects of the game are meant to intrigue, rather than frighten. Some central aspects of the game are to play with the main character's alignment, inventory and professional skills. The Nameless One is suffering from amnesia and it is the players goal to get to know who this mysterious main character really is. The game is very non-linear, meaning that the player has no real sense of where to go or what to do. The player will have to progress by exploration. The game is about exploration, story and character development.

While Silent Hill also has the zombies, violence, exploration and death and peril it is not a role playing game, but a 3D survival horror game (shooter). The zombies and gore are meant to frighten the player. This game features more action than Planescape Torment and the storyline is much more linear. Where Planescape Torment remained vague in its goals Silent Hill simply goes from kill to kill and exploration is much more easy and simplistic. The main character, Harry, lost his daughter and needs to locate her. He has to fight off zombies and other horror creatures in the process. The character does not develop with the story. So, while both games feature the same kind of horror creatures and atmosphere the genre of the game is completely different due to the gameplay elements.


Ermi and Mäyrä (2005) look at why gamers enjoy the games they play. These elements of enjoyment could help defining the genre of a game. Different elements in games such as graphics, sound, combat, advancement, wideness and characters give the player a certain satisfaction that makes them want to play. Though these are common elements that almost any game possesses they can be used and perhaps expanded to fit my own research. Ermi and Mäyrä also look at how these elements of gameplay are important in certain genres. They note, for example, that expansive worlds, characters and story elements are important in role playing games, though they could be part of any genre. Myers (1990) confirms that, what he calls 'the feel', determines the genre of a game. This 'feel' might as well be all the above mentioned elements together.


But even if gameplay, graphics and 'feel' determine the genre of a game, genres are in no way static facts. Crawford (1984) says that the taxonomy of genres can learn us about common factors between games, but also differences. He divided computer game genres into two categories, skill-and-action and strategy games. The first category was based on hand-eye coördination skills, while the second needed more rational thinking. Some of the genres he proposed were combat, maze, paddle, games of chance, interpersonal games and miscellaneous games. Many of the genres he describes do not exist anymore. The paddle genre for example is used to cover Pong-based games. Back in 1984 Pong or 'tennis' games were quite popular, but the genre disappeared completely. Although Pong still exists as a simple webbrowser game. Also interesting is his 'miscellaneous' genre, which basically means 'games I cannot put in any one genre'. Such a taxonomy can teach us that genres are bound to change. Old ones disappear and new ones are introduced. This is also the problem Elverdam and Aarseth (2007) described. Genres come and go and people make them up for both commercial and non-commercial reasons. So we see many problems in defining genres. Graphics, gameplay and 'feel' can determine the genre of a game, but still cannot assess a game genre with certainty. Yet I will use these factors of a game to assess genre in this thesis.

1.5. Genres in games


One of the problems with genres is that they are not a static given. On the contrary, they are constantly changing and people make up new (sometimes ridiculous) genres. Browsing the internet I found genres such as 'marble popper', 'brain teaser' and 'bicycle'
games. If I am to use genres as a classification of games then I will have to come up with some more common and acknowledged types of genre. When we look at the video game department at a game shop we can already see some common video game genres. (First person) shooters, strategy and role playing games (RPG's) are probably the most popular and best known genres in the industry. This classification of genre will be fine for the masses, but as a gamer and as a scholar I cannot accept this blunt categorization of game genres. The difficulty in my research lies in the assessment of genres. I will have to decide which genres I am going to use in my study. I could think of basic genres such as shooters, role playing games, sims, strategy's etcetera. I could think of subgenres such as tactical shooters, turn-based strategy and hack 'n slash role playing games. But also of cross-genre games such as role playing games with shooter elements or strategies with role playing elements.


In the earlier days of gaming Myers (1990) did some research into the different aspects of genres in video games. Back then six genres were differentiated: arcade, adventure, simulation, role-play, wargame and strategy. Though I will not use some of these genres in my thesis it is useful to see how Myers used these aspects to make a hierarchy in genres. What he did was make a hierarchy of genres based on patterns of interaction. Lowest in the hierarchy are arcade and adventure games. In these games a gamer is only able to discover a game world and learn about its possibilities. In simulation and role playing games, the middle class in the hierarchy, the gamer is also able to manipulate the playing field. This would mean another level of interaction. Next to discovering and learning about a game world one is also able to manipulate it, adding a whole new dimension to gameplay. In wargames and strategies, the top of the hierarchy, the player is also able to test what he has learned in the game. By manipulating the game field and learning from it a gamer is now able to test his new gained knowledge by, for example, attacking his enemy and either winning or losing. This would imply that the higher a genre is in Myers hierarchy the more gameplay elements are inherent to the game. In the case of Wargames and strategies the gamer even has to outsmart the computer by learning from it and using this knowledge to manipulate the outcome of a match. This implies that higher cognitive skills are necessary for winning than for the 'lower' games in Myers hierarchy. Though not particulary important to this thesis, the hierarchy points out that some games are harder to play than others. This could result in a difference between played games for higher and lower educated people.


Prattchet (2005) looks at the genres that are played by men and women in different age groups. She uses twelve genres, but does not explain what they are or how they would be played. Some genres such as racing or sports are well known and the contents of these games can even be guessed by non-gamers. The genres 'Classic', 'Music (inc singing dancing)' and 'Children's' need some clarification though, and I can not give it. For this reason I will not use these genres in my study. Other genres that he uses like action adventure, simulation, strategy and role playing game's are of more use to my study. Since Prattchet does not explain what these genres entail I will have to look at other classifications as well for a detailed description and other useful genres.


Apperley (2006) proposed another classification for video game genres. He came up with four main categories, being simulation (sim), strategy, action and role playing games (RPG's). These categories can be divided into subgenres. Simulation is a somewhat problematic label since basically every game could be labeled as such. A World War II game, for example, simulates World War II even if it involves lots of shooting (shooter) or resource management and strategy planning (strategy). So even if World War II games are simulations they could possibly also be labeled as shooter or strategy. So the term simulation is somewhat misleading. In games the term is often used for games that "simulate sports, flying and driving as well as the simulation of the dynamics of towns, cities and small communities" (Apperley, 2006). The sports, flying and driving (racing) games are exactly what the name says. While sports and racing games are still very popular today, the flight sim is not as popular as it used to be. Still, since it has years been a well-known and liked genre I will use it in my study. The "simulation of the dynamics of towns, cities and small communities" needs further explanation. In the case of a game such as Sim City the goal is to build a city and make sure there are enough jobs, housing, entertainment and of course water and electricity for its citizens. This quite literally simulates the dynamics of a town, complete with real life problems such as crime, traffic jams and what have you. Another game could be Rollercoaster Tycoon where the goal is to build an amusement park and lure as much visitors as possible with attractions such as roller coasters, the haunted house and log flumes. Though not really a city, but rather a small community, this game does simulate the dynamics of a small city and community. But perhaps the most known and popular sim game ever is The Sims. In this game the player takes on one or more avatars that make up a family. The player can then choose a career for his 'sims' and make sure they eat well, study, make friends and make enough money to pay the bills. To give this type of game a name I will simply label them as sim. Sim is short of simulation, but also a genre by itself. If we had to think of some more well-known and popular sim games one could think of games such as Zoo Tycoon, Caesar and Stronghold. So the simulation category as Apperley describes it can be divided in racing, flying, sports and sim games.


The strategy genre is more straightforward. As the name implies it requires lots of strategy. This genre can be divided into subgenres. Most importantly real time strategy (rts) and turn based strategy (tbs). Even though there is great variety in both genres these two labels would quite accurately sum them all up. What most strategies have in common is that the player usually has a birds eye view over the playfield. The player usually needs to build up a base and/or army to defeat his opponent who does the same. Sometimes micromanagement of resources is involved. A fun, but old, example would be Knights and Merchants. In this game the player needs to build a town, inhabited by minions, to support an army and defeat his enemies. A player would start to build a warehouse to store resources, then an inn so his minions can eat and drink and finally a school to train new minions. Then comes the real city builder. To get food a player must first build a farm, assign some farmlands next to it and train a farmer. After that the farmer will produce wheat, which can be used to breed horses (for horsemen) or pigs (for saucages and leather) or, of course, bread. To produce bread the player needs to build a mill and assign a miller to work in it. If the wheat is processed to flower a baker (which requires a bakery) will make it into bread. The bread is stored in the warehouse or the inn and can be used to feed your troops and minions. This was only a small part of the game and had to planned out carefully if you did not want your troops to die of hunger. In this game micromanagement was of vital importance and in a lot of games developers chose for a more simplified form of resource management (if at all), but it is more or less a characteristic for the strategy genre. Other examples are the Warcraft games (before it became World of Warcraft), Command and Conquer and the Age of Empires series.


So what then is the difference between real time and turn based strategy? The name says it all. In real time the player and his opponents build, fight, manage and explore all at the same time while in a turn based game the players take subsequent turns. The turn based can be seen as a digital version of board games. Some games, such as the Total War series, combine the two, having turn based resource and army management while having real time 3D fighting scenes. Other examples of turn-based strategy games are the Civilization and Heroes of Might and Magic games.

Note that this type of game does often simulate towns and small communities, but is not labeled as a simulation. The difference in simulation and strategy lies mostly in the way to win the game. In strategies this is usually by wiping out the enemy, while sims have other ways of winning the game. Some sims cannot even be finished or won, simply because it simulates real life and no one 'wins' or 'finishes' real life either.


The third category is the action game. This categorie is somewhat hard to divide into sub-genres. Apperley makes a distinction between first-person and third-person games. These terms have to do with the way players look at their avatar in the game. In the first-person game players look through the eyes of their avatar. In the case of shooters this usually means players see the end of their weapon, usually held in their hands. Other than that the screen is filled with the world in which the player is exploring. The third-person game looks at the gamers avatar from behind, thus seeing the entire person.


I think this categorization of action genres is not quite satisfying. Many games now have both first- and third-person perspective of playing embedded. And if they have not, both styles of games can be used in the same genre. One genre of games which clearly belongs in this categorie is the shooter. In shooters the player, usually, just has to shoot at anything that moves. In some shooters we see the gamers avatar from third-person view and in other games we see through the eyes of the avatar, so in first-person style From my gamers experience I know of three 'action games' genres. These are, obviously, the shooter genre, platform games and, less obviously, the fighting game.


In shooter games it is usually the goal of the gamer to shoot at enemies and make as many deaths as possible. Sometimes the gamers has to shoot enemies to move forward in the story and sometimes the gamer is placed in an arena styled level in which every opponent you kill gives a point. The first player to reach a total amount of kills or has the monst kills after a certain time wins. A subgenre of the shooter is the 'tactical' shooter. The 'tactical' shooter has become more popular and is sometimes embedded in other shooters. In tactical shooters the gamer is often a special agent or tactical force who needs to eliminate his goal and make as few casualties as possible along the way. Stealth is the way to go in this genre. I will not make the distinction between shooter and tactical shooter though. Lots of shooters have some tactical aspects and in pure tactical shooters there is usually a possibility to just shoot anyone anyway. They are to intertwined to make a clear distinction. Some 'hardcore' straightforward shooters are the notorious Doom, Quake, Wolfenstein and Unreal games. In the tactical sub-genre we find Hitman and Rainbow Six games.


The platform genre is perhaps one of the oldest genres in gaming. In this genre hand-eye coördination is of vital importance. The player has his avatar, usually in third-person view, run and jump through levels. The first, and most famous, example of this game is probably Super Mario Bros. By jumping on platforms and enemies and dodging obstacles by running, jumping and crawling the player would finish level after level while the obstacles became harder to dodge and the monsters harder to beat. Another example, which requires more shooting, is Tomb Raider. This game required some puzzling as well. We have to think of a female Indiana Jones shooting bears, wolves and even dinosaurs while jumping from ledge to ledge and dodging traps along the way. The legendary Prince of Persia also belongs to this genre.


The last game in the action category is the fighting game. This is exactly what it says, a game where the player picks an avatar and fights one or more opponents. This usually happens in an arena, either 2D or 3D. The players battle each other or the computer by using different martial arts techniques. Street Fighter, Tekken and Dead Or Alive are the most obvious examples. This branch of game is more popular on consoles such as Xbox and PlayStation than on pc. This type of game clearly has its roots in the arcade halls. The game Tekken on playstation even has an 'insert coin' message above an optional player two.


Last Apperley describes the role-playing game, or RPG. This genre was originally a pen-and-paper game, Dungeons and Dragons (D&D). The essence of the RPG is that players take on the role of someone else, usually a Tolkien-like fantasy figure. As this character they venture into a fantasy world to explore dungeons and fight mighty dragons and other creatures. Characters possess different abilities, such as strength, agility and intelligence that they must use in their quest for glory. In the pen-and-paper game dice were used to determine if attacks or defences against monsters would be succesful. A Dungeon Master, or DM, would describe the environment and make up some adventure. It is also the DM's responsibility to make sure every player sticks to the rules of the game. In video games the computer takes on the role of DM and dice are rolled automatically. Exploration and development of the character and story are still top priority. RPG's have many rules and regulations. Magic spells take a certain amount to cast, chances to hit an enemy with melee, ranged or magic are calculated by throwing a dice and adding or substracting defense rating and damage reduction and endurance are dependent of race, class and vitality or stamina. Many thick rule books have been written and the rules still change from time to time. In games the developer decides what rules and statistics to use, making everything a lot easier for gamers. A sub-genre of RPG is the 'hack 'n slash' RPG which has a lot less of these rules, regulations and statistics. For example, some 'hardcore' RPG's based on D&D have over ten races (elves, dwarves, humans, orcs etcetera) who can pick over twenty(!) classes and sub-classes (warrior, rogue, mage etcetera) and have over fifty abilities per class. In hack 'n slash games there are only few races and classes (sometimes the only options are human warrior, rogue or mage) making them a lot easier to understand and play. The hack 'n slash genre was born with Diablo and other examples of this genre are Sacred and Lineage. Examples of the more 'hardcore' RPG's are Baldur's Gate, Icewind Dale and Neverwinter Nights (all based on D&D) and Drakensang (based on Das Schwarze Auge, the German answer to D&D).


For this study I will not take the subdivision between 'hardcore' and hack 'n slash RPG's into account. It will be to difficult to establish wether someone likes 'old school' RPG's or the hack 'n slash variant. Hack 'n slash is mostly just a watered down RPG, but still largely contains the same elements of gameplay as we will see later on.


Belderok and Meyroos (1999) wrote a guide to computergames which was part of the multiplatform game magazine Power Unlimited in 1999. Though in no way an extensive or academic work they sum up the genres in games. Their summary has only a few differences compared to Apperley's work. They talk about adventure games, a genre which Apperley does not discuss. I would like to elaborate on this genre, but I will call it the point and click adventure instead of just adventure. The point and click adventure games are much different from any other genre in that it focusses completely on puzzles and as such has no real time action. The idea in most point and click adventures is that the main character has a problem and needs to solve this by using his environment and items found therein. The gamer usually cannot die, which means the player has all the time in the world to search for what he needs. Often, items need to be picked up and used in combination with other items or characters. This can be done with just the mouse, hence the label 'point and click adventure'. Sometimes these puzzles are quite logical, sometimes they are not.

I want to add this genre not because I think there is a huge fan base following every release of adventure games, but because the genre has, and had, some huge franchises which are, or have been, very popular. Myst and Monkey's Island are just two examples. The problem with this genre though, is that the term 'adventure' seems to be misleading. Adventure seems more suitable for action games, especially Tomb Raider and the like. Even the puzzling aspect of point and click adventures has been a part of many other genres as well. We have seen it in RPG's, where the player often needs to collect some item and use it somewhere else, or give it to someone, to progress in the game. Even in action games it is sometimes necessary to solve puzzles, not only by collecting items, but by cracking codes or opening doors. Still, point and click adventures differ greatly in gameplay so it will be possible to keep the genres seperate.


Another difference between Belderok and Meyroos and Apperley is the categorization of action games. First of all Belderok and Meyroos do not make any categorization at all. Where Apperley talks about first and third-person games. Belderok and Meyroos just sum up all the games I earlier described as being specific genres in action games. Second, next to platform, shooter and beat-'em-up games Belderok and Meyroos talk about the action-adventure game. The action-adventure game is basically what I described as a platform game. The action-adventure game that they describe looks very much like how I described the platform game, but concentrates more on the climbing aspect and less on the shooting and fighting. Apperley does not make this distinction though, and neither will I. The difference between the two genres is very small.


There might be other genres, such as the tower defence, all kinds of simulations (photo, dating, medical) and MUD (Multi-User Dungeon), which are quite obscure. Neither Apperley, Myers, Pratchett or Belderok and Meyroos mention them. Usually these genres are sub-genres of the above mentioned genres. They are to small as a genre and generally unknown to take into account in my study. The tower defence genre is one example which I know off. Though not yet a fully grown mainstream genre, this genre is quickly becoming more popular. If someone would make a taxonomy of games five years from now I suspect the tower defence would be part of it while the flight sim might have dissappeared completely. The tower defence genre started as a modification for the game Rampart in 1990, but grew out to be a genre on its own. Though the first tower defence games were all modifications for existing games the genre grew so much there are now stand-alone games in the genre. The objective in tower defences is to prevent the enemy from crossing a map by building towers. The enemies come in different variances, as well as the tower a player can build. The difficulty lies in using the correct towers to stop certain enemies without running out of  resources to build them. Some towers could take out more enemies, but cost more to build and have a long recharge time. So would a player build one strong tower or two lesser towers? Though there are quite some tower defence games only few make it to the mainstream. The tower defence genre is now re-gaining some of its popularity on mobile phones. Last year a game called Plants vs. Zombies got some commercial succes with the tower defence formula. Blizzard Entertainment will even feature Plants vs. Zombies as a mini-game in the coming release of the new World of Warcraft add-on, Cataclysm. Though Plants vs. Zombies got some attention from the press and players it was still an indie (from an independent developer) game.


This brings me to another problem, indie's. Though indie only means that a game comes from an independent developer, so not contracted to a big firm that wants to see high sales numbers, it is often a genre label too. This could be because independent developers sometimes come with quite new concepts. Lacking million dollar budgets that big developers have, independent studios often have to be more innovative than the bigger developers. With online games distribution it becomes easier for independent developers to get their games to the crowds. In the last few years we have seen some indie games make it big, like Braid, World of Goo and Plants vs. Zombies last year. Though these games are quite different from any ordinary mainstream game, perhaps mostly in graphics, I will not treat them as a genre. Because indie is only short for indepent it says nothing about the gameplay of a game, but only about the way it was produced.


So, to sum up which genres I will use for this thesis: racing, flying, sports and sims (simulations), real time strategy, turn based strategy (strategies), shooter, platform, beat-'em-up (actions), role playing games and point and click adventures.

There are other (sub-)genres, but I will use just these genres because they are the most basic genres and probably have the biggest player base.

1.6. Online gaming


In the past decade online games grew to immense heights with World of Warcraft as one of the biggest Massively Multiplayer Online Game (MMOG) to date. The game, produced by Blizzard Entertainment, has over eleven million monthly paying subscribers and makes a revenue of $800 million per year. The second add-on, Wrath of the Lich King, sold 2.8 million copies by the end of the release day, which is a staggering amount and was a sales record at the time (http://www.onlineschools.org). Yet World of Warcraft is not the only MMOG out there. Many producers now take their games online. Some examples are Warhammer Online, Guild Wars and Final Fantasty XI and XIV. The PC Gaming Alliance (Chronis et al., 2009) even states that MMOG's are the leading products for revenues and profits in 2008.


The difference between a 'regular' game and an MMO game is that regular games are usually played in an environment that is inhabited by artificial intelligence while MMOG's are inhabited by other people playing the same game. Although many regular games have a multiplayer option which lets a group of people play together or against each other the number of players that can play together is never very big. Usually four to twenty people can play these games on a gamers computer which then serves as a server. In an MMOG online playing is the only option and often thousands of gamers play at the same time in the same world. So MMOG's have active communities which leads to the forming of groups, also called clans or guilds, and allows for online socializing. Yee (2006) looks at some player motivations for playing online games. In his list of possible motivations we find some motivations that can be satisfied in any game, such as exploring a whole new world, taking on the role of someone else or even something else and escaping the real world. More interesting are some motivations that gamers will not find in any game that does not have an online section. Examples are competition against other people, socializing and teamworking. 


What is even more stunning is that regular games are bought for a price which has to be paid only once. For many gamers this one-time fee is to much to ask and games get downloaded (illegally) quite often (Chronis et al., 2009). Online piracy takes on forms that keep the industry quite occupied with it. Game developers and distributors are doing everything they can to make it harder for people to download their games illegally or more attractive to buy them (Faylor 2008; Jenkins, 2008; PC Gameplay, 2008; Sliwinski, 2008; Valich, 2008). Yet, MMOG's often have a monthly subscription fee and some are impossible to download illegally because players have to do live streaming with a developers server. So after buying the game at a store (or on the net) the gamer has to pay an additional fee each month in order to play. This is done because the developers of these games need to have servers up and running for the people to play on. In addition the servers are updated on regular basis and patches and bug fixes are automatically uploaded to the game. So while most regular games only cost money in the production phase, MMOG's also cost money after they have been released and distributed. According to www.onlineschools.org Blizzard has 20.000 servers running for people to play World of Warcraft on. These servers cost over $100.000 a day on upkeep. And people pay the monthly fee! So while regular games are seemingly not worth their money people pay big money for MMOG's. This is even more remarkable than it seems on first glance since some MMOG's are free to play. In these games revenues are made from mini-transactions, small fees a gamer can pay for extra features or in-game bonusses, and advertisements. Online games definitly offer the game and experience that many are willing to pay for. In Korea and China, the patriarchs of MMO gaming, multiple MMOG's have already generated over $100 million a year. Because of this I will, to some extent, take every genre in my study and give them a possible 'MMO' prefix (Chronis et al., 2009; Doorselaer & Coppens, 2003; Huhh, 2008; PC Gameplay, 2008, 2009; Whei-Hsiang Hsu, 2005).


While online gaming is a unique experience in the gaming world it is arguable if online gaming as such is a genre or not. When looking at MMO as a prefix, MMO can go with any genre. So online gaming extends current genres rather than it being a genre on its own. Some genres are more popular in the MMOG world than others. RPG's are the most popular game, mostly because it fits the style of the game. RPG's already feature giant worlds that may be explored freely. It is only more realistic if multiple people are active in this world. For other games, like the point and click adventure in its current form, it is impossible to near impossible to create an online variant simply because gameplay does not allow it. Also, MMOG's have gameplay aspects that I have not yet discussed. We have seen some examples in Yee's study (2006) about motivations such as the socializing factor. This also makes other fundamental gameplay less important than it would be in a single player game.

1.7. Casual and hardcore gaming


Another debated could-be-genre in the gaming field is the 'casual' game. The casual game stands opposed to the 'hardcore' game, but the criteria for both games (or gamers) is unclear. Fritsch, Voight and Schiller (2006) define hardcore as " (i) extremely explicit, (ii) intensely loyal and (iii) stubbornly resistant to change or improvement." These three options are straight out of a dictionary, but Fritsch et al. state that option (iii) is the definition for hardcore gamers "...being stubbornly resistant in playing the same game with more than average interest." Casual gaming, on the other hand, is quite the opposite. Looking at games from a more ordinary point of view. But what makes a game more hardcore than another? Shelley (2001) from Gamasutra, a website for video game developers (www.gamasutra.com) wrote an article with guidelines for developing successful games. He advises developers to reach for a broad audience for their games. By choosing a genre, style or topic a developer loses potential costumers. So choosing a topic, genre and style that speaks to a broad audience would make a game more 'casual'. Shelley warns that games should stay interesting to hardcore gamers as well though, since they are peers in the gaming field. Hardcore gamers can be satisfied with in-game bonusses that require big amounts of work and hours of gameplay. Making these bonusses optional and making other gameplay elements more accessible should also make a game appealing to casual gamers. But if it is possible to develop games that appeal to both hardcore and casual gamers (and most developers will do this to sell as much games as possible) then what is really the difference between hardcore and casual games? Kuittinen et al. (2007) discuss what casual might be and they conclude that it could be anything, from the gamers attitude towards games to the way a game is played. Yet they think that casual is best described by "...the easiness of the game experience in its expanded sense, covering the whole of experience from the accessing of a game to playing it." (p. 110). A casual game contains certain properties that are considered generally appealing to people, such as fast rewards, simple controls, easy-to-learn gameplay and support for short playing sessions. They emphasize, though, that there is a difference between casual games and playing games casually. The second is inherent to a gamers attitude while the first is about the game's gameplay.


Bosser and Nakatsu (2006) talk about the coming together of casual gamers and hardcore gamers in online games. They describe the hardcore gamer, opposed to the casual gamer, as "[someone who] dedicates most of his leisure time and sometimes even more to his favorite virtual world." Still they think a game could please both hardcore and casual gamers by aiming at casual gamers while producing a game, but still implementing lots of 'hardcore' bonusses for the hardcore gamers. A game such as World of Warcraft quite succussfully pleases both.


Another issue arises when talking about hardcore and casual gamers, fandom. An issue that others did not discuss is productivity 'for and beyond play' (Wirman, 2007). Wirman did a study about fandom and 'power-gamers'. To make a distinction between the two she talks about instrumental and expressive productivity. Both are related to a game, but while instrumental productivity is production to support gameplay (walkthroughs, cheats, databases) expressive production is only related to a game, but is not intended to support it (fan fiction, machinimas, fan art). Overlapping these two sort of production are creative products that do support gameplay directly or indirectly (mods, patches, forums). Wirmans study shows that fans of games are more represented in expressive production while power-gamers are more aimed at instrumental production. Linking back to hardcore and casual gamers, not every hardcore gamer is a fan or power player, according to Wirmans definition. Someone who plays games almost non-stop, but does not contribute to the gamers society, can be considered hardcore, but not a fan or power-gamer.


Casual and hardcore games are not considered as genres in my study because they do not hold typical gameplay elements. As such any game could be 'casual' or 'hardcore'. I am interested in how much time people spend on gaming on average. This could tell us if certain genres are considered more hardcore than others. It is also interesting to see if some groups of people are more or less active in the gaming society by either or both instrumental or expressive production, so are they fans or power-gamers.

1.8. Gaming platforms


For a long time gaming was restricted to the Personal Computer or its predecessors. Even when gaming consoles, such as the Nintendo and later Sony's PlayStation, hit the market PC's were still the primary platform to play games on for a long time. Lately, with the emergence of next-gen consoles such as the Xbox360, PlayStation 3 and Nintendo Wii, PC gaming has become less popular. Some game developers and criticists have even claimed that 'PC gaming is dead'. This claim can easily be rejected though. Though retail sales have dropped, free-to-play games and online gaming portals are played by many gamers worldwide, we just lack the instruments to properly measure the growth of these sectors (Chronis et al., 2008; Steinberg, 2010). Despite dropping sales from retail stores the PC gaming market is still growing. According to the PC Gaming Alliance (PCGA, www.pcgamingalliance.org) the PC game industry grew 3,6% in 2009 over 2008. This may not seem a lot, but 2009 has also been a year of 'the' financial crisis the world is currently undergoing. It is also undeniable that consoles have won the hearts of many gamers and that PC gaming is suffering from its consequences. With the coming of new consoles such as the Xbox 360, PlayStation 3 and Wii the PC has new competition. In the Netherlands the gaming market has shrunk from 2009 to 2010. NVPI (www.nvpi.nl) numbers show that the sales of PC games shrunk over 11%. Console sales only shrunk 10%. Those are sales figures only. The PC gaming market has been shrinking for a few years, but the console market has grown explosively in the last decade. Only since 2008 has this market been shrinking.


Console gaming has become more popular in the past few years and as a result console developers are now battling each other and the PC gaming industry for more gamers. Spohn (2010) sums up all advantages and disadvantages of both PC and console gaming. First of all a console is much cheaper than a high-end gaming PC. Second, once you've bought a console all games that you buy for it will work. On a PC you might find out that your hardware or drivers are outdated and that you will have to upgrade to play your game. Consoles require less knowledge about the platform than PC's do. Also, your console hardware will never be outdated untill a newer version of the console hits the market. This can take a couple of years though. And even after the new console version is released it will still take a while untill developers stop developing games for the, now, old console. If you buy a high-end PC this year it will be outdated next year and in about two years time you will not even be able to play the newest games on the highest graphic details anymore. So all in all consoles are easier to use and (much) cheaper to maintain than PC's. Another advantage for the console might be its easy to use controller. While a PC has a keyboard and mouse with many buttons that make up for endless button combinations and control options in games the console only has one controller with about twenty buttons max. So console games are generally easier to play because there is no memorizing of endless quick buttons. This also has the disadvantage that games can not always be as extensive and complicated as PC games. Perhaps more interesting for my study is that some game genres are more easily played on one platform than another. Spohn mentions that consoles have to offer a good deal of racing and sports titles while the PC still has the most shooters. Online gaming has become more attractive for console gamers, but PC still greatly dominates the market for MMO games and online games in general.


Gaming platforms are subject to gamer distinctions just as much as genres are. Prattchet (2005) points out that the PlayStation 2 was quite popular in the UK. She made two sheets for various age groups that mapped the amount of gaming time, the preffered gaming platforms, percentage of genres that were played by men and women and some other statistics per age group. Among teens and adolescents aged eleven to twenty-four the PlayStation 2 was the number one gaming console. All other age groups, younger and older, preferred PC. Xbox did not score very high in any age group. Even the first PlayStation scored higher than the Xbox in some age groups. I suspect that these sheets would look very different if this research was conducted in 2010, only five years later than the original study.


Because many games are now released among various platforms and some genres are played more often on one platform than on another it will be useful to take different platforms among gamers into account. This could tell us if certain groups of gamers prefer a console over the PC and if certain genres are played more often on one platform than on another. On top of that it will increase the possible participants for my study. Instead of just aiming at PC gamers I can now aim at any video game player. Genres do not differ between platforms, only the way they are played differs (keyboard-mouse, controller or even touch-screen for mobile phones and pda's). So it will not matter if a group of people prefers to play a shooter on the PC or on an Xbox. The point is that this group of people prefer to play shooters. Unrelated to this it might seem that shooters are mostly played on a specific platform.

2. Method

2.1. Thesis question and problems


So far I have talked about Bourdieu's distinction theory. He makes distinctions in people based on their capital. People consume differently in different fields based on their capital. This is because capital directly influences the habitus of a person. For my study I have replaced Bourdieu's cultural and economic capital with age, gender and education, with education being a type of capital as Bourdieu describes it. Age, gender and education all influence one's habitus. In this thesis I want to assess if the habitus of a specific kind of people, gamers, is of influence on the kind of games these people play. To make a distinction between games I have looked at theory of genres. I have also looked at different taxonomies of games and ultimately made my own taxonomy based on different studies about the subject. With this information I am able to formulate my leading research question for this thesis, which is: What are the relations between age, gender and education of a gamer and the genre(s) this gamer prefers to play most?


My study goes further than just mapping game genres based on a players habitus. In my theoretical framework I have also looked at the notion of 'cultural omnivores'. I want to see if this theory, that some types of people consume more different kinds of culture than other types of people, also applies to gamers. I also want to assess if certain game genres are typed more 'hardcore' than other genres. This could tell us something about the genres, but also about the people playing them. Last I have talked about different gaming platforms. I want to establish if certain groups of people play on one platform more than another. Also, my study might point out that certain genres are played on one platform more than on others.


To come to a final conclusion I have formulated three hypotheses which I will answer at the end of this thesis. These hypotheses could have been many, but I would like to use one of the two hypotheses I already mentioned in my introduction. These looked like logical hypotheses to me, partially based on experience and partially based on wild, yet somewhat logical, guesses. My first hypothesis is then: Higher educated people like strategy games more than others and lower educated people like shooters games more. My second hypothesis is based on the theory of the cultural omnivore which states that higher educated people are more diverse in their cultural consumption. So my second hypothesis is that higher educated people will like more different genres than lower educated people. My last hypothesis is related to different gaming platforms. My third hypothesis follows: The RPG and strategy genres are PC bound while shooters will be appreciated among PC and console gamers more or less equally.


To answer these hypotheses and my final research question I have distributed a survey on the internet. Yet there have been some problems concerning this study. First was how to assess which genres there are in games and which to use. I think I have tackled this problem in my theoretical framework. Still there remained a problem considering genres. How would I assess which genre gamers play? I could have simply asked them 'what genre of game do you play?', but with all the genres, sub-genres and cross-genres I would have gotten to many different answers. On top of that many gamers probably do not even know what kind of genre they play. Especially the more casual gamer may not have a clue, but even among more experienced gamers there can be disagreements about what genre a certain game belongs to. To tackle this problem I have broken down every genre I have used for my thesis into small 'chuncks of gameplay'. This allowed me to ask people for their preference in gameplay rather than genre. Based on their answers I could construct a genre. For example, if people let me know they like shooting with bug guns from a third person perspective, but do not care much for a story then this person obviously likes the shooter genre. To assess these chuncks of gameplay can be easy for some genres, but hard for others. Especially RPG's and strategies have overlaps, but also many different aspects of gameplay. I have thought carefully on how I would assess these chuncks of gameplay.


Finally this study could tell us about a connection between education, age and gender and genres in video games. It is especially interesting since little study has been done to the relation between gamers and genres, especially when also taking the education of a gamer into account. This makes this thesis exploring and adding to what is already studied. With this study I do not only want to add knowledge to what has already been researched about gamers, genres and a connection between the two, I also want to open doors for follow up studies in both genre studies and game-gamer relation studies.

2.2. Online survey research


For my research I have used the same method of data collection as Bourdieu, be it in a more modern approach. I made a survey and distributed it among gamers in the Netherlands using the internet. I have asked people about their gender, education, age and preferred genres, or rather elements of genres. The survey was created and distributed by means of ThesisTools.com. This is the easiest and best way to get a lot of information from a lot of subjects, in this case gamers from the Netherlands. There are some huge advantages of using an online survey. First I could post the url to my survey on specific gaming forums so I could make sure gamers get to see it and non-gamers are left out automatically. It should also be relatively easy to get many people to see it in a short time. Also, the data collected can be automatically processed by the website which I used for my survey. This saved me the time to input every single respondent's data manually in a program such as Excel or SPSS. The disadvantage of this could have been a low respondency, for example if people did not get to the link to my survey or simply because no one cared enough to fill it out. I did not expect this to happen though. Other people had already successfully used this method, so there was no reason to think it would fail for me specifically (Evans & Mathur, 2005, Jansz & Tanis, 2007). A problem that did occur was that many surveys were not completely filled out. It is rather easy to close an internet browser in the middle of a survey. The survey has been up for two weeks.


I have presented the survey in Dutch only. This so only Dutch people were able to answer it. It would have been hard and time consuming to make this survey a cross-national one, because there are to many differences in education and (gaming)cultures between different countries. I have limited myself to the Netherlands. By doing so I have made sure that the differences in education between respondents was actually measurable on an ordinal level. Education, since this is quite unique in the Netherlands, would have been the biggest bottleneck in making this thesis multi-national.


Once the survey was online I got people to fill out the survey by posting the url on the net. I used a few game websites and forums, among which Gamer.nl, Tweakers, GameFaqs, GOG.com and Gamez. This guaranteed me that gamers would at least see my survey. Next to that I have used the Dutch social network Hyves. Through Hyves I hoped to be able to reach gamers in many different social, economical and age classes. Hyves could also reach people that are not active on gaming forums. These would be the more casual gamers. The use of hyves resulted in some of my friends sending the link to their friends etcetera. Of course I am not able to see the full effect of this method, but from what I have heard this approach was at least moderatly successful.


As I have already discussed I will not restrict myself to PC gamers only. It was interesting to see that certain games are played on next-gen consoles more often than on PC. This did not only broaden my research group it also added a new dimension to my research without much extra effort.


A few implications came to mind when simply asking gamers about their preferred genre. First, gamers may not be aware of the type of game they are playing. Second, cross-genre games become quite hard to categorize. For example, some strategies adopt RPG elements and some RPG's adopt shooter elements. On top of that the line between some genres is rather blurry, think city builders (sim) and strategies. So what I have done is dissected the genres into little chunks of gameplay features and asked gamers how much they value or enjoy those features. This could turn out that many players of a certain genre do not like a particular feature inherent to that genre or do simply not value it so much. Though most shooters have a storyline it is often subordinate to the shooting. Maybe people who like shooters do not like or need a good story to play, or maybe lots of shooter fans do miss a good story, but like the shooting to much to not play the game.


Other topics that my survey addressed are the presence and quality of the soundtrack, the quality of graphics and the presence and value of multiplayer. The quality and style of the graphics can be important for some games (Jansz &Vosmeer, 2009; Van Looy et al., 2009). A soundtrack may well hold the same effect, creating atmosphere and thus enhancing player enjoyment. Multiplayer options in games have become more and more important with the coming of broadband internet (Doorselaer & Coppens, 2002). Online gaming is booming and a game such as World of Warcraft alone is making millions in revenues (Chronis et al., 2008; www.onlineschools.org).


At the end of my survey I have presented a short list of well-known and popular games from all genres. I have asked people to check all games they play or have played on regular basis. This could verify my findings from the earlier results in the survey. My survey can be found in appendix II (Dutch only, as it was originally posted on ThesiTools.com).

2.3. Classifying 'chunks' of genres


Since I do not think many gamers know exactly what genre of game they play I will have to  dissect the genres I used earlier into small chuncks of gameplay elements. I have asked for those elements in a survey to get a good understanding of what people like. This told me not only what genre people like, but also which elements from other genres those gamers also like. What we have seen in the example of Carr (2003) with Planescape Torment and Silent Hill is that gameplay is an important factor in the assessment of genre in games. Therefore it would be logical to 'dissect' the known game genres into little chuncks of gameplay aspects.


Every genre has its own conventions, abilities, possibilities, gameplay, style etcetera. Some games require the player to have a quick hand eye coördination while other games require the player to think logical, and other games need both to finish. I will dissect every genre that I will use for this essay into little bits of gameplay elements. I will use these elements of gameplay for my survey. Asking people about the importance of certain gameplay elements. These elements could sum up in certain genres. Asking people in greater detail about the exact importance of an element of gameplay should make the outcome more accurate. Most games have at least some strategic factor, but finding it very important could point to an actual strategy game. Combined with other elements of gameplay this should give an accurate account of genres. For example, if a player likes a good story, development of the main characters, casting spells, using swords, slaying dragons etcetera then this player is probably a role playing gamer. Is a gamer more interested in using his mini-gun or shotgun to wreak some havoc on hellish monsterscum then this gamer is obviously into the shooter genre. Maybe a gamer likes all of the above, which could mean this gamer likes RPG's and shooters (and is pretty omnivorous in his gaming preferences). Belderok and Meyroos (1999) have described most of the genres as I use them and they give a short summary of important gameplay elements. I will use some of their descriptions as well as add to it. The genres used in this thesis have already been thoroughly discussed in the chapter 'genres in games'.


The first genre I discussed was the simulation genre. It was divided in racing, flying, sports and city builders games. Racing obviously needs cars. So I will ask gamers how important they find it to drive a car or anything that rides. If the answer is 'important' it would be easy to ask if (competition) racing should be the main goal of the game. If this is also answered positive than this person likes racing games. Next up is the flight sim. This can be done in the same manner as with racing games, but ask about planes and flying. Another important factor for this genre is the authenticity of the controls. Should the player really have a feeling they control the plane or should it be easy and fun flying (making it more a racing game in the air). Sports is also an easy genre since everyone knows when they are playing a sports game. For all these genres I can ask about authenticity of the playfield. Some games aim at giving gamers the real life experience as much as possible for die-hard racing, flying or sports fans while other developers just want to give the casual gamer a few minutes of entertainment. More so with these games than with any other because these games are based on clear real life events and can actually simulate pretty well. Last in the simulation type we have the sim game. This one is tricky since a sim game can be anything from a city builder to a second life or business simulation game. What most have in common is of course the simulation of the dynamics of towns and communities (Apperley, 2006). Usually the player finds himself in a role of constructing and managing to influence this dynamic process. Wether you build a city, an amusement park or simulate the life of a family it all comes down to good management to survive. So in all sims the player finds himself an all-knowing being that looks down on his creations and tries to make the best of it (or worst, if the gamer is particulary evil). I could ask if a gamer likes to manage towns and communities, if they find themselves to be a regulator or a business(wo)man and if winning should be based on achievements rather than wiping out the enemy.


Next up is the strategy game. I have discussed two types of strategies being the real time strategy and the turn based strategy. In both games warfare is an important part of the gameplay. If warfare is important in a game or not is a question I will ask. Though this does not tell us anything about a genre. A shooter and RPG can also be in a war setup (or even any other game, but that is unlikely). Still, if a player would answer negative then we could at least say this person does not like strategies. What could tell us something about a gamers preference is if they like to gather resources and build bases to train units (micromanagement). Of course strategic insights will be vital to play strategies so I will ask about the importance of strategy and difficulty of winning (requiring more or less strategic insight). For the difference between real time and turn based strategy I will simply ask if people like turn based gameplay.


In the action category we have three genres, shooter, platform and fighting or beat 'em up. In the first game speed and hand-eye coördination is of great importance. Also a wide range of (modern fire)weapons for the main character is important. I say modern fireweapons because medieval and melee weapons like bows, swords, staffs and daggers is more a fantasy RPG collection of weapons. The main activity in shooters is shooting, all else is secondary.

In platforms we might have some shooting or fighting, but it is not the main activity of the game. Going through levels to advance in the story and getting closer to the end goal is much more important. This is usually achieved by running, jumping, gliding, crawling, climbing and using items and the environment to advance in the area. It is often necissary to solve some puzzles, usually by getting item A to item B, switching switches, pushing buttons and opening doors that lead to the next level or event. So I will ask people about the importante and fun of these activities.

Last is the beat-'em-up. The fighting in these games is usually done with fists and sometimes martial art weaponry like sticks, swords and nunchucks. The fighting style is almost always martial arts style though, sometimes with some fantasy 'über' moves that will knock an enemy right to the floor. So the fighting style is most important as well as the non-stop fighting action.


Role playing games are perhaps the most extensive games of all genres. They consist of huge worlds that are free for the gamer to explore. Next to that there are usually multiple races and classes for a gamer to choose from. The ability for your character to develop his skills is quite unique for the RPG. While in most games the development of your character lies in a stronger weapon or armor, but remains very limited, it is the sole purpose of RPG's. But not only weapons and armor can become stronger, but also certain attributes like strength and intelligence. On top of that a character can usually learn many abilities such as magical spells or dazzling fighting moves. So the development of the character is a central part in RPG's. But also the stroryline of an RPG is of great importance. A character does not just develop itself, but it also advances in the world and in the story. As such it is very possible that an action you did earlier in the game will have positive or negative consequences (dependent on how you handled it) later in the game. The setting in RPG's is almost always a fantasy one, although there are some sci-fi and 'steampunk' setting RPG's as well.

So asking people about the importance of character development, a wide array of skills and abilities and a well written storyline will establish wether or not someone likes RPG's.


Last is the point and click adventure game. Puzzling is the main goal in this game. There is no fighting at all. The goal is to find items and combine them with other items, the environment or with other characters in the game. Talking to other characters can help the player advance in the game. The player is usually situated in one screen or small area which he can search for items that he might need somewhere else. Also, as the name implies, these games are often played, or can be played, with just the computer's mouse. So asking people for the necessity of non-stop puzzles and detective-like work and even controls should help identify point and click adventurers.


As Jansz and Vosmeer (2009) argue graphics can also be of great importance to the genre of a game. As such it should be asked for in my survey. I will ask for their preference in style and atmosphere of a game as well as points of view. So if people prefer fantasy, sci-fi, cartoony graphics, first person or third person, a birds eye view, 2D or 3D and if the quality of the graphics is important. Yet Jansz and Vosmeer talk about the colour palette more specifically. Though I will not ask gamers if they prefer green games above pink or blue ones I will ask them about the brightness (bright or dark colours) of a game. Also Ermi and Mäyrä (2005) talk about the atmosphere of a game. One such element which makes the atmosphere of a game is sound. I want to ask gamers about the importance of soundtracks and sound in general as well.


I will also ask about the importance of online aspects in games. As discussed an online component can make the gaming experience quite different and having thousands of gamers play in the same world can be considered unique and not bound to any genre, yet very important in todays gaming market. I will ask about the importance of coöperative gameplay as well as PvP (person versus person) gameplay. Also remember that I do not think of 'casual' or 'hardcore' games as genres. I will however ask people how frequently they play to assess if a certain group of people or a certain player of genre are more hardcore or casual gamers than others.

3. Results

3.1. The population


As expected, quite some people filled out the online survey. After two weeks there were enough results (almost 500, which is the maximum for a free ThesisTools.com account). Unfortunately some people did not make it past the first question or stopped filling it out after a few questions. After removing those surveys I kept a set of 247 completed surveys.

The first thing I needed to do was to see if the spread in population between different age categories, gender and level of education were sufficient. I did this using SPSS and applying the descriptive statistics. Finally I created new variables that grouped people with different levels of educations and of different ages into new groups.


Unfortunately, but somewhat expected, a large part of the population was male, had high education and was somewhere around in his mid-twenties. A total of 31 respondents was female. This means that any difference in genre preference between men and women can be a mere coincidence. I have attempted to seek out the differences, but these differences are not very reliable. 
Education: A large part of the respondents were higher educated. 83 people studied or were studying anything lower than HBO, 74 studied or were studying HBO and 90 people studied or were studying at a University. Because this is a more or less equal spread between groups I have also classified my population into these groups of education. So elementary or highschool are not measured seperately and fall into the same group as MBO.


Age: The age of the participants was centered around the age of mid-twenties (M = 24, SD = 6,6). The youngest respondent was ten years of age while the oldest was 62. Only 18 people were younger than 18. Taken this into account I have categorized the subjects into three different age groups. The first category is younger than 21. I use this age boundary because 21 is the official age of 'adulthood'. From this point on you are an adult. 66 people that took the survey were younger than 21. The second group is from the age 21 up to 24. At this age many people are either studying or have just finished their study and are settling down, getting jobs etcetera. 89 people fell into this category. At the age of 25 many people are settling down. My third age group consists of people older than 25. It should be mentioned that most of the people in this group are also no older than thirty. 92 people are in the older than 24 group.


What should be noted is that, especially at a younger age, age and education cannot be seen completely independent from one another. Anyone who is younger than 18 almost certainly falls into the group that studied anything lower than HBO, while anyone who is younger than 19 probably falls into the HBO or lower category, simply because they have not yet reached the age to start this type of education. Since so few people are younger than 18 it is easy to see that only very few people are undergoing elementary school (4) or any form of education on a Dutch highschool (32).

3.2. The genres


Next I needed to see if my dissection of genres into chuncks of gameplay had been successful and if the genres distinguished in the theoretical framework matched the genres given by the participants. I did this using factor analysis in SPSS. I distinguished nine different components that together explained 58% of the variance. Using the rotated component matrix of a factor analysis for nine factors, I could compose genres from the different items in my survey. Each item represents a survey question and each factor represents a genre. Though the genres that were defined by the participants are not all genres how I defined them in my theory they came close. Some items did not seem to load clearly on one factor, because they did not seem to fit any genre.


The analysis showed that the racing and flying items from my survey loaded positive on a single factor. Items on the strategy and city builder genre also loaded on a single factor. No distinction was made between real time and turn based strategy games. Also, the difference between a city builder (which does not require warfare) and a strategy does not exist anymore. Shooter, platform and beat-'em-up (action games) items also loaded on a single factor, the shooter genre. I still call it the shooter genre, because shooting and war are the variables that mostly make up for this genre. The puzzling aspects of the platform game did not load on the same factor as the items that were composed of the shooting genre. All the items for the RPG loaded perfectly on each other. So the questions I asked about RPG's in my survey showed could be taken together rather well and make up for the RPG factor. The items about puzzling and playing detective also loaded positive with each other. This factor makes up for the point and click adventure genre. The sports item, which alone makes up for the sports genre, did not show connections to any other item. This genre needs to be tested seperately from the other genres and is a single item factor.


Next to genre I asked gamers about online gaming and the quality of detail for graphics and sound. The items on online gaming also clearly loaded on a seperate factor. I have taken this factor as the online genre. The quality of graphics and sound also make up for a single factor, the quality factor.


This adds up to seven factors (sports not included). To test if the items from the survey could indeed be taken together as a factor in SPSS I used a reliability analysis and tested against Cronbach's Alpha to assess the reliability of the sum of items making up for a single factor. Most of the composed genres returned a Cronbach's Alpha of around 0,8 (see table 1). This means that the items of a factor are answered consistent by a large group of the population. That shows that the items are measuring the same concept, in this case a genre (Santos, 1999).


The following table sums up the composed genres (factors). The Cronbach's Alpha column indicates how well the selected questions fit together, the items column shows the number of items (questions) make up for the new factor (genre), the mean column shows the mean value of how much people appreciated the genre on a scale from 1 to 5.

	N = 247
	Cronbach's Alpha
	Items
	Mean
	Std. Deviation

	Racing
	0,798
	5
	2,8866
	0,95752

	Strategy
	0,842
	8
	3,3806
	0,81970

	Shooter
	0,846
	9
	3,2848
	0,77269

	RPG
	0,874
	8
	3,5557
	0,83157

	Puzzle
	0,828
	7
	2,9607
	0,87549

	Online
	0,859
	5
	2,6024
	1,05561

	Quality
	0,721
	6
	3,3853
	0,70655


Table 1: Reliability and item statistics


From this table we can already see that the RPG, shooter and strategy genres are, overall, appreciated more than other genres. Online games are played the least. The quality of a game is quite important for most gamers too.


The following table presents us the details on specific gameplay elements. It shows which questions of the survey have been composed into the genres. All items that are not in this table have been left out in the further analysis of genre preference, except for the sports item. Sports will be analysed later, because it could not be loaded on any of the genre factors. The numbers in the cells represent the factor loadings.

	N = 247
	Racing
	Strategy
	Shooter
	RPG
	Puzzle
	Online
	Quality

	I want to be able to drive cars.
	0,832
	
	
	
	
	
	

	I want to race against others.
	0,825
	
	
	
	
	
	

	I want to race on a trail.
	0,809
	
	
	
	
	
	

	I want to fly a plane.
	0,554
	
	
	
	
	
	

	I want the controls to feel real.
	0,534
	
	
	
	
	
	

	I want to build cities, parks or industries.
	
	0,781
	
	
	
	
	

	I want to play manager or be a leader.
	
	0,786
	
	
	
	
	

	I want to be almighty.
	
	0,545
	
	
	
	
	

	I want to build an army.
	
	0,638
	
	
	
	
	

	I want to collect resources.
	
	0,795
	
	
	
	
	

	I like a birds eye view of the game field.
	
	0,533
	
	
	
	
	

	I want to win using strategy.
	
	0,339
	
	
	
	
	

	I want to win using tactics.
	
	0,477
	
	
	
	
	

	Good hand-eye coördination is important.
	
	
	0,471
	
	
	
	

	I want to have a lot of fire arms.
	
	
	0,775
	
	
	
	

	I want to kill lots of enemies (fragging).
	
	
	0,825
	
	
	
	

	Shooting should be of vital importance in a game.
	
	
	0,678
	
	
	
	

	I want to fight.
	
	
	0,647
	
	
	
	

	I want to be able to jump, climb and crawl.
	
	
	0,460
	
	
	
	

	I want to play from a first-person view.
	
	
	0,489
	
	
	
	

	I want close one-on-one combat.
	
	
	0,651
	
	
	
	

	I want to be at war.
	
	
	0,719
	
	
	
	

	I want to customize my avatar.
	
	
	
	0,639
	
	
	

	I like to play as a fantasy figure.
	
	
	
	0,607
	
	
	

	I want to be able to learn a lot of abilities.
	
	
	
	0,774
	
	
	

	My avatar should develop character.
	
	
	
	0,717
	
	
	

	I want non-linear gameplay.
	
	
	
	0,640
	
	
	

	A game should have a good story.
	
	
	
	0,590
	
	
	

	I want to be able to discover a big virtual world.
	
	
	
	0,756
	
	
	

	I want that choices I make affect further gameplay.
	
	
	
	0,576
	
	
	

	I want to puzzle a lot.
	
	
	
	
	0,841
	
	

	Puzzles should be hard.
	
	
	
	
	0,748
	
	

	Puzzling should be important.
	
	
	
	
	0,843
	
	

	I like to solve riddles.
	
	
	
	
	0,785
	
	

	Puzzling is the most important.
	
	
	
	
	0,753
	
	

	I want to take my time in gameplay.
	
	
	
	
	0,510
	
	

	I like to play a detective.
	
	
	
	
	0,629
	
	

	I want an online modus (multiplayer).
	
	
	
	
	
	0,760
	

	I play online almost exclusively.
	
	
	
	
	
	0,812
	

	I play with hundreds of people online at the same time.
	
	
	
	
	
	0,699
	

	I like to play online with others.
	
	
	
	
	
	0,716
	

	I like to play online against others.
	
	
	
	
	
	0,712
	

	Good graphics are important.
	
	
	
	
	
	
	0,342

	A game should be in 3D.
	
	
	
	
	
	
	0,374

	I like games with bright colours.
	
	
	
	
	
	
	0,435

	I like games with dark colours.
	
	
	
	
	
	
	0,496

	A good soundtrack is important.
	
	
	
	
	
	
	0,706

	Good voice-overs are important.
	
	
	
	
	
	
	0,726


Table 2: Rotated component matrix


Some factors load rather low with the other items, but removing any of those items from a factor resulted in a lower Cronbach's Alpha, meaning that the reliability of the composed scales diminishes. The rotated component matrix showed these items making up for the genres as the respondents identified them.


The factor analysis showed that sports did not fit in with the other genres. I consider sports as such important, and hence I decided to include sports in the subsequent analysis as a single item scale. That was necessary because a sports game only has one gameplay elements, which is sporting. Of course there are many different elements in sporting, but for this thesis I limited myself to one item, notably 'sports'. So a soccer, skate or olympic game could all be considered as a sub-genre of the sports genre and sub-genres were excluded from this thesis. Because of this I have only a single item in the sports genre, making it a single item measure. The question in the survey relating to this genre was simply "I want to sport."

3.3. The relations between demographic characteristics and genre preference


My research question focused on age, gender and education or any combination of those and how they play a role in how much people play certain genres. To assess the role of any of those demographic characteristics in the preference of genre I have made use of univariate analysis of variance. In this thesis age, gender and education have been the fixed factors and the genres, that were composed from the gameplay elements, have been the dependent variables. For this analysis I have used the reconstructed genres that were assembled from the questions in my survey and the sports genre and tested how high each demographic group scored on specific genres. I did this by testing if the mean values of the different genres differed between the different groups in the population and if those differences were significant (p < 0,05). To test the significances I concluded a series of ANOVAs.


The score on the sports genre differed significantly between men (M = 1,83, SD = 0,99) and women (M = 2,65, SD = 1,05) (F(2,198) = 11,051, p = 0,001). The score on sports was also significantly different for certain combinations of gender and level of education (F(2,198) = 3,570, p < 0,05). Unfortunately my version of SPSS (Standard Edition) did not include MANOVA testing (www.spss.com). But I was able to look at the estimated marginal means and see some means on genre appreciation for groups that were much lower or much higher than those of other groups. Women that studied at a University (M = 2,50, SD = 0,85) appreciated sport games more than the other groups (M = 1,86). And women that had anything lower than HBO liked sport games much than other groups (M = 3,00, SD = 1,15). Unfortunately I can not say with certainty if these differences are significant or that there are not other significant differences, only that these differences are notable.


For the strategy genre there was also a significant difference in score between men (M = 3,42, SD = 0,83) and women (M = 3,10, SD = 0,67) (F(1,440) = 4,548, p < 0,05).


The shooter genre was also appreciated significantly different between men (M = 3,37, SD = 0,73) and women (M = 2,70, SD = 0,85) (F(3,558) = 26,402, p < 0,001). People in different age groups also gave sifnificant different scores to the shooter genre. People from the age group younger than 21 (M = 3,57, SD = 0,82) appreciated a shooter game more than the older age groups (21 – 24, M = 3,20, SD = 0,71; older than 24, M = 3,16, SD = 0,76) (F(3,558) = 6,451, p < 0,05). Certain combinations of gender and level of education also affected the score on the shooter genre (F(3,558) = 4,913, p < 0,05). Women that attended University liked the shooter genre almost as much as men (M = 3,17, SD = 0,70). The other women groups liked this genre a lot less (M = 2,33). Once again I cannot say with certainty that this is a significant difference or that this is the only significant difference for sure.


The puzzle genre is also appreciated differently between men (M = 2,90, SD = 0,87) and women (M = 3,41, SD = 0,82) (F(1,490) = 12,421 p = 0,001).


The online genre was appreciated significantly different between different age groups. Again the age group younger than 21 (M = 3,08, SD = 1,01) enjoyed playing online more than older age groups (21 – 24, M = 2,34, SD = 0,97; older than 24, M = 2,51, SD = 1,06) (F(3,724) = 3,600, p < 0,05). Level of education also played a role in the average score of the online genre. The group that had any education below HBO (M = 2,81, SD = 1,13) liked online gaming significantly more than the group that studied at a university (M = 2,42, SD = 0,92) (F(3,724) = 1,786, p < 0,05). People with certain combinations of gender and level of education disliked online gaming more than other people (F(3,724) = 3,507, p < 0,05). Women from HBO (M = 1,95, SD = 0,75) liked online gaming less than others (M = 2,61). Last, the score on online genre is also determined by combinations of gender, age and level of education (F(3,724) = 3,888, p < 0,05). Some notable differences here are that women in the age category younger than 21 with an education lower than HBO (M = 1,73, SD = 0,99) likes online gaming less than other groups. Women in the age group 21 to 24 that attended University also seemed to dislike online gaming (M = 1,76, SD = 0,43). Women older than 24 seemed to like online gaming more than others (lower than HBO, M = 3,47, SD = 1,03, University, M = 3,40, SD = 0,57), except those from HBO who disliked online gaming more than any other group (M = 1,00). Once again I have to stress that these last results were not calculated using a MANOVA and that the significance cannot be assured, but these results are notable and likely to be significant.


For the score on racing and RPG games and the quality of games no significant differences were found between people from different groups.


Women seemed to like the sports genre more than men. An explanation for this could be that women play games such as Wii sports while men rather play different games. People with a specific combination of gender and education also liked the sports genre more than others. Women from the HBO liked sports games equally to men, while women from University liked the sports game more. Women that did anything lower than HBO liked sports games a lot.


The strategy and shooter genres were liked more by men than women. This does not come as a surprise since my theory already described that men are more attracted to war games than women and in both genres war and fighting are key gameplay elements (Jansz, 2005; Lemmens, Bushman & Konijn, 2006). Shooters also scored better among younger gamers. As discussed in the theoretical framework for this thesis this could be a matter of skill (Prensky, 2001). Younger people are also more likely to like the violence in these games (Jansz, 2005). Women from University also said they liked shooter games more than their lower educated counterparts. One explanation for this might be that higher educated people have a higher accessibility to computers and as a result a better understanding of computers, making it easier for them to use them (De Haan & Steyaert, 2007).


Puzzle games were liked less by men than women. Puzzle games possibly require more patience than other games. There is no immediate action (and sometimes no action at all). This might not appeal as much to the male audience as it does to the female audience.


Last is the online genre. Here we find younger people liking online gaming more than older people. Once again I would like to point out the difference in knowledge about online gaming between younger and older people (De Haan & Steyaert, 2007). Online gaming is very easy and commonplace nowadays. Young people grow up in an online environment while for the older people it might not look all so easy. People that studied lower than HBO liked online gaming more than people that attended University. Another result of the test is that women that attend or have attended HBO like playing online significantly less than women that have studied anything lower than HBO or University. And in online gaming we also find that a combination of age and education and gender can have an effect on how much people appreciate online gaming. Women that are younger than 21 and did HBO or anything lower than HBO seem to dislike online gaming more than women from the same age group who attend University. That while men in that age group who attend University seem to dislike it more than other men from the same age group. Women between 21 and 24 that attend University seem to dislike online gaming. Maybe because at this point in their life they are prioritizing life, study, work and friends above gaming, while men take study somewhat less serious. In the age group older than 24 women actually like to play online more than men. Except women that attended HBO, who disliked playing online altogether.


The following table shows significant differences between appreciation for each genre and each (combination of) demographic characteristics.

	
	Sport
	Racing
	Strategy
	Shooter
	RPG
	Puzzle
	Online
	Quality

	Age
	-
	-
	-
	Younger more
	-
	-
	Younger more
	-

	Education
	-
	-
	-
	-
	-
	-
	Lower than HBO more than WO
	-

	Gender
	Women more
	-
	Men more
	Men more
	-
	Women more
	-
	-

	Age & Education
	-
	-
	-
	-
	-
	-
	-
	-

	Age & Gender
	-
	-
	-
	-
	-
	-
	-
	-

	Education & Gender
	Women from WO more, women lower than HBO much more
	-
	-
	Women from WO almost as much as men
	-
	-
	Women on HBO less
	-

	Age & Education & Gender
	-
	-
	-
	-
	-
	-
	X*
	-


*Many combinations possible

Table 3: Summary


From these results we can already conclude that gamers are quite omnivorous in their gaming habits. Most gamers from both genders, age groups and levels of education like or dislike the racing and RPG genre equally. Futhermore the quality of a game is held in equal esteem by everyone. The combinations of age and education and of age and gender does not matter. Men play more strategy and shooters while women play more sports and puzzle games. Younger people like more different genres. Women that attend or attended University also like more different genres.


Possibly related to genre, and touched upon in the theoretical framework, is the notion of hardcore and power gamers (Bosser & Nakatsu, 2006; Fritsch, Voight & Schiller, 2006; Wirman, 2007). To assess if gamers who are fan of a certain genre are more active in the using or making of walkthroughs and online communities I did the same factor analysis as before and added these items to the analysis. But all of these variables loaded on multiple factors, meaning that none of these items fit to a specific genre. Being more 'hardcore' also means that a gamer spends a lot of time gaming. In the survey I have asked people how long and often they usually play. With this information I was able to compute the average hours per week per respondent.


The average hours per week spent on gaming were divided into four groups. The first group, consisting of 72 participants, plays less than three hours a week. When someone plays an average of less than three hours a week then I consider this person as a 'casual' gamer. This person probably plays an hour or two on a dull sunday morning. The second group consists of 57 participants and this group plays an average of three to seven hours per week. People in this group can play a couple of hours in their weekends or play an hour a day. Not hardcore, but (somewhat) beyond casual. The third group are the avid gamers. This group spends seven to fourteen hours per week playing games.With 79 people most of the respondents fall into this group. The last group are the 'hardcore' gamers. They spend over fourteen hours a week behind their games. This group is the smallest group by far, with only 39 people.


After running a series of ANOVAs again, this time for the average hours per week groups and the different genres, I was able to assess if some genres were appreciated more by hardcore or casual gamers. It should be said that I have not calculated if people with specific demographic characteristics play longer or shorter than other people. The shooter genre was appreciated more by the avid (M = 3,48, SD = 0,75) and hardcore (M = 3,48, SD = 0,69) gamers than by the casual gamers (M = 3,07, SD = 0,86) (F = 5,219, p < 0,05). RPG games were better appreciated by hardcore gamers (M = 3,97, SD = 0,65) than by casual gamers (M = 3,26, SD = 0,99) (F = 6,859, p < 0,001). The score on online gaming differed significantly between casual and hardcore gamers. The first group, casual gamers (M = 2,14, SD = 1,02), had significant with all the other three groups. The score on online gaming barely differed between the second group (M = 2,67, SD = 0,99) and the avid players group (M = 2,67, SD = 1,02). The harcore group (M = 3,22, SD = 0,92) only had significant differences with the casual group (F = 10,167, p < 0,001). The quality of a game was more important to hardcore gamers (M = 3,61, SD = 0,50) than to casual gamers (M = 3,21, SD = 0,81) (F = 2,886, p < 0,005). All the other genres were not appreciated more or less by gamers who spent more or less time behind their games.


These results show that shooters, RPG's and online games are better appreciated by people who play games more often. We have seen that shooters and online games are both appreciated by younger people. It is possible that these people also have the most spare time, making the young people that like shooters and online games the same people that play many hours a week. RPG's are often games that include extensive game worlds to discover. Discovering everything that such a world (and game) has to offer can be time consuming. Such games are more often played by people that are willing to invest that time into the game. The quality of a game is held in higher esteem by people who play more often. These people play a lot and are therefore trained in recognizing a quality game. It seems logical that these people are more keen on quality than people who only play a few hours a week.


Last I want to see if specific genres are played on specific consoles. In the survey I asked people if they owned various consoles. I also asked about their preferred platform. Doing another factor analysis, the same as before, but with the different platform items added, showed that the various platforms loaded on multiple factors, meaning that they do not fit to any one genre.

After running some descriptive statistics I found that 89,5% of the respondents said they owned a PC. This is also the preferred platform for gaming in general. 57,5% of the respondents said this. Xbox and PlayStation are held in almost equal esteem. Around 35% of the respondents said they owned one and around 14% identified them as their preferred gaming platform. The Wii and handhelds are not popular as gaming platforms. Only 3,6% found these their preferred platform. This while the Wii is owned by 32% of the respondents. 7,7% of the respondents claimed they do not have a preference when it comes to gaming platform. It seems that The PC is the number one gaming platform, both in ownage and preference. While the Xbox, PlayStation and Wii are all owned by about 30% of the respondents the Xbox and PlayStation are obviously held in higher esteem. Handhelds are the least popular in both ownage and preference.

4. Conclusions


The data that was obtained from 247 people who filled out the survey led to some surprising and some less surprising results. From the 247 participants only 31 were female. The lack of women who answered the survey already tells us something about female gamers. They are not active in the same communities as men. This could mean that they play different games or that they have a lower interest in gaming in general.


As we have seen most gamers are omnivourous in their genre preference, most genres were well liked on average. Although some demographic characteristics can certainly have an influence on what games people play. Table 3 showed these results. Age and gender were main factors in the likeliness that a person likes or dislikes a specific genre. Men like shooters and strategy games more than women, but women like  sports and puzzle games more. Younger people especially liked shooters and online games. Education especially affected which games women play. Higher educated women played more sports games and more shooters. Though these results can not forecast if a certain person plays a specific genre it has become clear that demographic characteristics are an important factor in the taste of game genres. The relations between age, gender and education of a gamer and the genre(s) this gamer prefers to play most have been successfully established. For the assessment between the two genders and the three age and education groups seperately I could successfully run series of ANOVA tests. Unfortunately I was not able to conduct some MANOVA tests, I was able, however, to show the most notable differences between groups of people with a combination of two or three demographic characteristics. This at least contributed to assessing differences between different groups of people.


My first hypotheses was "Higher educated people like strategy games more than others and lower educated people like shooters games more." This does not seem to be true. People of all levels of education like both genres. Although, in contrast to my hypothesis, higher educated women do seem to appreciate shooters more than lower educated women. In fact, education hardly played a role in any gamers preference. Age and gender seemed to affect a gamers preference far more than education.


The rejection of my first hypothesis partly confirmed my second hypothesis "higher educated people will like more different genres than lower educated people." For men this did not hold true. In fact, lower educated people liked online gaming more than higher educated people. Level of education had more effect on women. Higher educated women liked sports games and shooters more than lower educated women. Education alone did not affect any preference, except online gaming.


The third hypothesis was The RPG and strategy genres are PC bound while shooters will be appreciated among PC and console gamers more or less equally. Unfortunately my data was insufficient to answer this question. I have asked people about what consoles they own and what their preferred gaming platform is. This was not enough to assess if gamers appreciated one genre on a specific console more than others though. What I could assess was that the genres that people appreciated did not influence the possession of consoles. So it is likely that people who play specific genres do not really care on what platform they play it, or it could mean that people who play certain genres on one platform also play other genres on another platform.

4.1. Further studies


This thesis was quite broad in its design. I have taken three demographic characteristics, all genres I deemed usable given the theoretical background and lots of gameplay elements and tried to find if men and women from different age groups and with different levels of educations liked specific genres more than people from the other gender, different age groups and different levels of education. Unfortunately the population of my research has not been evenly spread in all categories. My research only included 31 women and the age of my respondents was mostly centered around the mid-twenties. As a result most respondents were also mainly higher educated (HBO or University). To reach women and younger and older gamers of lower levels of education an online survey has not proven to be very useful. Or maybe the websites where I have presented the survey are not visited by those groups of people. With more time and resources these groups could be reached, for example by visiting elementary and highschools, and a more conceivable difference between them could be researched.


The assessment of a relation between genre preferences and preference for a specific gaming platform did not prove successful. With a more in depth study on this subject it would be possible to show a connection between the two. Here I am thinking of a study that aims primarily on showing a connection between a gamers preferred genre and a gamers preferred gaming platform. Of course it is thinkable that there really is no connection. But I think this thesis has not completely excluded that option.


Furthermore, this has been a quantitative study to reach a broad audience and find significant statistical links. With a more qualitative study gamers could be asked about what gameplay elements they see as genre specific and which elements are more appreciated in some genres and less in others. In this respect it should also be possible to do a more in depth study of genres and sub-genres. The latter has only been mentioned in this thesis, but it has not been thoroughly discussed. Also, when taken platform in mind, it could turn out that some sub-genres are platform specific or were even made possible because of a specific consoles possibilities.


Another shortcoming of this thesis is that I was not able to perform MANOVA tests. I was still able to see if there were significant differences between genre preference and multiple demographic charateristics. I have mentioned the most notable differences, although I cannot guarantee if these are actually significant or if those were the only significances. By at least mentioning them a deeper relation between genre preference and demographic characteristics could be assessed.


In this explorative thesis I have successfully shown that there is a relationship between a gamers (combination of) demographic characteristics and preferred genre. To assess this I have used a model that looks at genre as a collection of gameplay elements. This approach has also proven to be successful in that I was able to recompose the chuncks of gameplay back into their original genre using factor analysis. The benefit of this approach was that I did not had to ask gamers about their genre preference directly, which would probably result in getting many different answers that I could not use, such as genre names that do not really exist or are some exciting commercial name. By asking people how much they play per week I was also able to assess if certain games are appreciated more by hardcore or casual gamers. This thesis has proven successful in many aspects and can be used as a reference for further studies.
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Appendix 1

B. Appendix II

Beste lezer,

Alvast bedankt voor het invullen van deze vragenlijst. Voor het invullen van de vragen in deze lijst is enige kennis en ervaring met computerspellen vereist. Het is dus noodzakelijk dat u wel eens een spelletje speelt. Of dit op de PC, Xbox, PlayStation of ander platform gebeurt is niet van belang.

Speelt u wel eens computer games?

· Ja -> Ga verder

· Nee -> Helaas, u valt buiten de doelgroep van dit onderzoek. Bedankt voor uw interesse, u kunt de pagina sluiten.

Voordat we met de echte vragen beginnen, willen we even vaststellen of alles duidelijk is. U doet mee aan een onderzoek over uw voorkeur voor computer games. De gegevens die u hier invult blijven anoniem en uw IP adres wordt niet opgeslagen. Deelname aan het onderzoek is vrijwillig; u kunt dus gewoon stoppen als u wilt.

· Is dit duidelijk?

Nee:

Jammer, dat ons onderzoek u onvoldoende duidelijk is geworden. We bedanken u voor de moeite. We hopen dat u deze vragenlijst later nog eens wilt starten. Misschien wordt de uitleg duidelijker als u het een tweede keer leest. U kunt nu de pagina sluiten.

Ja:

Wat is uw leeftijd:

Wat is uw geslacht: - man; - vrouw

Welke opleiding volgt u?

Bent u al klaar met school kies dan de hoogst afgeronde opleiding:

geen

basisschool

vmbo

havo

vwo

mbo

hbo

wo

Hoeveel dagen per week speelt u games?

· 1

· t/m ... dagen per week.

· Elke dag.

Hoe lang speelt u gemiddeld per dag?

· Minder dan een uur.

· 1 tot 1,5 uur.

· 1,5 tot 2 uur.

· 2 tot 3 uur.

· Langer dan 3 uur.

Geef aan in welke mate u het met de volgende uitspraken eens ben:

(Te kiezen uit 1: helemaal oneens, 2: een beetje oneens, 3: weet ik niet, 4: een beetje eens, 5: helemaal mee eens).

Ik wil in auto's kunnen rijden.

Ik wil kunnen racen tegen anderen.

Ik wil racen op een parcours.

Ik wil een vliegtuig kunnen besturen.

Als ik in een auto of vliegtuig zit moeten de controls zo echt mogelijk lijken.

Ik wil in een game kunnen sporten.

Ik wil in een game steden, parken of industrieën opbouwen.

Ik wil in een game voor manager of bestuurder spelen.

Ik wil in een game almachtig zijn en helemaal de dienst uitmaken.

Ik wil een game waarin gevochten moet worden.

Ik vind het leuk om in een game oorlog te voeren.

Ik wil een game winnen door goed tactisch inzicht.

Ik wil een leger op kunnen bouwen en leiden.

Ik wil grondstoffen verzamelen en een stad/dorp opbouwen/onderhouden.

Een game moet niet te gemakkelijk zijn.

Ik wil kunnen winnen door strategie toe te passen.

Ik houd er van als ik en mijn tegenstander(s) om de beurt aan zet zijn.

Ik wil dat alles wat ik en mijn tegenstander(s) doen tegelijkertijd gebeurt.

Goede hand-oog coördinatie is belangrijk in een game.

Ik wil in een game kunnen beschikken over een groot arsenaal vuurwapens.

Ik wil een hoop vijanden overhoop schieten (fraggen).

Schieten moet het hoofddoel zijn in een game.

Ik wil graag kunnen klimmen, kruipen en springen in een game.

Ik wil veel puzzelen in een game.

Puzzels in een game moeten moeilijk zijn.

Puzzelen moet een belangrijke factor zijn in een game.

Ik los graag raadsels op in een game.

Ik wil graag vechten in games.

Ik gebruik liever vuisten of stokken dan pistolen en geweren.

Ik beoefen graag Oosterse vechtkunsten in games.

Ik wil graag zelf kiezen als wie of wat ik speel (avatar customization).

Ik speel graag als elf, dwerg, orc of ander fantasie figuur.

Ik vind het belangrijk dat mijn karakter in een game veel vaardigheden kan leren.

De ontwikkeling (van vaardigheden) van de hoofdpersoon is belangrijk in een game.

De gameplay moet niet-linear zijn.

Een game moet een goed verhaal hebben.

Ik wil met mijn personage een uitgebreide (non-lineaire) virtuele wereld verkennen.

Beslissingen die ik neem in een game moeten van invloed zijn op het verdere verloop van het verhaal.

Puzzelen is het belangrijkst in een game.

Een spel moet niet te snel gaan, ik wil mijn tijd kunnen nemen.

Ik speel graag voor detective in een game.

De aanwezigheid van een online modus is een must.

Ik speel enkel games via internet.

Ik speel games waar ik met honderden mensen tegelijk online ben.

Ik speel graag online mét anderen.

Ik speel graag online tegen anderen.

De graphics vind ik belangrijk in een game.

Ik houd van een 'cartoony' (strip-achtige) stijl.

Ik houd van een fantasy setting (dwergen, elven, orcs).

Ik wil graag de ruimte in met een science-fiction game.

Ik kijk graag vanuit de ogen van de hoofdpersoon (first-person view).

Ik kijk graag over de schouders van de hoofdpersoon (third-person view).

Ik kijk graag van bovenaf op een speelveld.

Een game moet 3D zijn.

Ik speel graag games met lichte, felle kleuren.

Ik speel graag games met donkere kleuren.

Een goede soundtrack is belangrijk in een game.

Goede voice-overs vergroten het speelplezier.

Ik maak gebruik van walkthroughs op het internet.

Ik maak zelf walkthroughs.

Geef aan in welke mate u actief bent in online game communities:

Nooit

Af en toe
Regelmatig

Vaak

Geef aan op welke platformen u zoal speelt (meerderen antwoorden mogelijk).

PC
Xbox

PlayStation
Wii
Gameboy
PSP

Telefoon

Geef aan welke van de onderstaande platformen uw voorkeur heeft.

PC.

Xbox.

PlayStation.

Wii.

Handhelds (Gameboy, PSP, telefoon).

Ik heb geen duidelijke voorkeur.

Welke van de volgende games(reeksen) heeft u regelmatig gespeeld (meerdere antwoorden mogelijk):

Tekken


Rollercoaster Tycoon
Tomb Raider

World of Warcraft

Age of Empires
Fallout


Need for Speed
Fifa

Final Fantasy

Prince of Persia
Mass Effect

Monkey's Island

Starcraft

Doom


Sim City

Command & Conquer

The Sims

Dead or Alive

Civilization

Baldur's Gate

Unreal


Assassin's Creed
Diablo


Microsoft Flight Simulator

Call of Duty

Grand Theft Auto
Warhammer Online
Half-Life

Guild Wars

The Settlers

Halo


Colin McRae

Madden NFL

Myst


Pro Evolution Soccer
Heroes of Might and Magic

Wat zijn op dit moment uw favoriete games? Maximaal drie titels: [open vraag]

Heeft u nog op- of aanmerkingen op de vragenlijst of is er nog iets dat u kwijt wilt? [open vraag]

Dit is het einde van de vragenlijst. Hartelijk bedankt voor uw tijd en voor het invullen van de vragenlijst. U kunt nu de pagina sluiten.
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