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Abstract

This report will talk about online games players. It will give information about their demographic data, and then talk about their behavior online and what affect it. In the end, factors that might cause videogames addiction are discussed.
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INTRODUCTION


This report will talk about the online gamers. In last 3 years, the number of people playing games online has increased from 58 million to 80 million [2:2]. One of the main types of games people play is MMORPG (Massively Multiplayer Online Role Playing Game), where many people get together in a virtual world and adventure together in groups. This report will investigate three areas: the MMORPG players demographic data, their online behavior and what factors might cause their videogame addiction. The report is written for the game developers who need to know their target audience. The report will look first into the demographic data then the online behavior and finally the addiction factors. 

I. DEMOGRAPHIC DATA

Videogames used to be played by nerdy kids who are obsessed with computers and game consoles, and most of them were males. But, as the games become more advanced, more women and older people are starting to join the video gamers and online players crowed [2:1]. Dividing the online gamers into adolescent and adults, here is a look at their demographic data.

A. Adolescents


In the adolescents group, males make 93.2% of the group with 6.8% females. The majority come from the U.S. (77.3%), the rest come from Canada (10.2%), the U.K. (8%), Australia (1.1%) and other countries (3.4%). Not many of them have college education because most of them are too young to enroll, but a survey show that a lot of them did not finish their high school education. 35.2% had schooling up to age 11, 25% up to age 16, 21.6% have college education and 2.3% did not take any formal education.[3:90]

B. Adults

In the adult group, 79.6% are males and 20.4% are females. 69.8% come from the U.S. and 10.5% come from the U.K. the rest come from Canada (6.6%), Germany (2.1%) and other countries (11%). One third of them are undergraduate students (33%), 15.4% are the post graduate, 2.4% have college education, 19.5% had schooling up to age 16, 16.7% up to age 11 and 0.5% with no formal education [3:90]. 97.7% reported to be single in the adolescents group with the rest as “living with someone” and 46% of the adult group were single. 77.3% of the adolescents are either unemployed or still taking their education and 17.4% of the adults are unemployed [3:91].

II. ONLINE GAMES BEHAVIOR

A. Categories of Gamers Based on Their Characteristics in Online Games


Gamers were found to belong to 9 different groups that are narrowed to 3 main ones: Solo-Players, Community-Players and Off-Real World Players. Solo-Players tend to play alone in online games and they do not belong to an online community as they do not like the social networking that online games provide. They are usually harmless to other players. Around 28.82% of the online gamers belong to this group. Community-Players (who are the mainstream players with 44.8% of the gamers belong to this group) have a strong loyalty to the community they belong to [5:594]. They have a strong comradeship and tend to adventure in groups [5:594, 1:7]. These players have more social contact in real-life than the other two main groups [1:7]. Off-Real World Players are anti-social gamers whose main focus in games are fame and wealth and will resort to any means to gain this fame and wealth even if they are going to harm other players. Around 26.9% of the gamers belong to this group [5:595].

B. Reasons for Different Online Behavior


People sometimes act differently online than they would normally act in real life. 

A couple of reasons behind this are first anonymity, where people true identities are hidden online from other people. This makes people more open than normal and along with the second reason, invisibility where people can not be seen by others, they have more courage to act differently because they do not worry about how they look to other people. The third reason that effect people’s behavior is the immediate response they get from one another. Having to interact in real-time gives a little time to thinking and force hasty decisions which lead to mistakes [4:2]. Fourth, there is equality; your real-world status does not matter in online games. Everyone starts from the bottom and works their way up so there is no distinction and people are free to do what they want [4:3].

III. ADDICTION

Addiction is defined as a recurring behavior that is unhealthy or self-destructive which the individual has difficulty ending [6:1]. Some players are found to be addicted to videogames as they show signs similar to substance addiction [6:3]. It is found that there are two ways or factors that lead to addiction: Attraction factors and Motivation factors [6:8].

A. Attraction Factors


These are the feature of the game that will keep the players hooked for hours. They include the reward cycle, online relationships and the games immersive nature [6:8]. The reward cycle, which is how much reward you get when you gain a level in the game, starts fast in the first few levels of the game and then keeps growing /slowing down which means more playing time is needed to gain new rewards [6:8]. Online relationships is the main feature of online games. Instead of playing alone, players now can play with each other all the way across the world. More people to play with mean more time spent playing, and with the need for group playing to advance in the game, players feel more obligated to play to have then normal fun. Playing in new realms and worlds and playing the roles of heroes and powerful figures is part of the immersive nature of the online games. Players feel so attached to the characters and the world they play in that the do not want to stop playing [6:9]. Not all players are drawn to the games by the same factors. Female gamers are drawn more by the online relationships while imaginative gamers like the immersive nature of the games [6:10].

B. Motivation Factors


These are the life problems that the player feel and play the games to ease them. Some problems are like self-esteem issues and poor self-image. These are encountered in games by having power and influence [6:10]. Problems like the feeling of losing control in real-life are encountered by living “Virtually” in a place where one can make a difference and has more control [6:11]. The feeling of being undervalued or useless in real-life is encountered by being needed in online games and having a role in group play [6:12].

CONCLUSION


Knowing the players of the online game did help the gaming industry get more people to play. For instance, demographic data showed that there are more adults playing online games than adolescents. This was contributed to the fact that credit cards are needed to pay subscription fees to play, and not many adolescents have credit cards. Sony Company has solved this problem by providing other ways to play, which mean that more adolescents get to play [3:94]. Getting to know addiction problems helped pin-point the features that keep players playing for a long time and pull more people into playing. It is expected to see more people playing in the near future as the technology of videogames gets more advanced and there is more understanding of what people like.
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