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ABSTRACT

Theobjectiveofthisstudyistoanalyzethesocialfacilitationofperformance,intrinsicengagement,
state hostility, and targeted affects in a computer-based driving game where social actors are
competitors.This isaquasi-experimentalstudywith97GulfArabwomen.Social facilitationof
absoluteperformancedoesnottakeplacewhileitdoesforrelativeperformance.Thereisnodifference
instatehostilitybasedonsocialfacilitation,butthereisintargetedaffect.Intrinsicengagementand
extrinsicmotivationarebothfacilitatedbyhumanopponents.Thereisanegativerelationshipbetween
intrinsicengagementandstatehostilityacrossconditions.Thereisevidencethattheexperienceof
playingagamecharacterandplayingaperson issubstantiallydifferent.The twomostpowerful
predictorsofperformanceandaffectareintrinsicengagementandvideogameinterestwhenplaying
aperson.Weeklyhoursofconsoleplayareaddedtothosetwowhenplayingagamecharacter.
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INTROdUCTION

Playingvideogamesisaverysocialleisureactivity(Cairns,Cox,Day,Martin&Perryman,2013).
Thepresenceofotherpeople,co-locatedornetwork-connected,maybetheheartofthevideogame
playexperience(Bowman,Weber,Tamborini&Sherry,2013).Yet,videogamescanalsobeapart
ofaverysolitarypursuitwheretheplayerisaloneandopponentsaregamecharacters,theproductof
programmingwithinthegame.Theexperienceandoutcomeofplaycanbeverydifferentwhenplaying
aloneandplayingwithothers(e.g.Williams&Clippinger,2002;Schmierbach,2010;Shafer,2012).

Ithasbeentheorizedthatthepresenceofotherpeoplecanfacilitateimprovedperformanceina
widearrayofactivities(Triplett,1898;Zajonc,1965)andthatthissocialfacilitationofperformance
alsooccursinvideogameplay(Bowmanetal.,2013).Thepresenceofanaudiencehasbeenfoundto
improveperformancewhenthegamebeingplayeddoesnotofferagreatdealofchallenge(Bowman
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etal.,2013).Co-locatedhumanopponentsarenotthesameashavingaliveaudience,butthephysical
presenceofahumanopponenthasbeenshowntofacilitatedifferencesinthegameplayexperience
andpost-playaffect(Williams&Clippinger,2002;Schafer,2013).Thisphysicalpresenceofahuman
asanopponentcouldalso impactperformance.This is theargumentTriplett (1898)madewhen
exploringtheperformancedifferencesofelitecyclistswhenracingwithothersinthepelotonand
whenracingaloneagainsttheclock.Ithasnotbeenstudiedinrelationtovideogameplay.

Thisstudywilllookatthesocialfacilitationofintrinsicengagement,extrinsicmotivation,
performanceandpost-playaffect.Itisthefirststudytoconsiderthesocialfacilitationofengagement,
motivationandaffectalongsideperformance.Itisthefirststudytoexamineperformanceasboth
anabsoluteandrelativeconcept.Itisalsothefirststudytoconsidertargetedaffectalongsidethe
statehostilityscale(SHS).Theplayexperience,motivationandperformance,alongwithindividual
gameinterestandweeklyplayingtime,willthenbeexaminedfortheirroleinparticularaffective
outcomes.Theaffective impactofvideogameshasbeenlargelystudiedonthebasisofsingle
variables,andwhilegivingsomeattentiontoexperience,theroleofperformanceintheprocess
hasbeenlargelyoverlooked.

Thisisaquasi-experimentalstudyof97GulfArabwomenfromapublicuniversityintheUnited
ArabEmirates.Theserespondentsplayedadrivingsimulationgamelocatedwithinasimulacrumof
LosAngelesintwodifferentrandomly-orderedsessions.Inonesession,theyplayedagainstgame
charactersandinanothersessiontheyplayedagainstco-locatedhumanopponentsfromtheirpeer
group,fellowparticipantsinthestudy.Thestudyrespondentsrepresentthewidearrayofgameplay
interestandexperiencethatcanbefoundinplayersofvideogamesglobally,fromtheextremely
serioustothecasual.

BACKGROUNd

Social Facilitation
Social Facilitation Theory (SFT) comes out of Triplett’s (1898) work which was the first
experimental study of social psychology (Zajonc, 1965). Triplett (1898) concluded that the
physical presence of another person in a competition would increase the amount of energy
availabletoperforminacompetition.Zajonc(1965)reportedthatsocialfacilitationresearch
looksatbehaviorinfrontofanaudienceofnon-participantsorinthepresenceofanotherperson
orpersonsengagedinthesameactivity.Bowmanetal.(2013)lookedatperformanceinfront
ofanaudience.Eitheronecanhaveanimpactonperformanceinanactivity.VanTuinenand
McNeel(1975)lookedatcompetitivepairsandincentivizedindividualsandfoundfacilitation
effects,butdidnotfindeffectswithnon-competitivepairsandplayingaloneinnon-competitive
situations.ThestudyofSocialFacilitationhashadmixedresultson thebasisof task,social
context,respondentsandtheoreticalperspective(Strauss,2002).

The firstapplicationsofSFT tovideogameplay (Brown,Hall&Holtzer,1997;Kimble&
Rezabek,1992)demonstratedthatthepresenceofanaudiencedecreasedperformanceinwhatis
considered a complex task. Based on a flight simulator, Worchel, Shebilske, Jordan and Prislin
(1997)concludedthatincreasesinperformancewereafunctionofchallengeandnotthepresence
ofanaudience.Zajonc(1965)arguedthatcompetitionandchallengecouldpushperformanceinthe
samewayasanaudienceandthiscouldconfoundfindings.Bowman,etal.(2013)arguedthateither
challengeoraudiencewillpushaplayertotheirlimitsothatwhenthegameismorecomplexitwill
consumeallofthepotentialofdriveandabilityandreducetheeffectofanaudience.Whenagame
issimplethereisenoughcognitivecapacityforimprovementandtheaudiencecanhaveaneffect
onanindividual’sperformance.Whenagameiscomplexthereisnotenoughcognitivecapacityfor
anaudiencetohaveaneffectonperformance.Bowmanetal.(2013)concludedthatthepresenceof
audiencemembersduringplayinlow-challenge,simple,videogamesincreasedperformance.



 

 

15 more pages are available in the full version of this

document, which may be purchased using the "Add to Cart"

button on the publisher's webpage: www.igi-

global.com/article/the-social-facilitation-of-performance-

engagement-and-affect-in-a-complex-videogame/228146

Related Content

To Play or to Learn?: A Review of Game-Based Math Learning for Motivation

and Cognition
Joan J. Erickson (2015). Gamification: Concepts, Methodologies, Tools, and

Applications  (pp. 2040-2061).

www.irma-international.org/chapter/to-play-or-to-learn/126159

Computational Literacy in Online Games: The Social Life of Mods
Constance Constance Steinkuehlerand Barbara Z. Johnson (2009). International

Journal of Gaming and Computer-Mediated Simulations (pp. 53-65).

www.irma-international.org/article/computational-literacy-online-games/2161

Dream Lucidity: Yume Nikki and Learning the Empathy Dreamscape
Concetta Bommaritoand Kathryn Dunlap (2014). International Journal of Gaming and

Computer-Mediated Simulations (pp. 35-49).

www.irma-international.org/article/dream-lucidity/123196

Advent of New Media Marketing Techniques: The Inevitable Disruption
Harshita Guptaand Saumya Singh (2019). Application of Gaming in New Media

Marketing (pp. 1-22).

www.irma-international.org/chapter/advent-of-new-media-marketing-techniques/211712

Arkham Epic: Batman Video Games as Totalizing Texts
Luke Arnott (2016). Contemporary Research on Intertextuality in Video Games (pp. 1-

21).

www.irma-international.org/chapter/arkham-epic/157021

http://www.igi-global.com/article/the-social-facilitation-of-performance-engagement-and-affect-in-a-complex-videogame/228146
http://www.igi-global.com/article/the-social-facilitation-of-performance-engagement-and-affect-in-a-complex-videogame/228146
http://www.igi-global.com/article/the-social-facilitation-of-performance-engagement-and-affect-in-a-complex-videogame/228146
http://www.irma-international.org/chapter/to-play-or-to-learn/126159
http://www.irma-international.org/article/computational-literacy-online-games/2161
http://www.irma-international.org/article/dream-lucidity/123196
http://www.irma-international.org/chapter/advent-of-new-media-marketing-techniques/211712
http://www.irma-international.org/chapter/arkham-epic/157021

