
Mediating factors in perceptions of affect: 
1. Personality traits (e.g. autonomy, transportability, locus of control) 
2. Contextual factors (e.g. distractions, time of day/season, social situation)  

3. Affective trajectory (what you have felt previously, what you expect to feel next) 
4. Ability to make meaning (e.g. literacy, belief that your choices matter) 

5. Physiological states (e.g. blood sugar) 

 

When do we play despite experiencing negative affect (or absence of positive affect)?  
1. When we expect positive affect in the future 

 Because rewards are unpredictable (e.g. gambling) 

 Because we’ve learned that pain now will earn us pleasure later (e.g. Dark Souls, fiero 
games) 

 Because we’re in an addictive/habitual state (possibly contributed to by medical or 

psychological conditions) 
2. When we take short-term pleasure at the cost of longer-term negative affect 

 Because it’s a sugary/juicy design (e.g. Candy Crush, Peggle, slot machine); sound 
design and “screenshake” 

 Because we’re in the game loop and lose our sense of when to stop (e.g. Hearthstone, 
League of Legends); time sickness 

3. When we play to keep negative feelings at bay 

 To prevent boredom (e.g. bus stop gaming) 

 To avoid thinking about something stressful (e.g. procrastigaming, breakup gaming)  

 To give us a sense of control over something (when lacking a feeling of autonomy) 

 Because we already paid for the damn game (sunk cost fallacy) 
4. When it serves our identity 

 Because our peers are all playing (e.g. scheduled raids in MMOs) 

 Because we want to achieve mastery (e.g. dares, showing off, self-set challenges) 
5. When we create meaning from the experience 

 To generate interesting stories 

 To get through a game’s story ("I hate the grind but I love the writing")  

 To learn about the world (e.g. serious games) 

 To learn about the game itself (e.g. for research, writing a review) 

 Because the negative experience gives the other experiences a meaningful context 
(e.g. permadeath in DayZ) 

 


