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Computer games can be regarded as mainstream media and one of the driving forces in today’s entertain-
ment industry. With the recent changes in the field, we also witness an expansion in genres and user
groups. A seemingly basic question gains new relevance in light of the growing diversification: Why
do people turn to various types of computer games? In this study, we examine the relationship between
gaming gratifications and genre preferences on the basis of a multivariate model deduced from previous
research. We applied this model to survey data from a representative sample of 4500 gamers. We found
that, apart from socio-demographics, individual and content-related gratifications are relevant predictors
for genre preferences, especially for ‘‘core-gamer’’ genres such as roleplaying or action and shooter
games. Beyond the ‘‘core-gamer’’, there is large group of (older) casual players who prefer puzzle and
simulation games and seek fewer and different gratifications from computer gaming.

� 2014 Elsevier Ltd. All rights reserved.
1. Introduction

The field of computer gaming has been constantly evolving
since its genesis some decades ago (Adams, 2009; Kent, 2001).
Today’s available content is as diverse as the platforms it can be
played on – consoles, computers, mobile phones, handhelds and
tablets – and can be played online and offline. Mirroring this diver-
sification, we can also observe a broadening of the user base – a
significant departure from the earlier phases of development,
when gamers were mostly adolescents and young adults.
Kuittinen, Kultima, Niemelä, and Paavilainen (2007) distinguish
between the few hard-core gamers, defined as extremely compet-
itive and highly-involved, and casual players who play only occa-
sionally and with low involvement, with a large ‘‘core-gamer’’
community in between those extremes. If computer games are
no longer predominantly played by a homogenous group of stereo-
typical hard-core and core-gamers (Kowert & Oldmeadow, 2012)
interested in roleplaying games (RPG) (Yee, 2006) and first person
shooters (Tanis & Jansz, 2008), it will be necessary to re-evaluate
previous research on the uses and gratifications of games and the
genre preferences of the players. In this study, we examine the
relationship between gaming gratifications and genre preferences
using a large, representative survey of German computer gamers.
1.1. Genre preferences in computer games

Preferences are a crucial concept to media choice theory
(Webster & Wakshlag, 1983). According to McQuail (2005, p.
430) preferences refer to ‘‘certain genres, formats or specific items
of content’’. They can be used as simple heuristics when choosing
one game over the other. Scholars such as Greenberg, Sherry,
Lachlan, Lucas, and Holmstrom (2010) assume that players develop
distinct sets of genre preferences during their gaming socialization.
According to von Salisch, Vogelgesang, Oppl, and Kristen (2011, p.
235), this gaming socialization comprises a ‘‘phase of orientation
and experimentation’’ which is ‘‘followed by a phase of differenti-
ation and specialization’’, ending up in an individual’s ‘‘taste’’
(Livingstone, 2002) for specific gaming genres.

A central question for research on gaming genres is how indi-
vidual differences, found in previous studies (Greenberg et al.,
2010; Williams, 2006), can be explained. Although these have
often been discussed in terms of gender (Lucas & Sherry, 2004;
Subrahmanyam & Greenfield, 2000) or age (De Schutter, 2011;
Quandt, Grüninger, & Wimmer, 2009), many scholars have argued
that differences can also be explained by the motives or gratifica-
tions sought by the players. Hartmann and Klimmt (2006) found
that female and male players differ in their genre preferences,
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because the motive to play competitively is more pronounced
among men. In a similar vein, Greenberg et al. (2010) reported that
men have a stronger preference for physical game genres such as
sports, shooters, or racing games. Subrahmanyam and Greenfield
(2000, p. 55) assume that computer games are likely to appeal to
women ‘‘if they involve cooperation and positive social encoun-
ters’’. Moreover, De Schutter (2011) concluded that social gratifica-
tions, such as social interaction or competition, do not prevail
among older players. As solitary players, ‘‘silver gamers’’ typically
report that their game choice is motivated by game challenges.
Juul’s (2010, p. 29) distinction between casual and hardcore
gamers also incorporates preferences and gratifications of playing:
Among others, the casual player is generally assumed to have ‘‘a
preference for positive and pleasant fictions’’ and to dislike ‘‘diffi-
cult games’’. The hardcore player, instead, is said to have ‘‘a prefer-
ence for emotionally negative fictions like science fiction,
vampires, fantasy’’ and to enjoy ‘‘difficult games’’. Following these
arguments, we conclude that in order to understand genre
preferences among gamers, it is necessary to move beyond socio-
demographics and directly investigate the relationship between
gratifications of gaming and genre preferences.
1.2. The usefulness of uses and gratifications for gaming research

Applying the uses and gratifications perspective to video and
computer games can be dated back to at least Selnow (1984),
and many studies have followed this approach (Myers, 1990;
Philips, Rolls, Rouse, & Griffiths, 1995; Vorderer, Hartmann, &
Klimmt, 2003; Wigand, Borstelmann, & Boster, 1985). A large
number of different motives or gratifications sought and found
in gaming have been identified either conceptually (Bartle, 1996)
or using qualitative methods (Sherry, Lucas, Greenberg, &
Lachlan, 2006). However, these gratification inventories have often
been little more than lists of very general (e.g. arousal, diversion,
enjoyment, cf. Raney, Smith, & Baker, 2006) or very game specific
(e.g. customization, mechanics, advancement, cf. Yee, 2006) grati-
fications. The former pertain to almost every use of entertainment
media, while the latter are often irrelevant for games other than
online RPG. In the remainder of this paper, we focus on gaming-
related gratifications which are general enough to apply to all
computer game genres. Drawing on previous research on gaming
gratifications (Olson, 2010; Raney et al., 2006), we distinguish
between three types of gratifications: (a) ego-centered, (b) social
and (c) content-related. Players who strive for ego-centered grati-
fications seek to experience challenges or explore new worlds.
Socially motivated players choose a specific game because of their
need to connect, communicate and make friends, or because they
like to play and compete with others. Players who are looking for
content-related gratification enjoy the interactive or narrative
features of a specific game.
1.3. Research questions

Although many scholars have investigated individual differ-
ences in gaming gratifications and genre preferences, most of the
published studies suffer from one or more limitations: (1) they
focus exclusively on differences in one socio-demographic or psy-
chological factor; (2) they focus on only one gaming genre (e.g.
RPG); (3) they are based on very specific, often non-representative,
samples of students or self-selected game users.

In contrast, our study tries to overcome these limitations and
investigate (1) a comprehensive inventory of gaming-related grat-
ifications (2) in all relevant genres using (3) a representative sam-
ple of German computer game users. Moreover, we are not only
interested in the prevalence of different gratifications and genre
preferences, but also the inter-relationships between them. Specif-
ically, we try to answer the following three research questions:

RQ1: What are the most relevant gratifications sought by
gamers, and how are they related to socio-demographic
factors?
RQ2: What genres are relevant and how are preferences for dif-
ferent genres related?
RQ3: Which gratifications and which individual attributes are
related to different genre preferences?

This study can serve as an extension to existing research on
gaming gratifications in relation to genre preferences, and it helps
to evaluate measures for further research. As such, this research
can be seen as exploratory, even though we use structural equation
modeling and a relatively large sample.
2. Method

2.1. Sample

The present study relies on a large representative sample of
computer game users in Germany. Respondents were recruited
from a representative screening-sample of N = 50,000. Germans
aged 14 and older were asked about their gaming behavior in an
omnibus telephone survey. 25% of the respondents could be iden-
tified as at least occasional gamers. 4500 of those gamers were ran-
domly selected for the gaming survey. All interviews were
conducted in March and April 2011. The respondents’ ages ranged
from 14 to 90 (M = 38.8), and 56.6% of the respondents were male.
On average, they played nearly 50 min a day.

2.2. Measures

2.2.1. Gaming gratifications
Following previous work on gaming motives (Sherry et al.,

2006; Yee, 2006), we developed a Gaming Gratification Short Scale
(GGS) that contained three different kinds of gratifications sought
in computer gaming (i.e. individual, social and content-related
gratifications; see Table 1). Individual gratifications are strongly
linked to psychological mechanisms associated with gaming. Peo-
ple play games in order to explore the game world (exploration),
do things that are impossible in real life (fantasy) or improve their
skills (competence). Since many games involve interaction with
real human beings, i.e. in multiplayer games, users may not only
seek individual, but also social gratifications (Lucas & Sherry,
2004). Thus participants were asked whether they played in order
to meet people (social capital), to compete with others (competi-
tion) or cooperate in teams (teamplay). Finally, gratifications
sought might be attributed to the game itself. Therefore, we asked
the respondents about two content-related gratifications: game
mechanics (graphics and navigation) and game narration (topic
and story of the game). Responses for all items were given on a five
point Likert-scale. A confirmatory factor analysis provided support
for the GGS, indicated by an acceptable model fit: v2 (108) = 816.3,
p = <.01), CFI = .98; TLI = .96; RMSEA = .04; SRMR = .02.

2.2.2. Genre preferences
After reviewing the current literature (Lucas & Sherry, 2004;

Zammitto, 2010), we compiled a list of nine gaming genres. Partic-
ipants were asked to rate their preference for each genre on a five-
point Likert-type scale with the additional option ‘‘I don’t know the
genre’’. Since the least known genre (platform games) was still
rated by about 97.5% of all respondents, we can conclude that
almost all gamers understood the compiled list of genres.



Table 1
Summary of the gaming gratifications short scale.

Factor
loading

Individual gratifications (‘‘I use video games in order to. . .’’)
Fantasy (a = .66; CR = .66; AVE = .49)

Slip into different roles .72
Do things that are impossible or difficult in real life .68

Competence (a = .71; CR = .71; AVE = .55)
Achieve better and better results .80
Enhance my in-game skills by training .68

Explorationa

Explore and investigate the game world 1.00
Social gratifications (‘‘I use video games in order to. . .’’)

Social Capital (a = .81; CR = .83; AVE = .71)
Make friends .78
Get to know other players .90

Team Play (a = .87; CR = .85; AVE = .74)
Conjointly play with others .87
Play with others in a team .85

Competition (a = .76; CR = .75; AVE = .61)
Beat my co-players .73
Compare my performance with others. .83

Content gratifications (‘‘The game attribute is important to
me. . .’’)

Mechanics (a = .64; CR = .62; AVE = .45)
Graphics .65
Mechanics/Control .69

Narration (a = .60; CR = .61; AVE = .44)
Topic of the game .54
Story of the game .77

Note. a = Cronbach’s a; CR = Composite Reliability; AVE = Average Variance Extrac-
ted. n = 4500.

a Single item indicator.

Table 2
Means, standard deviations and zero-order correlations between gaming
gratifications.

M (SD) 1 2 3 4 5 6 7

Individual gratifications
1. Exploration 2.9 (1.4) –
2. Competence 2.7 (1.2) .23 –
3. Fantasy 2.0 (1.1) .54 .30 –

Social gratifications
4. Teamplay 2.9 (1.4) .31 .17 .45 –
5. Competition 2.1 (1.1) .22 .59 .46 .65 –
6. Social capital 1.6 (0.9) .30 .27 .49 .54 .47 –

Content gratifications
7. Mechanics 3.9 (0.9) .37 .23 .39 .34 .32 .22 –
8. Narration 3.6 (1.0) .48 .08 .47 .31 .18 .27 .58

Note. Responses range from 1 (‘‘strongly disagree’’) to 5 (‘‘strongly agree’’). All
correlation coefficients are significant, p 6 .05, n = 4500.
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2.2.3. Individual attributes
In addition to socio-demographics (age and gender), we also

measured gaming experience as a covariate by asking participants
to indicate the number of years they had been playing computer
games.

All correlation and regression analyses employed latent variable
modeling with maximum likelihood estimation using the lavaan
package (Rosseel, 2011) for R. For the descriptive statistics, mean
scores were used.
Table 3
Correlations between gaming gratifications, age, gender and gaming experience.

Age Gender (Female) Gaming Experience

Individual gratifications
1. Exploration �.22* �.14* .14*

2. Competence .02 �.05* .00
3. Fantasy �.49* �.31* .06*

Social gratifications
4. Teamplay �.47* �.20* .00
5. Competition �.32* �.29* .00
6. Social capital �.24* �.16* �.04*

Content gratifications
7. Mechanics �.26* �.18* .11
8. Narration �.32* �.07* .06*

* p 6 .05, n = 4500.
3. Results

3.1. Gaming gratifications

Following the first research question, we analyzed the gaming-
related gratifications sought by German computer game users. On
average, the scores for content-related gratifications were highest
(see Table 2). Among the individual gratifications, exploration
was the most important, whereas the fantasy gratification was less
relevant. From a social perspective, playing in a team was the most
important gratification sought in gaming. In contrast, the possibil-
ity of meeting new people (social capital) was not particularly rel-
evant for the respondents.

The inter-factor correlations displayed in Table 2 show moder-
ate to strong relationships within the sub-dimensions of individ-
ual, social and content-related gratifications. Respondents who
were interested in exploring the game world also placed greater
emphasis on games with a fantasy environment, and those who
played to improve their skills were also looking to compete against
others. Teamplay and competition were not mutually exclusive
gratifications, but positively correlated. This was also true for social
capital, which can apparently also arise out of competitive game-
play. Finally, the fantasy subscale correlated strongly with all social
gratifications and the narration subscale. This might be one reason
for the popularity of online roleplaying games, which satisfy the
need to experience an interesting game world and provide a good
story and good (human) company.

Next, we looked for differences between the gaming gratifica-
tions regarding age, gender and gaming experience (see Table 3).
Male respondents scored higher than females on every single
sub-dimension of the GGS, and young people generally sought
more gratifications from playing, with the notable exception of
the competence dimension, which was universally shared by
respondents in all age groups. Gaming experience, in contrast,
was only slightly correlated with the gaming-related gratifications.
The gratification of slipping into different roles and doing impossi-
ble things (fantasy) was, in particular, relevant for male and youn-
ger players. The social aspects of playing in a team and competing
with others were important gratifications for younger players, as
was the gratification of a good narrative.

3.2. Genre preferences

Looking at the gaming preferences, we found strategy games to
be the most favored genre among participants, followed by puzzle,
roleplaying, adventure and sport games. This finding somewhat
contradicts the public concerns about a dominance of violent
games, at least considering the whole gamer population. In the
representative sample, action and shooter games constituted the
most unpopular genre overall.

Looking at the commonalities between different genre prefer-
ences, several patterns could be identified. The correlations in
Table 4 show that adventure elements were an important compo-
nent of various different genres, as it was also moderately posi-
tively related to roleplaying, platform, simulation and action



Table 4
Means, standard deviations and zero-order correlations between genre preferences.

M (SD) 1 2 3 4 5 6 7 8

1. Strategy (STR) 3.4 (1.4) –
2. Puzzle (PUZ) 2.9 (1.5) .07* –
3. Sport (SPO) 2.5 (1.2) .03 �.08* –
4. Adventure (ADV) 2.5 (1.3) .16* .09* .12* –
5. Roleplaying (RPG) 2.5 (1.5) .20* �.11* �.03 .39* –
6. Platform (PLA) 2.4 (1.3) .05 .12* .30* .37* .16* –
7. Simulation (SIM) 2.3 (1.3) .25* �.04* .19* .29* .18* .12* –
8. Music (MUS) 2.3 (1.4) .03 .20* .29* .18* .07* .29* .09* –
9. Action (ACT) 2.1 (1.2) .09* �.28* .21* .31* .33* .26* .20* .05*

Note. Responses range from 1 (‘‘don’t like it at all’’) to 5 (‘‘like it very much’’).
* p 6 .05, n = 4500.

Table 5
Predicting genres preferences with individual attributes and gaming gratifications.

STR PUZ SPO ADV RPG PLA SIM MUS ACT

Age �.05* .11* �.17* �.06* �.07* �.22* �.04 �.20* �.22*

Female �.09* .37* �.17* .03* �.01 .09* �.11* .22* �.27*

Experience .09* .07* �.04* .12* .08* .07* .11* .01 .01

Individual gratifications
Exploration .14* .04* �.08* .16* .08* .13* .04 .01 �.02
Competence .05 .15* .07* �.05 �.12* �.01 �.02 .07* �.08*

Fantasy �.16* �.14* �.09* .14* .41* �.06 .16* �.06 .26*

Social gratifications
Teamplay �.03 �.02 .22* .03 .03 .12* �.02 .37* .02
Competition .04 �.12* .11* �.03 �.06 �.01 �.02 �.09* .11*

Soc. Capital .08* .05* �.15* �.01 .07* �.02 .04 �.11* .02

Content gratifications
Mechanics �.04 �.02 .22* .10* �.03 .12* .11* .02 .18*

Narration .24* .12* �.07* .18* .22* .01 .02 .02 �.06*

R2 .11 .24 .23 .24 .42 .14 .13 .18 .43

Note. Standardized regression coefficients are displayed in each column.
* p 6 .05, n = 4500.
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games. Besides content-related similarities between genres, some
results also implied analogies in gaming behavior. The positive cor-
relation between music, sport and platform games indicates a com-
mon factor for these genres. Typically, all of these games revolve
around consoles and are played together with others (i.e. co-
located gaming).

3.3. Explaining the preferences for different gaming genres

Following our third research question, we tried to explain the
respondents’ preferences for different genres by their gratifications
sought in this behavior while controlling for individual differences
in age, gender and gaming experience (see Table 5). Action and
shooter games were almost exclusively preferred by younger male
users, who constituted most of the ‘‘core-gamer’’ community. In
contrast, puzzle and card games were popular among older and
female players who are usually characterized as casual gamers.
In general, younger respondents showed stronger preferences for
most genres except puzzle games and simulations. Regarding the
participants’ gender, the findings are not so clear. Male gamers
only had stronger preferences for four of the nine genres: strategy,
sport, simulation and action games. Gaming experience only con-
tributed slightly to stronger genre preferences.

Regarding the individual gratifications sought in gaming, we
found a strong relationship between fantasy gratification and the
preference for roleplaying, as well as, to a smaller extent, the pref-
erence for action games. Both genres allow the gamer to slip into
roles that cannot be played in real life. The exploration gratification
mainly predicted the respondents’ preferences for adventure
games, whereas favoring puzzle games could be attributed to the
competence gratification. Our results further show that social grat-
ifications, in particular playing in a team, were relevant for respon-
dents who preferred sports and music games. As already
mentioned, these genres are often played together in a co-located
setting. Sport and action games were favored by players who like
to compete with others. In contrast, music games were not played
for competition, but instead seemed suited to players who like to
play with others, but only cooperatively. For the most part, the
opportunity to meet new people was not associated with genre
preferences, and was even negatively related to a preference for
sport or music games. Respondents seemed to be more interested
in playing with existing friends than unknown opponents or
confederates.

Finally, regarding the content-related gratifications, game
mechanics were especially important for fans of sport and action
games, while the game’s story and topic were mostly relevant to
users who played strategy, adventure and roleplaying games.

The explanatory power of the regression models varied consid-
erably between genres. A large to medium amount of variance in
roleplaying, action, puzzle, sports and adventure preference was
explained by personal attributes and gaming gratifications. By con-
trast, the predictor variables explained only a small amount of var-
iation in the preference for music, strategy, simulation and
platform games.

4. Discussion and conclusions

The present study applied a uses and gratifications perspective
for explaining individual differences in game genre preferences in a
large population-representative survey study. Based on previous
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research, we distinguished between three types of gaming-related
gratifications: ego-centered, social and content-related. The first
research question (RQ 1) addressed which gratifications were most
sought after and how they were inter-related. Results showed that
the content and ego-centered gratifications, like personal interest
in exploration or improvement of competence, were key, while
social gratifications were less relevant, especially for female and
older respondents. Our findings also suggest that for those respon-
dents who were interested in playing with others, competition and
teamplay were not mutually exclusive gratifications, but were pos-
itively related. In other words, for many gamers, playing with oth-
ers was important, whether competitively or cooperatively. Our
results also indicate that people do not play in order to find new
friends: Meeting people in games seems to be a byproduct rather
than a goal of playing multiplayer games.

To answer the second research question (RQ 2), we investigated
the respondents’ preferences for a list of gaming genres. One
important finding is the validity of this list: Almost all respondents
were able to relate to all genres contained in the questionnaire. The
ranking of genre preferences in the sample was surprising, though.
Action and shooter games were the least popular genre, while
strategy, puzzle, roleplaying, adventure and sports games were
much more popular. The existence of genre diversity suggests that
the gaming population is not limited to a homogenous group of
core-gamers, but is rather comprised of subpopulations with dis-
tinct sets of genre preferences. The correlations between different
genre preferences also indicated that the supply of hybrid genres,
such as action-adventures, is mirrored in corresponding attitudes
on the demand side of the video game market.

The third research question (RQ 3) asked how different gaming
gratifications are related to genre preferences. The empirical
results confirmed previous findings, but also provided new insights
into the mechanism of genre preference formation in video gam-
ing. Genres which are characterized by complex gameplay, such
as roleplaying, platform or simulation games, were typically played
by more experienced gamers. This is likely because these games
require a certain amount of time investment for the familiarity
needed to make such games not only accessible, but also enjoyable
(cf. Kuittinen et al., 2007). In contrast, casual players, who repre-
sented the majority of the respondents in our study, and most
likely in the gaming population, prefer less demanding gameplay
genres, such as puzzle games. The gratification to play in a team
was predictive for preferring music, platform, sport and racing
games. This might be explained by the fact that most of those
games are played on consoles suited to a group-setting or party-
playing environment with immediate and direct social gratifica-
tions. The relation between gaming-related gratifications and the
preference for certain genres thus might be influenced by similar-
ities to the ‘‘real life settings’’ these games take place in – some-
thing that should be considered in future studies.

Overall, our results show that gaming-related gratification con-
tributed substantially to explaining individual differences in genre
preferences, although socio-demographic factors were still rele-
vant. The fact that variables such as age and gender still explained
substantial variation in genre preference leads us to conclude that
our study did not cover all relevant gratifications or other attitudes
toward gaming. Considering the conceptual framework of uses and
gratifications and media choice theory, we find it unlikely that the
effects of age and gender on genre preferences are not – more or
less completely – mediated by gratifications sought by different
players when choosing their preferred games. In sum, while our
inventory of gaming-related gratifications explained some varia-
tion in genre preferences, there was still a lot of unexplained var-
iance, especially for popular genres such as strategy or platform
games. However, one strength of our study compared to most pre-
vious research is the use of a representative sample of players, both
casual and ‘core’, which is necessary condition for understanding
the diverse motives and gratifications in video games. Studies
focusing on highly involved gamers have often focused predomi-
nantly on ‘core’ genres, competitive gameplay and violent content.
Our study shows that the scientific focus on these groups may not
be justified from a broader uses and gratification perspective, since
only a small subgroup of players is concerned. The preferences and
motives of casual gamers have been largely neglected in previous
studies, and our findings show that what we know about core
gamers may not be generalizable (anymore).

Overall, our study shows that using representative data and
covering a diverse set of gratifications and genres leads to valuable
insights concerning gaming as a wide-spread, mainstream phe-
nomenon. There are some further limitations of the current study
that need to be considered in future research on gaming. First of
all, preferences do not necessarily correspond to actual behavior
– future studies should take more behavior-related constructs,
such as gaming exposure, into account. Furthermore, a develop-
mental perspective is needed to better understand the process of
preference formation within gaming socialization (von Salisch
et al., 2011). How do, for example, beginners, such as children or
seniors, develop a ‘‘taste’’ (Livingstone, 2002) for certain genres
and specialize in that gameplay? These questions call for further
research into the realm of developing genre preferences, address-
ing both the gaming population as a whole and its respective spe-
cial sub-groups such as core gamers and casual players. This would
also contribute to new knowledge of media entertainment in
general.
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