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ABSTRACT
This thesis examines how physical geographic features affect individuals when
interacting with video game environments. There are very few studies on the geography of video
games. I aim to bridge the gap between game studies and geography, a naturally occurring link.
The observation of elements such as the geography of an area is critical when exploring an
individual’s perception of a video game environment. Individuals interact with the geography of
their location on a day-to-day basis, whether it be physical or human geography; how they can
relate a video game’s geography to the real world dramatically affects their immersion. An
individual’s perception of an area’s geography can be affected by the physical landscape around
them and their past experiences. These past experiences can be human interactions, such as
facing an area's culture or interacting with people and the geographic region, such as the area's
topography. When interacting with a video game environment, none of these factors are physical
in nature. However, they are still meaningful affectual virtual experiences that can change users'
understanding of their role in the virtual world and their connection to the physical landscape.
Even though these factors are virtual, many are immersed in these environments. My research
aims to discover how this phenomenon affects individuals by examining how geography in a
virtual environment affects individuals in both the environment itself and the physical realm.
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CHAPTER ONE
INTRODUCTION
Video games are an excellent tool that allows developers to immerse players in different
environments and worlds. These dynamic worlds may be explored and modified in many ways.
Video game players are provided the tools and information to make decisions in a virtual
environment when playing. Most video games have a certain amount of space in which the
players may interact with the world and explore. As a result, games may be considered virtual
worlds where players can participate in various activities. There are very few human geographers
who have examined video games because of their inherent spatial nature. There has been no
geographic investigation of how this product is consumed, even though Johns (2006) studied the
industry's production networks and organizational structures. As a result, video games are both a
piece of popular culture and a commonplace item for everyday people to purchase. In the past,
people were afraid to bring up video games in a more extensive public dialogue because of some
of the controversies they have produced. However, today video games are more socially
acceptable, so it is easier than ever to have these conversations and studies.
Digital electronic games (now known as video games) have gone from novelty
amusement to one of the world's largest enterprises, with 92 percent of American children
playing video games. Not only do children play video games, but there are also 35 million
gamers worldwide, including both children and adults (Squire, 2006). Both favorable and bad
reactions to video games, just like reactions to any new media. Because this conversation is so
heated, it is no wonder that the terminology used is more provocative than insightful. Two reallife examples show this to be true. Even a discredited lawyer, Jack Thompson, has argued that
high-profile crimes like school shootings directly result from violent video game activity. "The
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recent plethora of cop killings is caused in part by your darling son’s entrepreneurial energy,"
Thompson said in a letter to the Take-Two CEO's mother (Chalk, 2008). It is partly to blame for
the current spate of cop deaths. A 60-Minutes segment aired about GTA (Grand Theft Auto) and
how it has resulted in the deaths of three police officers in Alabama (Ash and Gallacher, 2011).
Similarly, the video game industry has exaggerated some of the challenges. According to
the Entertainment Software Association president in a 2004 televised interview, there is no proof
that violent video games are damaging according to researchers who have not performed studies
with any preconceived notions (Rich, 2004). Students can benefit from instructional software and
games, as has long been known. In the 1980s, schools adopted early educational games like
Oregon Trail to teach children about geography and pioneer life. Games may indeed be used to
teach. Motivating and rapid feedback, the ability to adapt to the learner's level, and the ability to
educate for transfer are among the greatest teaching approaches. The irony is that both sides are
usually correct when it comes to the influence of games on people's lives (Tate et al., 2015).
When people talk about video games, they draw from various sources. The harsh
language between parents, schools, video game producers, and legislators is harmful and
ultimately misses the point. There is just so much that one can learn from a game's world and
content. Therefore video games have been painstakingly developed. The formal qualities of the
information displayed on a screen, which communication professionals refer to as structural
features, affect its psychological meaning. To understand what is happening inside a video game,
we only have to open the door and look inside. If we watch the same couple closing the door
before moving to the next scene, every person could draw a different conclusion as to what is
happening behind the door. When data is presented in various ways, it might have multiple
psychological implications even though the data is the same. Players' gaming experiences might
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be influenced by factors unrelated to the game itself. Practice is necessary to improve one's
perception of one’s surroundings, but the gains must be matched to the specific structural
information observed to be effective (Kirkland, 2009).
Playing video games improves one's ability to concentrate on visual information. In order
to investigate if video games in the action genre may aid boost peripheral visual attention,
researchers have looked into them (often violent ones in which objects spring out and attack the
player) (Feng & Spence, 2018). This appears to make sense on the surface. Players have to keep
a constant watch on the entire screen while playing action video games since an enemy may
emerge, and changes to the color or texture of the backdrop may occur to alert the player. If we
think of these reaction skills in professional disciplines, as an air traffic controller, keeping track
of multiple visual stimuli is an essential skill. They navigate a three-dimensional (3D) virtual
world with only a two-dimensional (2D) screen. Playing games may improve the ability to
transition between 2D and 3D space (Greenfield, Brannon, & Lohr, 1994). These exercises may
help students improve their spatial awareness and navigational skills. The capacity to rotate one's
head in a virtual environment is likely to be enhanced by playing video games frequently. Games
and cognitive skills are not covered in the article by Greenfield et al., and additional research is
needed to discover new components. One additional item has to be addressed: With simulations,
realism can help students understand and apply what they have learned in real life. The impacts
will improve as the screen representations improve.
A prominent explanation offered by scholars is the so-called displacement hypothesis,
which says that playing video games takes time away from more productive activities. Gaming
time is not likely to be responsible for this relationship, but rather the kids themselves. If a child's
grades are poor, they may spend much time playing video games, providing a sense of success
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that they cannot obtain in school. When a child spends an hour playing a video game instead of
performing schoolwork or other educational activities, that hour is a squandered opportunity.
Although children may initially seek out games because of their low academic achievement,
excessive gaming is likely to damage their academic performance dramatically (Squire, 2006).

1.1 Background of Research
What one thinks about the world and how one interacts with others is influenced by
where one lives. It is hardly unexpected, as geography is a cross-disciplinary field of study.
According to Thomas J. Baerwald‘s (2010) article "Prospects for Geography as an
Interdisciplinary Discipline," the active pursuit of inquiries related to space, place, and
interactions (especially dynamics within and across spaces) leads many geographers to explore
the peripheral realms where geographic perspectives and insights intersect with those from other
fields. Academics are obliged to apply what they have learned about geography to other fields
since geography covers many topics.
There are several ways in which geography may be integrated into other disciplines. It is
crucial to note that a person's point of view is greatly influenced by what they see, whether in
human or physical geography. For example, people's reactions to video games may be influenced
by their background. When someone is immersed in a video game world, they may relate to the
landscape. Even if a player has never set foot on the landscape, it can still affect them. In this
way, players will link physical geography to their personal experiences and relationships to the
location. Human brilliance, invention, and industrial progress remain confined to a few urban
centers despite economic globalization. Sociology, public policy, and cultural components have
lately been added to economic geography studies in order to better comprehend metropolitan
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regions and their diverse clusters. Montreal and Los Angeles have emerged as the two most
crucial video game production hubs in North America (Boulos & Yang, 2013).
Each of the two regions is dominated primarily by two components. Although Los
Angeles and the film industry have a long history of collaboration on and or with crosspollination, Montreal's official strategy is focused on luring enterprises to assist with the
construction of multimedia and on encouraging cross-pollination. Boulos and Yang’s study in
Montreal and Los Angeles provides light on these issues. As a result of the lack of investigation
into the personal causes of clustering in various locations, firms tend to cluster and agglomerate
for economic or locational reasons (e.g., as is the case in the aeronautics sector. (Wills, 2002).
Other crucial determinants include closely linked businesses, cross-fertilization, and
governmental regulation. For regional studies, numerous different methodologies might
complement each other. Intraindustrial externalities, such as economies of specialization, labor
market economies and information spillovers, are among the most significant centripetal factors
to consider. Economic urbanization is the foundation for the second major centripetal
component. New ideas for local firms are more accessible due to spillovers in data. Social
openness and intimacy can lead to cluster formation and spillovers (Poole, 2004).
The importance of local versus global networks has been debated regarding knowledge
spillovers from industry to industry. These spillovers tend to demand close relationship between
companies or individuals (Gentile, 2011). Local businesses can benefit from the flow of
information into the clusters they operate by joining global networks that include foreign
business partners, foreign employees, or international acquisitions. Additionally, clusters'
performance and development have been explored.
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Academics are increasingly examining nonmarket features and the embedded impacts on
economic behavior by moving their focus away from externalities linked to geographic
proximity (agglomeration economies). Aggregating institutional infrastructure, government
incentives, and embedding effects encourage innovative economic geography and urban studies
activity. For example, excellent governance, for example, may compensate for market
imperfections and aid industrial progress. Corporate operations may be reinvigorated by focusing
on formal and informal relationships as well as stimulating information spillovers and employee
mobility. When looking at collective learning processes, researchers consider various factors,
including knowledge spillovers, civic traditions, organizational or relational proximity based on
logics of belonging and similarity, and social capital from networks enabled by institutional
initiatives’ in social and cultural contexts. The information in this collection shows a strong
association between the emergence of clusters and the development of shared understandings and
practices (Dickey, 2005).
To better comprehend industrial metropolitan regions' spatial patterns, look at how a
historical event affects their hierarchical structure and the route dependency of interfirm
marketplaces. The relevance of routine, route dependency, and lock-in effects in local contexts is
further discussed by Boschma and Frenken in their article, Why is economic geography not an
evolutionary science? Towards an evolutionary economic geography (2006), to explain why
clusters are distributed selectively and vary so significantly. According to research (Anthony et
al., 2019), local businesses' innovativeness might be hindered by too much social, institutional,
and physical closeness. A sustained pattern of specialization that produces lock-in can be caused
by a lack of variety and myopia, exacerbated by local culture and institutional practices (Boulos
& Yang, 2013).
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The region's innovativeness is explained by its closeness to regional institutions and a
long-standing tradition of entrepreneurialism, venture capital, and spin-off culture. Because
Silicon Valley is a hub for technological innovation worldwide, it enjoys several advantages over
other places. Richard Florida said that the creative class was a group that was inclusive and
diverse. Florida also said that the cultural features of the San Francisco Bay to the San Diego
area make the areas inventive and bold (Florida, 2002). According to Gertler (2003), an expert in
economic geography, additional characteristics like cognitive proximity and social affinity play a
role in the efficacy of geographical closeness. To put it another way, the geography of tacit
knowledge is an essential component of social learning processes.
People's needs for cultural and modern customers or audiences have changed over time
due to the mass culture fed by sophisticated media and its sociological structure. Popular culture
is no longer limited to a single media or artistic expression genre. Even in the most developed
industrialized countries, cultural industries are becoming increasingly important to local
economies (Squire, 2006). In the late 1990s, a new field of study called geography of the cultural
economy began to gain traction, examining how cities are interconnected with the
commercialization of culture.
To emphasize the interconnectedness of geography, commerce, and economics, Scott
(1999) invented the term cultural economy. Important media cities are critical nodes in the
economy's globalization and culturalization (Streek & Mehus, 2004). Because of their proximity
to agglomeration economies, major international cities have the most successful cultural
industries. Music, fashion, film, television, and graphic design are part of this rapidly expanding
business. One of Power and Scott's books on the geography of cultural industries featured cities
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from throughout Europe and Asia. The popularity of Japanese video games may be due to the
influence of other creative sectors, such as animation and cartoons.
As a consequence of our analysis of the literature, I have decided to focus my research on
the idea of cross-fertilization. There have been several studies on economic geography, but the
importance of other industries in explaining the formation and evolution of clusters has received
less attention. Los Angeles was verified, but we also found that public policy significantly
influenced Montreal. In this part, we will focus on politics and industry to demonstrate how
cluster formation might vary by location. There is a possibility that a cluster might form as in
Montreal. This is a significant contribution to the literature since it shows that public policy may
form clusters (Dickey, 2005).

1.2 Problem Statement
To understand the affects of physical geographic features and temporal aspects on
immersion in video game environments.

1.3 Rationale of Research
Emotion is difficult to define because of its interdisciplinary nature. Although the
geographical effect has no universal definition, how each thing behaves, lives, and struggles to
maintain its existence is nothing but the actual essence of the item.
In exploring affect, the research examines the spatial interactions of human and nonhuman bodies. When two bodies come together, both human and non-human, they affect one
other. When talking about emotions and places, it is common to refer to mental maps. In order to
explain this, it is essential to note that mental maps represent the collective or individual
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experiences that people have had with a location or region. When asked to create a mental map
of a location, people often think back to their memories of the place. Lynch explains that this
image results from intense sensation and the remembrance of earlier experiences. When
constructing a mental map of one's life, one's experiences are what one recalls. These
interactions may have been positive or negative, but they are always there.

1.4 Research Questions
•

Is it possible to monitor the actual geographic features that influence an individual's
impression of a video game environment?

•

Determine to what extent a video game’s setting be used to survey participants to use
physical geography?

•

How do the temporal characteristics of video game geography affect the immersion of an
individual?

1.5 Snapshot of Methodology
In order to collect data for this study, a combination of quantitative and qualitative
methods from computer science and video game studies will be employed. With surveys and preprovided video game environments, I hope to understand how video game environments impact
on each participant's immersion. This questionnaire will collect quantitative and qualitative data
about survey participants' ideas and feelings. For my research, I will analyze the survey results
and look into archived sources to see how people's immersion in a video game setting impacts
their perception of a real-world location and vice versa.
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CHAPTER TWO
LITERATURE REVIEW
The location greatly influences how a person sees the world and interacts with others. As
a result, geography frequently serves as an interdisciplinary field of study.The active pursuit of
inquiries related to space, place, and interactions, especially dynamics within and across spaces
and places, leads many geographers to range far from the field's core and explore the peripheral
realms where geographic perspectives and insights intersect with those from other fields, writes
Thomas J. Baerwald in his article "Prospects for Geography as an Interdisciplinary Discipline."
(2010). It is only natural for academics to apply their geographic perspective to other disciplines
of study because geography encompasses such a wide variety of topics.
The spatial effect of the field must be examined when geography is introduced into other
courses. Observations significantly influence an individual's perspective on human and physical
geography. For example, a video game’s rural topography or urban sprawl might affect a
player’s in-game experience if they compare either or both to the scenery of their original nation.
Since the game is set in a real-world area, a player's life experiences will also help them relate to
the game's setting. There is a chance that players who have never been to an area with a
landscape will be moved by it; conversely, the inverse is also true. Either reaction will allow
players to draw parallels between their own life experiences and the physical environment.
Even though it has always been there, the connection between a location’s impact and
magnitude is only apparent. It is tough to pin down an exact definition of emotion because of its
cross-disciplinary nature. To use the concept of affect geographically, we may say that it is "the
technique by which each 'thing' acts, lives, and seeks to perpetuate itself" (Thrift, 2008) (Spinosa
et al., 1997).
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Pile (2010) and McCormack (2007) claim that a person's emotional response to another
person's physical activity may be affected. Human and nonhuman bodies interact unexpectedly
(Pile, 2010). Affect and geography are frequently discussed using mental maps. That is because
mental maps are constructed based on one's own or others' collective memories of a place. When
asked to draw a mental map of a location, people recall their previous experiences.
Geographers have been aware of mental maps since the 1960s, when Kevin Lynch
released The Image of the City (Lynch, 1960), and recently in 1974, when Peter Gould and
Rodney White published Mental Maps. When it comes to mental maps, they are not simply
representations of real places; Mental maps are nonvisual representations of the environment. In
order to grasp the physical and psychological effects of a region, mental maps are essential.
Others may learn a lot about a place by hearing about the good and bad things.
Mental mapping in video games can impact people's real-world mental mapping.
According to Murias et al. (2016), video games can influence how people traverse virtual spaces.
Participants in this study employed mental-mapping skills to grasp the lay of the land in a video
game environment they were exploring. According to the researchers, Murias et al, players who
employed mental maps were more effective in reaching their game-related goals in this trial. The
research participants could use their abilities in the actual world when their mental mapping
methods were strengthened (Murias et al., 2016). As a bonus, playing video games can help
individuals enhance their real-world abilities.
“Drawing Video Game Mental Maps: From Emotional Games to Emotions of Play,”
Hovig Ter Minassian (2018) studied how one's emotional state is altered while immersed in
video game worlds. Each of the study's 38 mental maps of video games was created by a unique
participant. Video games can influence many people’s emotional development, even if they are
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not emotional themselves. Research has shown that it is critical to look at how video games
affect players and their feelings while playing (Minassian, 2018).
Most of the time, immersing oneself in video game environments creates positive
memories. This fact solidified in Minassian’s (2018) study: When creating mental maps,
participants remembered positive memories of their experiences with corresponding video
games. The author gave an example from a participant who drew an area of a dungeon in The
Legend of Zelda: Ocarina of Time. The participant stated that they were stuck in this part of the
dungeon for a significant time. The participant said:
I found myself stuck in the first room of the dungeon, and you had to use a stick to
light a torch in order to open the door. I talked about how I found out how to do it
all through dinner!”(Minassian, 2018, p. 55).
The video game positively impacted the participants and formed a mental map afterward. The
incident left a lasting impression on the individual, and they have been thinking about it ever since.
Hermeneutics is not enough to explain video games' affective dimension. There are more
than visual representations when it comes to video games. According to non-representational
theory, video games are more of a sensory commodity, generating virtual settings in which the
player is exposed to a wide range of emotions and sensations in the virtual world. Thrift (2008)
explained the fundamentals of affective theory in great detail. For example, the study of affects
examines the workings of capitalism in terms of its emotional and intellectual components. In this
method, the autonomic nervous system is activated, which results in emotional displays, including
surprise, fear, fury, disdain, and sadness. An emotional and representational connection is
postulated in this article about gaming surroundings. However, we must stress that representation
and emotion are not mutually exclusive in video games. Video games' representational and
emotional components need to be examined in the context of their existence (Longan, 2008).
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2.1 Video Games in Social Context
The first flight simulators were put into service during World War II, and video games
have existed ever since. in 1962, Massachusetts Institute of Technology student Steve Russell
created the first video game, Spacewar!. Pong, a coin-operated video game developed by Atari 10
years later, ushered in a new era for video games. Because of low-cost computers like the Atari
400 and Commodore 64, video games quickly became accessible to a broader audience in the
1980s. Sega and Nintendo, two giants of the video game business, rose to prominence in the late
1980s and early 1990s, ushering in iconic characters like the Super Mario Bros., Sonic the
Hedgehog, and Donkey Kong. PlayStation, Sony's gaming platform, made Tomb Raider and its
legendary female protagonist Lara Croft more widely available. The hardware and software
platforms of the Xbox 360, PlayStation 3, and Nintendo Wii competed in the video game market
during the first two decades of the 21st century. World of Warcraft is a massively multiplayer
online role-playing game (MMORPG) that has grown from text-based games to more immersive
ones. More than 10 million people worldwide now play World of Warcraft because of broadband
advancements. While the worldwide market for video games continues to grow and expand, it
focuses mainly on industrialized countries. Seventy-Five percent of American families have at
least one individual who plays video games regularly (Fitzgerald, 2020).
The $5-billion video game sector in South Korea is one of the most sophisticated globally.
Playing games is just as important in western countries as playing sports. Korean StarCraft
winners, including Lim Yo-Hwan and Hong Jin Ho, are household names in South Korea. To aid
and promote the country's gaming sector, the Korean government established the Korea Games
Development and Promotion Institute and provided financial support. There is a substantial
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commercial market for video games. Johnathon “Fatal1ty” Wendel, a professional video eSports
player who earned over $450,000 in prize money throughout his career, originally came to
prominence in these rigorous events (Lingle, 2016). Previously prevalent on television and in
movies, video games are rapidly adopting the practice of brand placement and advertising ingame.
Virtual and nonvirtual markets are contrasted in Malaby's (2007) study of capital in video
games. Online games' virtual environments are teeming with in-game treasures, many of which
have a monetary value. Taiwanese entrepreneurs have generated millions of dollars through virtual
enterprises thanks to Second Life and Entropia Universe, both of which have over 20 million
members each (Ng & Lindgren, 2013).
Video games merge virtual worlds with the real world, with far-reaching ramifications in
our daily lives. Some cybergeographies have recently shown a proclivity for dissolving rigid
binaries such as nature versus civilization, local versus global, or the individual against society.
The geometries of cyberspace are being studied in a growing corpus of work, including the political
underpinnings of digital worlds, the various ways in which cyberspace and ordinary life
interweave, and online identity and community creation. Physical environments have been rewired
by everyday life and virtual worlds, giving rise to novel spatial and temporal sociotechnical
interactions. New studies are being undertaken, so the research will not be stopping. Inequities in
online access, the political underpinnings and consequences of digital worlds, and the development
of online identities and communities have all been addressed. Since the natural world and virtual
worlds are increasingly intertwined, complex sociotechnical connections exist across space and
time.
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2.2 Worlds of Representation
Bringing computer graphics into our private places has helped further commodify the
entertainment business. It is little wonder that video games are so popular; they allow players to
escape into a world from vastly different their own. There are so many other worlds in video games
that it may be difficult to tell which ones are based on reality and which ones are not. According
to Krzywinska, the virtual “World” of Warcraft is flooded with myths, histories, and civilizations,
as well as a vast spectrum of races and rhetoric (2006). Be aware that these symbols are not just
for show; instead, they represent an essential part of the game for players to appreciate.
Krzywinska's research (2006) has shown a typical propensity to ignore the player's emotional
response to these instances. In order to have a better understanding of how video games embody
social, sexual, and political standards, the following paragraphs will focus on some of the most
critical aspects.

2.3 Worlds of Affect
In recent years, the emotional impact of video games has skyrocketed as virtual
environments have become more lifelike. Thus; The literature on games has largely failed to
capture this dimension, tacitly indicating that the player is an incorporeal being ignorant of the
virtual landscapes they traverse. Our solution emphasizes the emotional ties between video game
worlds and players’ bodies. This section will examine the importance of effective experiences in
enthralling and exciting gamers. What does affect imply, and how does one use it? Thrift (2008)
claims that emotions may be understood using Thrift's "affect programming theory". This
argument supports a hermeneutic of emotions, including amazement, fright, rage, disdain, and
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melancholy. We use the term affect to refer to our precognitive, unconscious, and embodied
reactions to visual inputs (Romanillos, 2008).
According to Massumi, the two concepts of effect and representation are mutually
exclusive (2002). First-person viewpoints and the three-dimensional leap into virtual reality
provided many expressive possibilities. When it comes to creating an emotional reaction, the firstperson point of view is the most powerful. Those who sympathize with the in-game character
become narcissistic forces in the game's environment, according to Taylor (2003). In contrast, twodimensional environments enforce a Cartesian perspective, which lessens the sense of empathy
and engagement that players gain from gaming. It is imperative that game designers purposefully
manipulate the emotions of their players to keep them hooked. Rather than simply providing
entertainment, video games may be seen as a way for people to learn about the production and
consumption of commodities through the usage of games. The experience economy is a term Thrift
(2000) used to describe the fast growth of capitalist enterprises' interest in the hitherto unexplored
sensory, perceptual, and cognitive aspects of human existence. As long as video games have
featured virtual worlds, they have had an emotional impact that transcends the representations on
the screen. Modern three-dimensional video games increasingly feature emotionally charged
environments and situations (Rose & Wylie, 2006).
Regardless of how complicated a game maybe, even 2D games like Tetris may elicit strong
emotional responses. New to video games is the ability to elicit intense emotions like terror and
astonishment. The most striking aspect is the player's inability to see the three-dimensional world.
This is possible because of a three-dimensional viewpoint, which allows the game creator to hide
emotional occurrences. Monsters may hide in the shadows, or enemies may suddenly appear and
assault the player. Cartesian perspective is employed extensively in the aesthetics of the game.
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In contrast, observing the environment from a first-person perspective considerably
enhances the player's feeling of space. There is a near and far as well as an above and below.
Increasingly, negotiations containing intense emotions occur in virtual reality (VR). In contrast to
a simple binary, the relationship between the player's body and the environment is now more
complex. Embodied experience and externally transmitted notions combine to form feelings,
according to Hillis' theory (1999).
Many scientists are investigating the link between cyberspace and human health. While
Merleau-Ponty says in regard to existence, "its significance goes beyond, and there is no pure
accident in existence or in co-existence, since both absorb random events and transmute them into
the rational" (Merleau-Ponty & Smith, 1962). This means that when it comes to our surroundings,
our bodies are the only object that can simultaneously be both it, the body affected by existence
and I, the result of the culmination of random events. Whether the random events be interactions
with other people or our physical environment. An increasing number of scientists have
investigated the link between cyberspace and human health. Haraway (1991) explained cyborgs
as humans who can no longer tell the difference between their physical bodies and those of
computers. Leslie and Butz (1998) observed that post-Fordist capitalism encodes the human body
with cybernetic technology. Under modern capitalism, a period of mind-boggling time-and-space
compressibility, simple dichotomies like player and game or actual versus virtual places do not
credit the depth and breadth of digital technology's penetration of human brains and bodies that
results from these interconnections (Warf, 2001).
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2.4 Gender and Race
Virtual worlds in video games provide hours of entertainment for millions of individuals
every year. Several studies, such as those conducted by Wright et al. (2002), have explored the
intricacies of online gaming language and terminology in great detail. Eighty percent of online
shooter players belong to a "clan," a social group. (Jansz & Tanis, 2007). There is much bleeding
between video games and the natural world. These studies overlook the ontological bleed between
the player's body and the game space (Massumi, 2002). Griebel (2006) believes that people's
personalities are directly linked to their gaming habits (2006). Personality qualities have been
linked to the behavior of Sims 2 gamers in a study of 30 people (Griebel, 2006). Teenagers aged
11 to 16 were the focus of Holloway and Valentine (2003), although Fromme (2003) claimed that
gaming is woven into existing peer networks. This and the previous study by Holloway and
Valentine (2003) show how the online and offline worlds are intertwined.
According to Yee and colleagues (2006), social interactions in the virtual world are similar
to those seen in the actual world. Delwiche (2006) felt that playing online games might benefit
one's education in light of this leaking. His opinion is that much of what gamers learn online can
be applied to real life, such as interpersonal relationships. Delwiche (2006) stated that the physical
implications of video games—with these skills in mind—are are just beginning to emerge. Playing
online multiplayer games, particularly in a competitive context, can still be fun, even if you are
miles apart. Because of the predominance of hypermasculine storylines and representations in the
business, many video games have a competitive element that sets one player against the computer
or other players. Most video games include nonplayable characters (NPCs) who are hostile,
violent, in conflict, and strong physically. Because male figures appear on game covers four times
more frequently than females, women are almost invisible (Shaw & Warf, 2009).
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There is still so much to learn about virtual gender identity. Video games have long been
associated with male entertainment, but according to Bryce and Rutter (2003), gaming may be
challenging long-held gender conventions even on a symbolic level. Avatars, or on-screen
personas controlled by players, make it feasible for them to participate in a postmodern experiment
with fluid, diverse identities. These games, such as World of Warcraft, allow players to assume
multiple genders in the virtual world they have constructed. Video games may be safe for
individuals to experiment with different gender identities. That video games impact current
cultural issues cannot be emphasized (Squire, 2002).
Race-based prejudices persist in the video game industry, with White protagonists
dominating. Because of this, new forms of digital media and cyberspace continue to privilege the
white normative user, leading to highly racially charged and sometimes racist virtual settings. As
a result of NPC ethnicities, other than those who are white, portrayal as racist and hypersexual in
video games. Today's multibillion-dollar firms had their start as a loose confederation of tiny
enterprises, but the video game industry has grown into something far more significant. Americanled corporations have strengthened their industrial dominance through takeovers and mergers,
according to Johns (2006). Video games may still serve as a center for culturally diverse
representations, allowing them to collect, monetize, and promote diverse points of view. An
example of this is Consalvo (2009), who used Final Fantasy to illustrate how American and
Japanese business strategies meet in video game culture(Sherlock, 2008).

2.5 Spatiality
An image has both internal and external spatial structure, and and it is crucial to consider
both while looking at a picture. Virtual world design can benefit from Wolf's (2001) 1997 study
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of the history of video game spatial representations because of these worlds' unique spatial
structure and viewpoint. A command-line interface was initially used in Zork in the early 1970s,
making it one of the earliest video games to do so. One static panel displayed Pac-Man's spatial
arrangement, a departure from the typical text-based video game. These displays, like the one used
for Pitfall!, were stitched together to create a mosaic that could be examined in the same manner.
This led to two-dimensional games like Defender, wich led to ease of play. Super Mario Bros'
vivid sceneries proclaimed moving, scrolling screens. Two-dimensional platform games had
considerable popularity thanks to the likes of these well-known characters. New horizons were
unlocked with the shift from two-dimensional platformers to three-dimensional shooters.
Three-dimensionality is essential for understanding how these worlds have become
emotionally charged. When two- or three-dimensional characters are separated from the player,
Cartesian transcendence, or a significant contrast between the two, arises. Unlike two-dimensional
games, three-dimensional games allow players to explore virtual and emotional worlds. In twodimensional games, abstract representations look more immanent to players than on-screen events.
The best way to experience this immanence is from a first-person perspective and 3D. Those onscreen characters substitute the player's eyes and ears through a television or computer screen. The
player's virtual space awareness is strengthened when an on-screen item is removed. As a result,
it is essential to emphasize that representation and effect are not two independent things. There has
been a rise in sexual, social, and political issues as virtual worlds become more advanced. These
representational issues should be addressed before exploring the physical effects of video games
(Souri, 2007).
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CHAPTER THREE
METHODOLOGY
3.1 Research Approach
Modern studies are primarily absent in video game learning and graphics effects research.
Participatory methods in disaster research have been increasingly popular in recent years,
making BSD 2.0 a perfect fit. According to Lankoski and Björk (2015), a researcher's history
should be considered while developing a research plan. Conventional tactics such as interactive
processes are necessary for educational and museum settings. Researchers frequently use their
work as a case study to illustrate the merits of various methods.
Questionnaires are a common way to gather data in research, whether quantitative or
qualitative. In the BSD 2.0 video game trials, participant responses to questionnaire data were
compared. An identical questionnaire was administered before the game began to gather
information about players' previous gaming and educational habits and their comprehension of
catastrophes. The video game's postgame questions allowed players to reexamine and ponder any
new catastrophy-related knowledge they had received from their experience with the game. The
results of the tournaments were also inquired about in these polls. Video game experiences,
perspectives on video games, and prior experience with disaster or catastrophe preparedness
were all asked in a 12-question survey. Video game trial supervisors were interviewed over the
phone in semistructured interviews. Based on statements from video game developers, all polls
were conducted using information that was readily available (Streek & Mehus, 2004).

21

3.2 Research Strategy
In order to acquire information for this project, a variety of methodologies were
employed, including surveys, archive materials, computer science, and video game research
methods. All interested volunteers interacted with one of the predetermined video game
environments and then complete a survey analyzed for scientific investigation. This survey will
use quantitative and qualitative information to understand better how video game geography
influences both an individual's immersion in a video game setting and their perception of realworld geography; the survey findings and archive materials will be compared and contrasted.

3.3 Triangulation
Reproducibility is indicated by a high degree of stability, which indicates that the results
are repeatable. This part of my research strategy is known as stability. Having pre-determined
video game environments for participants to interact with will provide more stable results to
compare and contrast. With these consistent environments, it should be expected to have
comparable results. Because of a problem with the test-and-retest method, the instrument may
become unstable, according to Joppe (2000). A respondent's ability to do better may be harmed if
the test-and-retest method is used repeatedly. The idea of a transformation in one's attitude due to
external factors cannot be ruled out. There is a chance that this will influence the responses
presented. Therefore, results may be modified by the respondent's traits, resulting in measuring
errors. As a result of these errors, the instrument's accuracy and consistency will be
compromised, as will the data it produces. Researchers need to lead the charge for exams and
results to be reliable.
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One of the hallmarks of positivism is the positivist tradition's systematized view of
validity. Deductive reasoning, mathematical facts, and other empirical ideas like universal laws
and objective truths contributed to positivism's broad definition of validity. Accuracy refers to
how well research measures up against its stated goals. In other words, is one’s research tool
capable of hitting the target with the study subject? It is possible to determine whether or not a
research study is reputable by asking questions. To describe the trustworthiness of quantitative
research, a concept called construct validity is utilized. The construct is the first notion, thinking,
question, or hypothesis that guides data acquisition. Researchers are said to actively manipulate
the interaction between concept and data to validate a question, often via a test. As a result, the
term validity is defined in qualitative research using several factors. Rather than being founded
on a single, universal idea, this one is derived from the methods and aims of specific research
methodologies and efforts.
Some qualitative researchers have asserted that validity does not apply to qualitative
research. However, they have understood the need to have some form of qualifying check or
assessment for their study, demonstrating that the validity of a study is affected by the
researcher's concept of validity and the paradigm assumption they choose. Researchers'
definitions of validity have evolved to include terms like rigor and trustworthiness, which they
feel are increasingly significant. The validity and reliability of a study report are directly linked
quantitatively. By shifting the focus away from searching for truth, researchers can develop
credibility and confidence in their results. Testing and enhancing reliability are essential to
distinguish between good and bad studies.
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3.4 Sampling
Using survey findings and historical data, I will examine how a game's geographic
features affect a player's impression of reality and their experiences in video games. I want to
employ premade video game settings to engage survey participants and collect data.
Many factors influence a person's impression of video game settings. To a large extent,
this happens because most people are accustomed to seeing the world through the eyes of a video
game character. If one sees something in a video game, they will see it differently in the real
world, and the inverse is also true. Surveys and archival research will examine the factors that
influence a person's perception of a video game setting. Players may or may not have
encountered landscapes in virtual worlds similar to those they have seen in the real world. People
may feel more immersed in a game with similar geographic features to their surroundings, or feel
more immersed in a world with features they have never experienced. A person's sense of
immersion in a video game can be influenced by comparing their real-world surroundings and
the game's setting. I am also keen to know how video game experiences shape players'
perceptions of the areas they visit in the real world. This research is more akin to non-probability
sampling. This is due to my sampling area being almost entirely the students and some faculty of
Jacksonville State University, where I dispersed the survey. Usually, with this sampling method,
many results are comparable. However, with the diversity of this campus, I aim to have many
different responses to compare.

3.5 Data Collection Methods
Research and a survey created in ArcGIS Survey123 were used to acquire data for my
project. I have performed literary research on many different forms of geography that may relate
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to this topic to improve my understanding. One variable I did not consider in the survey is the
range in skill level regarding the games the participants played. For this project, how well they
did in the game was less important than how the landscape of the video game environment
affected them. Spatial analytics in gaming is a broad topic, and the survey questions do not
inquire about specific areas of expertise. Spatial analysis in games is now being studied using
questionnaires. Participants were asked to complete the survey after interacting with their
selected game environment. Then after I evaluate the literature on the use of computer science
and video game study approaches, I was able to analyze the data to find patterns and trends. The
computer science and video game research in this study relied heavily on participant surveys to
assess their level of immersion in predefined video game scenarios. It was hoped that the
information gathered from this survey, both quantitatively and qualitatively, would aid in the
understanding of the perspectives of individuals who participated. I looked look at survey results
and articles to learn more about how gamers' perceptions of real-world geography are shaped by
their time spent in virtual worlds.

3.6 Data Analysis Techniques
Game environments that use physical geography should allow players to interact. Playing
all video games available for free on computers, consoles, and mobile devices (phones and
tablets) is possible. I wanted to introduce participants to various genres. I chose these different
genres because of the assumption that a person would not be as immersed in the video game
world as they usually would if they were forced to play a genre they dislike. A few genres have
been included because they appeal to a broad spectrum of individuals. The first video game I
chose was Genshin Impact. Genshin Impact is an action role-playing game where players can
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freely explore their environment and complete quests, side quests, or just explore the
environment. Geshin Impact’s locations and settings seem to amalgamate many periods and
locals. Some areas are based on the industrial period, with flintlock weapons and architecture.
Some areas are based on the middle-ages, as they have castles and buildings made with middleage style masonry. Others are based on the renaissance, where both the architecture and
background music give a renaissance period. The landscape of Genshin Impact is just as diverse
as the settings of the many areas. Its diverse landscapes include rolling hills, forests,
mountainous areas, and beaches, just to name a few. I believe that its diverse areas and
landscapes show an excellent example of how physical geographic features can be used to
immerse a player in a video game environment.
The next video game I chose was Guild Wars 2. Guild Wars 2 is an MMORPG
(massively multiplayer online role-playing game), allowing the player to explore the world
similarly to Genshin Impact. However, the difference between them is where I believe Genshin
Impact fully utilizes its landscapes to keep the player immersed; Guild Wars 2 uses them as
supplementary material. It has many different landscapes and areas to explore, but the main focal
point of the game is not to explore like Genshin Impact; it is to tell a narrative. Guild Wars 2’s
many landscapes are very similar to Genshin Impact as it has the same features, such as rolling
hills, forests, mountainous areas, and beaches. However, the game does not utilize them to
immerse the players in the world. The landscapes are areas to house enemies and NPCs (NonPlayable Characters) as a way for players to continue the game's narrative. Guild Wars 2 uses
physical geography to help tell that narrative without being a focal point of the game.
The next video game I chose was Fortnite Battle Royale. Fortnite Battle Royale is an
entirely different genre compared to the last two, which share similarities as RPGs. However, it
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does share some physical geographic strategies with Guild Wars 2. Fortnite Battle Royale is a
shooter/battle royale game, so there is a narrative to the game—a small one—but instead of the
geography supplementing the narrative, it supplements the gameplay. The landscape of Fortnite
Battle Royale is designed to give players tactical advantages and disadvantages against other
players. A simple example would be high ground versus low ground. In Fortnite Battle Royale,
there are many hills, mountains, and valleys to take advantage of in game play. The terrain's
diversity helps keep the game immersive to the player, giving them a fighting chance to win the
battle royale.
The last game I chose was MANDAGON. MANDAGON is the most different genre-wise,
but being a platformer, shares the most with Genshin Impact. MANDAGON uses its beautiful
landscapes to help tell its abstract narrative. The landscape is detailed and beautiful, making it an
immersive experience while jumping from platform to platform. The main landscapes featured in
MANDAGON are ruins, caves, and castles. The player travels through these landscapes filled
with other physical features like lakes, rivers, and waterfalls to collect items to progress to new
map areas. These beautiful yet straightforward landscapes help immerse the player in the world
by having features that most players can connect with and recognize.
I also aimed to understand how temporal aspects of video game geography affect an
individual’s immersion. By combining surveys and archival research, I aimed to understand how
temporal aspects of video games affect an individual’s immersion. Finding the balance between
natural and exaggerated landscapes in a video game environment is essential. For example, when
considering the temporal aspect of geography, it is crucial not to make the distance too great
when creating an environment. If the distance is too great, the player may lose interest in the
video game, but if it is too short of a distance, the player will not have time to be immersed in the

27

topographical aspects of the game. Topographical aspects are fundamental to an individual's
immersion in a video game environment. Aspects such as the type of landscape—such as if it is a
forest, a plains area, a desert, and so on; the plant life; and the fauna—all affect an individual’s
immersion in a video game environment.

3.7 Ethical Consideration
Such a study raises several complex ethical issues. A researcher's commitment to
maintaining the privacy of their results and the rights of participants to access their data are all
examples of ethical considerations that researchers must address. Research ethics stress the need
to safeguard the privacy and anonymity of participants and informants, particularly in studies
involving students with special educational needs. Individuals are protected from harm, and their
identities are safeguarded under this standard, addressing concerns about the stigmatization of
specific groups or communities. Alternatively, an ethnic group may be overrepresented among
the families and children referred to child welfare services. It is necessary to clarify the
background in these cases since child protection services are integral to a welfare state.
Privacy and anonymity are essential for maintaining integrity. Using replications and
testing methodologically robust research findings may require linking information gleaned from
other resources. Researchers may want to examine the correlation between student surveys and
teacher assessments of the same students.
Keeping the identity of informants hidden in qualitative research is more challenging than
keeping vast groups of people anonymous in quantitative research (such as various forms of
questionnaire-based methods). No matter how one goes about it, they will be able to pick out the
folks they are looking for with ease. Personal interviews allow the interviewee to speak about
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past events in their own words, allowing others to recognize essential facts from their
perspective. Those who have completed a questionnaire, on the other hand, are more difficult to
discern when using designs for collaborative inquiry (Tate et al., 2015).
Quantitative research has a reputation for being more reliable due to the standardization
of its methods and standards. Even though quantitative research has fewer subjective flaws than
qualitative research, dishonesty can still influence the results. Researchers may alter or falsify
data to get what they want out of the study, dismissing any findings they do not like or find
intriguing. The road to dishonesty is evident if the researcher is the only one who understands
what they are doing.
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CHAPER FOUR
RESULTS AND DISCUSSION
For the sake of this study, we examined the multiple aspects that come into play while
forming an individual's perception of a video game setting. It is common for video games to have
a developed landscape comparable to what players are accustomed to seeing in their everyday
lives. This means that when someone is playing a video game and comes across a new location,
their perspective on that location in the fundamental world shifts in the opposite direction as the
video game's perspective. In several video games, the player may learn information about
specific locales. These characteristics can be observed in both physical and human geographies.
Trip time can be reduced by concentrating on physical aspects of the environment, such as
terrain and time while studying and exploring the location.
A Hat in Time is a video game that presents a universe divided into seven unique
sections. Each chapter has its environment as well as its group of characters. For example, a
chapter titled “Mafia Town”, is an urban area with many buildings and people the user can
interact with. At the same time, another chapter is titled “Subcon Forrest, " a haunted forest area
where a user can interact with the ghost denizens of the forest and explore. One of the main
aspects of this game is exploration. Each chapter is open and has main objectives to complete,
but the player is not forced only to do the main objectives—they can roam around the entire
chapter to gather collectibles or experience the landscape.
In a video game, the environment and the gameplay are tightly interwoven. Keep in mind
that the temporal aspect of the environment must be finely balanced to keep immersion. If the
distance between the players and their goal is too great, they can become disinterested in the
game and lose immersion. The geography of a video game world is a significant aspect in
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determining whether or not players can immerse themselves in it. When playing a video game,
the user's level of immersion is determined by the game's environment, which can be found in
the game's settings (desert, woodland, etc.). The outcome is that those who have developed these
characteristics can connect with the natural world (Taylor, 2006).

4.1 Survey Results
Before examining the survey results, I would like to preface this by saying my sample
pool had twenty-nine participants. These results are only valid for my current sample, not all
video game players as a whole. Another study will have to be conducted with a larger and more
diverse sample size to understand if these results are universal and if there is a stronger
correlation between real-world experiences and video game immersion.
When examining the data results, it is first essential to look at the participants'
demographics to help identify trends and patterns in the data. Below, Figures 1 to 4 (below)
show the demographics and locations of the participants.
Figure 1 shows the location of the participants. There are 26 from Alabama, one from
Minnesota, one from Georgia, and one from Florida. The majority of the participants are from
Alabama due to the advertisement of the survey being primarily in Alabama, specifically within
the Jacksonville State University campus. The outliers from other states are from the sharing of
the survey by participants with their peers. I was hoping to have more diversity in the local
participants. However, the data I have acquired will be enough to conduct an analysis. Figure 2
shows the age ranges of the participants. We have many participants aged 18 to 24, about half as
many ranging from 25 – to 34, and only two at 45 years old and older. Due to the survey only
being available to access by those ages 18 and older and the majority of the publicizing of the
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survey being on a college campus, this spread of age ranges is average. This diverse spread of
ages among students, non-traditional students, and faculty will benefit our results due to having a
wide range of life experiences and video game experiences.

Figure 1. Participant Locations
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Figure 2. Age Ranges of Participants
Figure 3 shows the range of our participants’ gender. This result is what I expected.
Gaming has always been a market dominated by male-identifying players. However, today more
female-identifying and gender-nonconforming people are interested in video games. It is more
socially acceptable for everyone to display their love for the entertainment medium outwardly.
Figure 4 shows the ethnic spread of the participants. This is another figure that is what I
expected. Due to the survey’s primary location, here in Jacksonville, Alabama, on the
Jacksonville State University Campus, our results are expected to be more skewed towards
people identifying as white. If this were a statewide or a survey publicized online, there would be
a more diverse spread.
Due to my sample being limited to a majority of people who are white and identify as
male, it is currently uncertain if the geographic features and temporal aspects of video games
affect individuals' immersion. A future study with a more diverse sample pool will be beneficial
to show if these experiences are shared.
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Now that I have looked at the demographics, it is time to evaluate the data submitted
about the video game environments. The participants' demographics are what I expected them to
be due to the primary location the survey took place. It is sad to see that there is not much
diversity in the participants. However, with the diversity, I will still be able to get a good amount
of data from these results. Also, I have grouped the responses for three environments in this
analysis: Genshin Impact, Fortnite Battle Royale, and Guild Wars 2. MANDAGON is omitted as
no one picked that environment.

Figure 3. Gender of Participants
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Figure 4. Ethnicity of Participants
Figure 5 shows the landscape’s impact on participants. I had asked my participants to
rank on a scale from 1, being poor, to 10, being excellent, on how the video game environment
impacted their immersion. From this figure, most participants ranked the impact of the landscape
of their selected environment above 5. This means that many participants believe that the
landscape of their environment affects their immersion when playing. The diversity of the
landscape, including but not limited to topography, vegetation, and fauna, may be an influential
force to allow players fully immerse themselves in the world due to similar characteristics to the
real world. I hypothesize that physical features play a significant role in players' immersion in
video game environments. Figure 6 will show how immersed they felt in the environment to help
further this hypothesis.
To get the data from Figure 6, I asked participants how immersed they felt in the
environment overall. Interestingly, this question had a similar plot to Figure 5, asking how the
landscape of the environment affected the participant’s immersion. This correlation in the data
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most likely means there is some correlation with how the physical geography of a video game
affects a player’s immersion. However, due to the current sample, this is not yet proven. From
the current sample, there seems to be a connection between an individual’s immersion and how
realistic the video game environment is. This includes the topography and other variables that
positively affect players' immersion. Therefore, physical features most likely play a prominent
role in a player's immersion in video game environments. Figures 6 and 7 will help further the
hypothesis by correlating participant’s familiarity with the landscape with their immersion.

Figure 5. Landscape Impact on Immersion
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Figure 6. Immersion in the Environment

Figure 7. Were Participants Familiar with the Landscape
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To get the data for Figure 7, I asked if participants were familiar with the landscape from
their selected environment in the real world. I asked this question to help understand if a sense of
place was created in the real world and could transfer over to a video games world and, if so, did
the familiarity of the landscape affected their immersion. From the response to this question, it
seems as if most participants were familiar with the landscape of the environment they chose.
This question is fundamental for many reasons. They provided environments are fictional worlds
that do not share any locations with the real world. However, they do have things in common
with the real world. They have physical geographic features, diverse landscapes, vegetation,
fauna, and human-like, emotionally, and sometimes physically, characters for the player to form
bonds. The question will help better understand if a connection between being familiar with a
landscape in the real world affects an individual’s immersion in a video game setting.
For Figure 8, I asked the participants, “Do you think being familiar with the landscape
affected your immersion?” and for Figure 9, I asked, “Do you think experiencing a new
landscape affected your immersion?”. The results of both figures were very similar. That leads
me to believe, with this sample pool, that experiencing familiar and new physical geographic
landscapes affects the participants' immersion in their selected environment. This mix of
quantitative and qualitative data analysis found this result. From this sample, the correlation
between physical geographic landscapes affecting participants' immersion in video games has
started to show. One participant responded why they believed experiencing a new landscape
benefited their immersion. They stated, “Genshin Impact has a significant emphasis on
exploration. As you experience a brand-new world, the character also creates a connection
between the two. This allows you to immerse yourself in the game more easily.” Another stated,
“For Genshin Impact, the landscape is quite different from what I experience. The rolling green
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plains and freezing mountains in Mondstadt, the towering stone monoliths in Liyue, and the
secluded islands of Inazuma are quite different from the landscapes one would see in Alabama. I
cannot relate to Genshin's landscape, but I was still heavily immersed regardless. I experienced
immersion in a fantasy world beyond anything I have ever experienced. Compelled to the
otherworldly if you will.” Another participant responded as to why unfamiliar landscapes
negatively affected their immersion. They stated, “It was a little hard to be immersed since I was
unfamiliar with the buildings and landscape and focused more on the things in the game than the
idea of me being a part of it.” Another responded, “I think being more familiar with the different
landscapes help the immersion. The newer island feels a little scary because I am not familiar
with that type of landscape.” To understand how familiar places affect a participant’s immersion,
I will look at some other responses. One participant stated, “Familiarity with the rural and
town/city elements helped the immersion of the game and felt more like a real environment.”
Two participants stated that they never felt a correlation between the real and virtual world. One
of them going on to say, “It did not because Fortnite can be very immersive. Fighting other
teams and constantly moving around does not give you much time to focus on the landscapes.”
With these explanations, it seems that immersion in the landscape, whether familiar or not, is
entirely dependent on the person and their personality. This sample pool is inconclusive if this is
a true statement for everyone.
Further research will have to be completed to see if having familiarity with the landscape
of a video game environment significantly affects players' immersion. While other genres and
settings in video games, such as fantasy, science-fiction, and many more, differ significantly
from our world, all these places share aspects of the real world. Some inhabitants might be
different humanoid beings like elves, aliens, or other fictional creatures in some video games.

39

However, they are portrayed as human-like with goals, emotions, fears, and other human
emotions to build a connection with the player. These other genres of video games might not
have the same type of vegetation or fauna as the real world. However, they are vegetation and
fauna nonetheless, and the player might be able to relate to that and feel familiar with the
landscape. Also, the setting might be an Earth-like planet or some other planet in space.
However, these fictional places all share diverse types of physical geography and landscapes that
can be compared to the real world. Further in the survey, I asked more qualitative questions and
had participants respond with their personal opinions. Next, I will go over the participants'
opinions of the travel times in video games and their opinions on if they affect immersion.
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Figure 8. Familiarity Affecting Participant Immersion

Figure 9. Did a New Landscape Effect Immersion
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Figure 10 shows how participants enjoyed traveling the landscape of their selected
environment. Most people responded positively to the lengths of their travels in their selected
video game environment. This response seems normal to me as most video games today are
designed to make travel easy and enjoyable for players. I believe that the temporal aspect of the
video game environment’s landscape is essential to the player’s immersion because it seems that
if the environment is too natural, meaning it is miles between Point A and Point B, the player
might get bored with the environment. However, the opposite can be said as well. If travel times
are too short, there is no room for features that could positively impact a player's immersion,
such as diverse landscapes, vegetation, and fauna. The following two figures go over if players
wished the travel time within the games to be shorter or longer to further this theory with this
current sample.

Figure 10. Travel Enjoyability
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Figures 11 and 12 show if participants thought that increasing or decreasing the travel
time in the game would positively affect their immersion. Figure 11 shows an even split of
participants that wished the travel length was shorter or if they thought it did not need to be
changed. Figure 12 shows that most players in this sample do not want their travel time to be
lengthened. That tells me that they do not enjoy long travel times in games, which may hinder
their immersion. However, in games that they think had too short travel times, increasing it
would most likely negatively affect their immersion. The temporal aspect of a game’s landscape
is a tricky balance to keep. Since the participants thought that their travel time might have been
too short but did not want to increase it, additional stimuli need to be added. More environmental
stimuli like plants, wildlife, and interesting geographic features should be strategically used to
keep a player’s immersion. To support this, here are some responses from participants. One
participant stated, “Getting from point A to B can be tedious the first time you do it. There is a
fast travel system that unlocks after you discover the waypoint for the first time. So, you can
have a mix of too long and too short. Mostly, I find it to be just right.” Another participant said,
“Traveling from Point A to Point B does take some time in Genshin. However, the environment
is pleasing enough to enjoy while traveling. Your kind of just put yourself in your character's
shoes. Taking in the sites as you travel (Plus the bonus addition of stumbling upon enemies and
loot as you travel).” Another said, “There was always something to find or fight. Running and
gliding around is extremely fun.” These responses were taken from the environment Genshin
Impact. Genshin Impact is a game that fully embraces exploration and utilizes it very well. Due
to the diverse biomes located in the game, the participants from this sample seemed to enjoy
traveling from Point A to Point B in the game. A few participants thought that it was sometimes
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too long. However, the diversity of the environment and activities along the way helped them
keep their immersion.
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Figure 11. Shorter Travel Times Boosting Immersion

Figure 12. Longer Travel Times Boosting Immersion
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4.2 Topography Analysis Results
After analyzing the results and finding that landscapes in a video game correlate to an
individual’s immersion in the said video game, there is one question. Why do video game
landscapes influence these participants' immersion? The survey that the participants took on
ArcGIS Survey123 also recorded their location. Many of the results were on the Jacksonville
State University campus in Jacksonville, Alabama. However, we did have some results in
Georgia, Florida, and Minnesota. For the first topographic map, I will look at Jacksonville,
Alabama. I will create topographic maps using a hill shade raster and satellite imagery to analyze
the topography of the participant’s surrounding area to understand better if being familiar with
the landscape around them in the real world correlates to their immersion in a video game’s
landscape. To find the participant’s surrounding area, I imported where the participant took the
survey collected by Survey123 into ArcGIS Online. I then used those points to create a layer I
imported into ArcGIS Pro to create these maps.
The landscape of Jacksonville, Alabama, is exceptionally diverse. Nearby the semi-urban
area of Jacksonville is the Choccolocco Mountain, but the city itself cannot be described as
mountainous. Forests are also close to Jacksonville if exiting the urban area. Players familiar
with this landscape would most likely feel most immersed in a semi-urban setting. Games with
forests and mountains may also influence their immersion due to their proximity to Jacksonville.
Also, due to Jacksonville, Alabama being the home of Jacksonville State University, many of the
participants were students. Most participants might not have been originally from Jacksonville
and could have experienced other diverse landscapes to create mental maps. To better
understand, I will look at some of the survey responses from Jacksonville. One participant who
played Genshin Impact responded, “The immersion was not negatively impacted. If anything, it
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helped because the world's laws are already not based on real-world things. So, seeing a new
landscape felt like seeing a new place in real life.” A participant who chose Fortnite Battle
Royale responded, “The multiple distinct biomes in games like Fortnite are certainly a selling
point of the genre. Exposure to various landscapes mixes things up enough to keep you engaged
while not being disruptive enough to ‘break’ your immersion.” From the analysis of these survey
results and the topographic map, participants from this sample could relate features from their
immediate landscape and other landscapes they have experienced. These connections form Realworld landscapes seemed to have positively affected the participant’s immersion. The following
location that I will analyze the topography of is Fair Oaks, Georgia.

Figure 13. Jacksonville Alabama Topography]
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This Atlanta, Georgia, Metropolitan area has minimal physical geographic features or
variances in the topography. This leads me to believe that participants that do not interact with a
video game landscape like this will have difficulty immersing themselves in new landscapes.
This participant from Fair Oaks helps affirm but does not entirely prove this theory. When asked
if they were familiar with the landscape of Genshin Impact, they responded “No,” and when
asked if experiencing a new environment affected their immersion, they said that it did. This was
their response to why “It was a little hard to be immersed since I was unfamiliar with the
buildings and landscape and focused more on the things in the game than the idea of me being a
part of it.” This leads me to believe that the participant might not have traveled to new
landscapes or taken note of new landscapes if they have traveled. Also, the participants,
primarily college students who might come from different areas, might allow them to relate their
experiences in the real world to landscapes in a video game. There was enough diversity between
the surrounding area on the Jacksonville, Alabama map. The following location that I will
analyze the topography of is Miami, Florida.
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Figure 14. Fair Oaks Georgia Topography
This topographic map of Miami, Florida, is very similar to the Jacksonville, Alabama
map, where it has much diversity. The diversity of the Miami area is the opposite of the
Jacksonville area. Where Jacksonville had some mountainous areas to the east, Miami, along
with most Florida, is extremely flat. Where Jacksonville is a semi-urban area, Miami is a
metropolitan area. Miami also has a landscape characteristic that Jacksonville does not, its
beaches. With the diversity of this area, I feel that the participant from this area would feel
extremely immersed in many video game settings. This participant from Miami helps affirm but
does not confirm this theory. When asked if they were familiar with the landscape of Fortnite
Battle Royale, they responded “Yes,” and when asked if experiencing a new environment
affected their immersion, they said that it did. This was their response: "Fortnite's places are
based on real-life places, but slightly changed. For example, a cabin in a swamp, but the swamp
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is made of juice. This familiarity allowed me to immerse myself in the world further since it was
familiar, and I did not have to suspend my disbelief.” This participant related a landscape
familiar to them, a swamp, in Fortnite. This familiar landscape allowed them to immerse
themselves within the environment, even if there were factors that might break their immersion.
With the analysis of the survey results and topographic maps of the participant’s area, I
have found that there seems to be a correlation between being familiar with a landscape from the
real world and relating it to a landscape in a video game to affect their immersion with this
sample. Other participants could also feel immersed in new landscapes by relating what they
know from previous landscapes and applying it to new landscapes.

Figure 15. Miami Florida Topography
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CHAPTER FIVE
CONCLUSION
I find these results extremely interesting with the archival research, survey analysis, and
my knowledge of geography. I see a probable correlation between immersion and the use of
geographic landscapes in video game environments. Geographic theories such as the sense of
place and mental maps can easily be transferred over to video game environments to help better
understand how those environments may affect individuals. Participants from this sample who
interact with video games are very diverse in their game immersion. Some participants like to
explore landscapes they are familiar with, as it is less stressful to explore a familiar place. Others
like to explore new landscapes due to the mundane ones they are familiar with, which often
provide a feeling of boredom. With a sense of place, the participants could relate a video games
landscape to familiar ones and form their sense of place for new landscapes. From Minassian’s
study, people also form mental maps of video games just like they would in real life. This also
relates to a sense of place as players remember a particular area in the video game and relate
their positive and negative memories. Familiarity with a landscape also correlates to an
individual’s immersion in a video game from this current sample. Suppose a player is familiar
with mountainous areas in the real world, it may be easier for them to become immersed in a
video game that shares the same landscape. Also, when experiencing new environments, it might
not mean individuals will have difficulty feeling immersed. Some of the participants could relate
part of what they have previously experienced to a new landscape to immerse themselves in the
environment.
As for the temporal geography of video games, most participants from this sample agree
on one thing from the survey results. Travel time is too long might negatively affect their
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immersion in the game. The inverse can be said as well. Participants agree that the lack of
external stimuli and the distance between points being too long or short negatively affect their
immersion. However, using other environmental stimuli of plants, wildlife, interesting physical
geographic features, enemies, and so on, players will find ways to distract themselves from
lengthy travel times and enjoy exploring the video game’s world.
In conclusion, with all my research and results from the survey, there seems to be a
correlation between how individuals react to video game worlds and how they interact with the
real world. The current sample not being as diverse as it needed to be, makes the results
inconclusive. It is unclear whether all video game players feel the same way or if this resulted
from the small sample pool. Another survey will need to be created with more quantitative
questions as well as interviews with participants to help fully understand if utilizing physical
geographic features in video games benefits all video game player’s immersion.

5.1 Future Research
Due to the small sample size, I had, the results find a probable correlation. However, it is
still inconclusive. Further research will still incorporate a survey. However, I feel that it should
be a quantitative survey. I believe this new survey strategy should be used because many
participants did not respond or fully elaborate their ideas in the qualitative section. To replace the
qualitative section, I will allow participants to choose if they would like to participate in an
interview. I will then pick from these participants and choose a diverse sample for my qualitative
data. With this new survey strategy, I aim to overcome the struggle I had with this research
regarding the participants' diversity and get more in-depth answers to my questions.
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Next, I would like to review more literature on literary geography for my future study.
Both video games and literature are forms of media that individuals are immersed in when
playing. I want to study literary geography more to understand what techniques there might be to
help better understand if utilizing geography in literature to increase immersion could be
transferred over to a video game setting.
Lastly, I would like to investigate the sense of place in video games. From my results,
participants did form a sense of place. However, that is inconclusive for all video game players. I
want to review the literature on sense of place and place in video games to help better understand
if utilizing physical geographic features in video games affects individuals' immersion in my
following survey.
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APPENDIX A
IRB Approval Forms
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APPENDIX B
Survey Questions

Demographic Information:
Age Range:
(18-24 years old
25-34 years old
35-44 years old
45 years old and older)
Gender:
Ethnicity:
(White (Eg: German, Irish, English, Italian, Polish, French, etc.)
Hispanic, Latino, or Spanish origin (Eg: Mexican or Mexican American, Puerto Rican,
Cuban, Salvadoran, Dominican, Colombian, etc.)
Black or African American (Eg: African American, Jamaican, Haitian, Nigerian,
Ethiopian, Somalian, etc.)
Asian (Eg: Chinese, Filipino, Asian Indian, Vietnamese, Korean, Japanese, etc.)
American Indian or Alaska Native (Eg: Navajo Nation, Blackfeet Tribe, Mayan, Aztec,
Native Village of Barrow Inupiat Traditional Government, Nome Eskimo Community,
etc.)
Middle Eastern or North African (Eg: Lebanese, Iranian, Egyptian, Syrian, Moroccan,
Algerian, etc.)
Native Hawaiian or Other Pacific Islander (Eg: Native Hawaiian, Samoan, Chamorro,
Tongan, Fijian, etc.)
Other: )
Geographic Location:
Eg: "Alabama USA", "London England", "Madrid Spain", etc.
Survey Questions:
Which Video Game Environment were you assigned?
(List of environments)
Did the landscape of the environment Negatively Impact or Positively Impact your immersion in
the environment?
Negatively Impact (1)
Neutral (10)
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Positively Impact (10)
How immersed in the environment did you feel?
Not Immersed (1)
Immersed (5)
Very Immersed (10)
What elements do you believe Positively Impact your immersion in the environment?
What elements do you believe Negatively Impacted your immersion in the environment?
Were you familiar with the landscape of the environment from the real world?
Yes
No
Do you think being familiar with the landscape affected your immersion
Yes
No
Why or why not?
Do you think experiencing a new landscape affected your immersion
Yes
No
Why or why not?
Other notes?
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