
The rate of change within an online game is another determining
factor for game concentration. Offline game players can pause and
resume gameplay; however, online games cannot be paused for indi-
vidual players. If a player leaves the gameworld, other players continue
to play, accruing experience rate3 and strengthening their personal
relationships with fellow players. When the player logs into the game
again, the game will have undergone substantial changes, especially if
much time has passed. From this perspective, an online game resem-
bles a persistent world of its own rather than anything like a simple
offline game. Truly, such online games are virtual worlds undergoing
constant change.

In most online games a strong correlation exists between the
duration of gameplay and character level. The character level sym-
bolizes the degree of power that a character possesses within the
game and serves as an important motive for online game users to
invest more time in the game. As reflected in Figure 1.11, whereas
the average duration of gameplay for online game users is 3.8 hours/
day on weekdays and 6.5 hours/day on weekends, offline game
users play 1 hour/day less on weekends and 30 minutes/day less on
weekdays.

Heavy users of online games log on to the game every day
in order to keep tabs on the game’s progress and communicate
with in-game friends. The number of players connected to the
game peaks at night for most MMORPGs, though there is a sharp
surge in hits from 7 a.m. to 8 a.m. when players check in on the
events that have unfolded overnight before they leave for school or
work.

The community attribute of online games is also a factor that
contributes to extending gameplay duration. Association with in-
game friends extends over and above the core gameplay, to taking
walks within the gameworld or having conversations on mutual real
life interests. In Lineage 2, a guild for married players exists. The
only requirement to joining this guild is that players be married, and
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3 Experience rate means character’s level inside a game. Characters with higher level get a power
than that of lower level.
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topics of conversation range from family issues to children’s educa-
tion. The motivation to level up one’s character in this guild is rela-
tively weak. In Lineage 2, members of this guild can be spotted taking
walks and holding conversations sitting in groups. Such communica-
tion extends gameplay duration.

Online game makers must contend with users who are so fixated
on character level that they quickly exhaust core gameplay. When
players have completed all the quests or activities in the game or have
reached the highest possible level, users are sometimes no longer
motivated to play on. This is a critical issue for game companies who
offer services in developing countries whose users are routinely
extremely fixated on maximizing their character’s level. The company
must continue to perform updates and patches suitable for high-level
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Figure 1.11 Online game styles
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users in order to keep them playing, and this typically results in pay-
ing for additional development personnel.

For offline game users, game duration is solely comprised of actual
gameplay. It is rare for them to suspend playing and talk to other users
because for most offline game users how fast they complete the game
is often the primary, if not the only, motive for playing.

7) Immersion

The final key difference between online and offline games to be dis-
cussed in this chapter is immersion. The fact is already pointed out
that the duration of gameplay is longer for online gamers than it is for
offline gamers. Duration is usually proportional to the degree of
immersion; hence, we can conclude that online game users are deeply
immersed in the game. 

The difference in the degree of immersion is palpable when com-
pared to that of offline game users. More online game users answered
in the affirmative to the whether or not the following applied to them:
“I think of the game even when not playing”, “I play the game in my
free time,” or “I feel depressed when I don’t play and that depression
dissolves if I play.”

Online games comprise virtual societies which continue to
change even after users stop playing. When the user returns to the
real world, diverse incidents and events continue to unfold in the
game world. For example, take the case of a siege undertaken to
secure a castle. Seizing a castle is a very exciting event, and when a
user is forced to withdraw from the game for personal reasons
while engaging in battle with in-game friends, that user will
inevitably be preoccupied with the game upon returning to the real
world.4

Such powerful absorption of online games produces game addicts
who are unable to restrain themselves from playing compulsively.
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4 Some researchers are thinking that online game’s immersion can be used in the educational
field. They already tested online game whether it is useful as an educational tool (Wi and Oh,
2007; 2006a; 2006b; Wi and Won, 2006).
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Below is a testimonial of a user whose absorption with an online game
has led to neglecting offline human relations.

I quit school one year ago. For one year I didn’t venture out of
the house even once a month. I only played my game at home.
I’ve increasingly grown indifferent to world affairs and going out
doesn’t interest me anymore. I’ve grown so obese now that I
don’t even like to walk. If I walk for too long my back aches and
I grow testy. I know this is no way to live but outside of the game
I am apprehensive, nervous and fickle. I’ve even grown distant to
my friends. I haven’t made any new friends since I graduated from
junior high.5
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5 Electronic Times, May 10, 2004.
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The above individual assigns deeper meaning to online relations
over those offline. Players sometimes derive a sense of achievement
from accomplishing goals in online games, a feeling which eludes
them in the real world.

For instance, teenagers who are hounded by feelings of inferiority
induced by poor performance at school can achieve tremendous sta-
tus in an online game. A player might become a guild leader or the
lord of a castle with tens of thousands of subjects. When players
become castle lords, they are able to wield enormous power in issues
ranging from taxation to conducting battles. The game world pro-
vides an alternative environment wherein teenagers are able to achieve
what they have been unable to in the real world. In some occasions,
it goes so far as to replace the real world. These unique characteristics
of online games contribute to boosting the degree of immersion of
online gamers.

Understanding how online games developed from offline games,
and how there is a tension between these two forms due to their dif-
ferences, we are now ready to look more closely in the next chapter,
at the arrival of online games in the world to get a better sense of what
they are and how they operate with respect to business.

Innovations in the Game Industry: Online Games Versus Offline Games 31

FA
b680_Chapter-01.qxd  6/8/2009  1:25 PM  Page 31


