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Attitude toward Playing Non-Active Games

The attitude toward playing non-active games constitutes a critical area of psychological inquiry,
bridging leisure studies, behavioral economics, and media psychology. Non-active games are
broadly defined as digital or analog activities that require minimal physical exertion, encompassing
everything from complex video games played on computers or consoles to casual mobile games
and traditional board games. The study of attitude in this context is essential because it serves as
a primary predictor of behavioral intention and subsequent engagement frequency. An individual's
attitude--a learned predisposition to respond consistently favorably or unfavorably toward a given
object--is shaped by a complex interplay of cognitive beliefs, affective evaluations, and past
behavioral experiences. Understanding this attitude is crucial for researchers attempting to explain
phenomena ranging from sustained engagement in sedentary entertainment to the integration of
gaming into daily life, often at the expense of other activities. Furthermore, the inherent complexity
of modern gaming means that attitudes are rarely monolithic; an individual may hold a positive
attitude toward the challenge and achievement aspects of a game while simultaneously holding a
negative attitude toward the time commitment required. This nuanced perspective necessitates a
detailed exploration of the various theoretical frameworks used to model this specific psychological
construct.

Attitude formation regarding non-active games is deeply rooted in the process of exposure and
reinforcement. Initial positive experiences, such as achieving a high score, mastering a difficult
mechanic, or experiencing social connection within a multiplayer environment, contribute to the
development of favorable beliefs about the activity. Conversely, experiences characterized by
frustration, perceived wasting of time, or negative social consequences (e.g., parental disapproval)
can foster negative attitudes. These cognitive and affective components coalesce into a general
evaluative stance that guides future decisions regarding game play. Given the increasing ubiquity
of non-active games across all demographics, the societal impact of these attitudes--in terms of
productivity, health behaviors, and mental well-being--is substantial. Therefore, dissecting the
psychological mechanisms by which these attitudes are formed, maintained, and potentially altered
becomes a high priority for behavioral scientists seeking to understand modern leisure patterns.

The concept of attitude toward gaming is inherently multidimensional, often incorporating factors
beyond simple enjoyment. Researchers frequently distinguish between instrumental attitudes,
which relate to the perceived utility or benefit derived from the activity (such as stress relief or
cognitive training), and hedonic attitudes, which focus purely on the pleasure and fun derived from
the experience. A strong, positive attitude often requires alignment between both dimensions. For
instance, a player might maintain a positive attitude toward competitive online games not only
because they find the competition intrinsically enjoyable (hedonic) but also because they perceive
it as a valuable means of maintaining social connections or developing strategic thinking skills
(instrumental). When these dimensions diverge--for example, when a game is perceived as useful
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but borng. osr\llﬁlcff or fun but ultimately wasteful--the resulting attitude may be ambivalent, leading to
inconsistent behavioral intentions.

Psychological Theories Underpinning Gaming Attitudes

Several established psychological models provide robust frameworks for understanding and
predicting attitudes toward non-active games. The most influential is often the Theory of Planned
Behavior (TPB), which posits that behavioral intention is predicted by three core components:
attitude toward the behavior, subjective norms, and perceived behavioral control. In the context of
gaming, the attitude component reflects the individual's overall evaluation of playing the game,
determined by the perceived outcomes of engaging in the activity. If a player believes that playing
a non-active game leads to desirable outcomes (e.g., relaxation, achievement) and that these
outcomes are highly valued, the resultant attitude will be strongly positive, increasing the likelihood
of forming an intention to play. The TPB is particularly useful for analyzing intentional, goal-directed
behavior, such as dedicating specific time slots to gaming or purchasing new titles.

Complementing the TPB is the Self-Determination Theory (SDT), which offers a powerful
explanation for the motivational basis of attitude. SDT suggests that intrinsic motivation--the desire
to engage in an activity for its inherent satisfaction--is fostered when three basic psychological
needs are met: competence, autonomy, and relatedness. Non-active games are expertly designed
to satisfy these needs. Feelings of competence are achieved through progressive challenge and
mastery systems; autonomy is supported by offering choices in gameplay strategy or character
customization; and relatedness is satisfied through cooperative or competitive social interaction.
When a game successfully fulfills these needs, the resulting experience is deeply satisfying,
leading to a highly internalized and positive attitude toward the activity itself. This intrinsic
satisfaction often translates into sustained engagement that transcends external rewards.

Furthermore, the concept of the Flow State, developed by Mihaly Csikszentmihalyi, is instrumental
in explaining the intensity of positive attitudes toward certain non-active games. Flow is
characterized by deep immersion, enjoyment, and a merging of action and awareness, occurring
when the challenge level of a task perfectly matches the skill level of the individual. Games that
successfully manage this balance often induce a state of flow, leading players to lose track of time
and experience intense pleasure. The memory of this highly positive affective state strongly
reinforces a favorable attitude toward the game. Conversely, games that are too easy lead to
boredom, and games that are too difficult lead to frustration; both outcomes inhibit the formation of
a robust positive attitude and may lead to abandonment of the activity.

Factors Influencing Positive Attitudes: Motivation and Enjoyment

Positive attitudes toward playing non-active games are primarily driven by specific motivational
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factors and the psychological rewards derived from the activity. One significant factor is the
provision of achievement and mastery. Many non-active games, particularly role-playing games

(RPGs) and strategy games, are structured around long-term progression systems involving
leveling up, unlocking content, and accumulating virtual resources. These systems tap into the
fundamental human desire for mastery and accomplishment. The successful completion of a
difficult raid or puzzle provides a powerful sense of efficacy, reinforcing the belief that the activity is
valuable and worthwhile, thus strengthening the positive attitude. This sense of achievement often
compensates for perceived lack of achievement in real-world domains.

Another powerful driver is social connection. Multiplayer non-active games provide platforms for
sustained interaction, collaboration, and competition, satisfying the need for relatedness. For many
individuals, particularly those facing geographical barriers or social anxiety, online games serve as
vital social hubs where friendships are maintained and new relationships are forged. The positive
attitude in this context is not just toward the game mechanics themselves, but toward the
community and the shared social experience facilitated by the game. The perceived social support
and belonging derived from these interactions contribute heavily to the overall positive evaluation
of the gaming behavior.

Finally, non-active games are often valued for their capacity to facilitate escapism and stress
relief. In a world characterized by high demands and constant information overload, gaming offers
a controlled, immersive environment where players can temporarily disengage from real-world
anxieties. The ability of the game to provide a psychological refuge, allowing for cognitive
decompression and emotional regulation, acts as a strong functional benefit. The positive
association between gaming and reduced stress reinforces the attitude, framing the activity not
merely as entertainment, but as a necessary coping mechanism or self-care behavior. This
instrumental belief is highly predictive of sustained, habitual engagement.

Factors Influencing Negative Attitudes: Guilt, Sedentary Lifestyle Concerns

Despite the prevalence of positive engagement, negative attitudes toward non-active gaming are
common and are typically rooted in external constraints, internalized guilt, and concerns about
opportunity cost. A primary source of negative attitude is the perception of wasted time. When
gaming displaces activities deemed more productive or socially valuable (e.g., work, exercise,
face-to-face socializing), the resulting conflict generates cognitive dissonance and guilt. This
negative affective component attaches itself to the behavior, leading the individual to evaluate the
activity unfavorably, even if they find it momentarily enjoyable. This internal conflict often results in
a fluctuating attitude, where positive feelings during play are immediately followed by negative self-
recrimination afterward.

Societal and familial subjective norms also significantly shape negative attitudes. Gaming,
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pﬂ—l—rfar icularly prolonged engagement, is sometimes stigmatized in certain cultures or family units as
an immature, unproductive, or even addictive behavior. When an individual's significant others

(parents, partners, peers) express disapproval or concern, the subjective norm component of the
TPB becomes strongly negative, overriding internal positive evaluations. This external pressure
forces the individual to adopt a negative or ambivalent public attitude toward gaming, even if their
private affective response remains positive. This conflict between private enjoyment and public
perception is a frequent source of psychological tension among dedicated players.

Health concerns, particularly those related to the sedentary nature of non-active games,
contribute substantially to negative attitudes. Awareness of the links between prolonged sitting,
poor physical health, and conditions like obesity or cardiovascular issues can generate anxiety and
negative beliefs about the long-term consequences of the behavior. Even if the immediate
experience is pleasurable, the cognitive belief that the activity is detrimental to physical health acts
as a powerful deterrent. This realization often prompts players to attempt to regulate or restrict their
gaming time, reflecting an attempt to mitigate the negative consequences associated with the
otherwise enjoyable activity.

The Role of Social Context and Norms

The social context surrounding gaming profoundly influences attitude formation and maintenance.
Subjective norms, which represent an individual's perception of whether important referent groups
approve or disapprove of the behavior, are exceptionally powerful determinants. If an individual's
peer group highly values and participates in a specific non-active game, the perceived social
pressure to conform often leads to the rapid adoption of a positive attitude. This is particularly
evident in competitive gaming communities where participation is necessary for social inclusion
and status maintenance within the group. The attitude toward the game thus becomes inseparable
from the attitude toward the social group.

Conversely, the attitudes of key societal institutions, such as educational systems and media, also
exert influence. When media coverage frames non-active gaming predominantly through the lens
of addiction, violence, or academic failure, these negative portrayals can instill generalized
negative beliefs in non-players and even create self-doubt among players themselves. Policy
debates regarding screen time and digital well-being further shape public discourse, reinforcing the
idea that gaming requires careful restriction. These macro-level norms contribute to the
internalized guilt discussed previously, complicating the individual's ability to maintain an
unambiguously positive attitude toward the activity.

The specific context of game accessibility also plays a crucial role. The rise of mobile gaming,
characterized by short play sessions and high portability, has shifted attitudes toward greater
acceptance by integrating play into fragmented moments of daily life (e.g., commuting, waiting).
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This normalization contrasts sharply with the attitude surrounding dedicated, long-session console
gaming, which is often perceived as requiring a greater sacrifice of time and space. The ease of

access and low barrier to entry associated with casual non-active games often generates a more
universally positive and less scrutinized attitude compared to more intensive forms of digital
entertainment.

Behavioral Outcomes and Habit Formation

The relationship between attitude toward playing non-active games and actual behavior is complex
but generally robust, particularly when the attitude is strong, stable, and highly accessible.
According to the principle of consistency, a positive attitude strongly predicts the intention to
engage, which, in turn, is the proximal predictor of the behavior itself. However, actual behavior is
often moderated by perceived behavioral control--the extent to which an individual feels capable of
performing the behavior. Even with a positive attitude, if a player lacks the necessary hardware,
time, or skill, the behavioral outcome (actual play) may be inhibited.

Crucially, repeated gaming behavior often transitions from intentional action, driven primarily by
attitude, into an automated habit. Habit formation occurs when the behavior becomes strongly
associated with specific contextual cues (e.g., sitting down after work, opening a specific app).
Once a gaming routine becomes habitual, the behavior is executed with minimal conscious
deliberation or reliance on the underlying attitude. While the initial positive attitude was necessary
to start the cycle, the maintenance of the behavior becomes largely automatic. This explains why
individuals may continue to play games even when their conscious attitude toward the activity has
become ambivalent or slightly negative due to perceived time wastage.

The behavioral outcome is often measured not just by frequency, but by intensity and duration. A
highly positive attitude correlates with greater investment in the activity, including financial
expenditure on equipment or in-game purchases, and a willingness to commit significant blocks of
time. Conversely, a weak or negative attitude may result in sporadic, short-lived engagement or a
high rate of game abandonment. Understanding the strength of the attitude--its certainty and
resistance to change--is therefore paramount for predicting long-term behavioral persistence in the
gaming domain.

Measurement and Assessment of Attitude

Accurate assessment of attitude toward non-active games requires utilizing diverse methodological
approaches, typically categorized into explicit and implicit measures. Explicit measures rely on self-
report instruments, often using Likert scales to gauge cognitive and affective evaluations. Typical
scales assess components such as perceived enjoyment, perceived utility (instrumental value),
perceived social acceptance, and perceived harm (e.g., addiction risk). These measures provide
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detaled nsi "J}H%Ight into the conscious beliefs and evaluations that shape the individual's stated stance
on gaming. However, explicit measures are susceptible to social desirability bias, where individuals

may underreport positive attitudes toward gaming if they perceive it as socially undesirable.

To mitigate the limitations of self-report, researchers increasingly employ implicit measures. Implicit
attitudes are automatic, unconscious evaluations that are activated without intention or control. The
most common tool for assessing implicit attitude toward gaming is the Implicit Association Test
(IAT), which measures the strength of automatic associations between the concept of "gaming"
and evaluative attributes such as "good" or "bad."” If a participant responds faster when pairing
gaming with "good" than with "bad," this suggests a stronger implicit positive attitude.
Discrepancies between explicit (conscious) and implicit (unconscious) attitudes are particularly
revealing, often indicating underlying psychological conflict or denial regarding the behavior.

Beyond traditional psychological scales, behavioral indicators also serve as crucial measures of
attitude strength. These indicators include observed behaviors such as purchasing frequency of
games or related merchandise, membership in dedicated online communities, and the average
duration of play sessions. A high level of investment, both temporal and financial, serves as a
strong, non-verbal indicator of a deeply entrenched and highly positive attitude toward the activity.
Integrating these behavioral measures with both explicit and implicit psychological assessments
provides the most comprehensive understanding of the individual's overall disposition toward
playing non-active games.

Conclusion and Future Research Directions

The attitude toward playing non-active games is a complex, multifaceted construct influenced by
motivational needs, social norms, perceived health consequences, and the inherent design
features of the games themselves. Positive attitudes are fostered by fulfillment of psychological
needs for competence, autonomy, and relatedness, often leading to flow states and strong habitual
engagement. Conversely, negative attitudes arise from internalized conflict concerning opportunity
cost, external social disapproval, and awareness of sedentary health risks. The interplay between
these positive and negative evaluations results in the highly variable behavioral patterns observed
across the gaming population.

Future research must continue to explore the temporal dynamics of attitude change, particularly in
response to major life events (e.g., starting a new job, parenthood) that drastically alter available
leisure time and perceived responsibilities. Moreover, cross-cultural studies are essential to
determine how societal values regarding productivity and leisure mediate the formation of gaming
attitudes. For instance, attitudes toward gaming in cultures that prioritize collective achievement
versus individualistic cultures may diverge significantly. Understanding these moderating factors is
vital for developing culturally sensitive interventions aimed at promoting healthy digital
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engagement.

Finally, as non-active games increasingly utilize immersive technologies such as virtual reality (VR)
and augmented reality (AR), research must adapt to assess how these new modalities influence
attitude formation. The heightened sense of presence and immersion offered by VR may intensify
both positive affective responses (enjoyment, flow) and negative cognitive beliefs (disorientation,
health concerns). Continued rigorous psychological measurement, utilizing both established
theories like the TPB and emerging methodologies like neurophysiological measures of
engagement, will be necessary to keep pace with the rapidly evolving landscape of non-active

digital entertainment.
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