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Abstract
[bookmark: _Hlk532051711]This paper aims to look at the effects/evolution the horror genera has had on video game industry the main goal of the paper will be to see how horror is used in relation to video games and can psychology influence game design. this will include looking at passive vs interactive horror so for example a horror movie vs a horror game and how one includes watching the horror and not interacting and the other is putting you actually in control of the story and your actions have consequences. Then how games have evolved in relation to horror from the retro era up-until the modern era how it’s changed over the years for the worse/better. Then how human psychology is affected how the adrenalin rush effect and other human emotions are used/affected by game designers to create effects in their games. 

Aims 
[bookmark: _Hlk532051727]This paper will explore how horror is used in relation to video games to understand this the following things will be looked at -

· How psychology plays a part in fear and how that relates to video games
· The effects that game designers employ to scare people in relation to real psychological effects   
· Interactive vs passive how a horror movie differs from a horror video game
· How adaptions of horror often fail when translated into a different form of media 



Context 
[bookmark: _Hlk532051739]This paper aims to look at the horror sub-genre in video games with the main aims of the paper being to look at the psychological effects on the player and how horror has evolved over the years. What is a stronger form of horror passive or interactive to find this out a movie can be compared to a game as a movie is an experience where you can just watch and not take part and a game is interactive giving the user control of the situation therefor they control the pace and the horror of the situation.    
How the players mind is affected by the game and how games in general use horror to drive the plot or change things. Research into studies on the human mind regarding horror will be looked at to further back up findings. How horror scares and the adrenalin rush effect play parts to create the horror experience and what makes horror as a genre stand out next to others and why do we like to be scared?
How video game devs use different forms of horror in their games to create different effects on the player this will be undertaken by looking at different Media’s interpretation of horror and what their main distinctions are for example psychological horror game  vs psychological horror movie and how these very different forms of  media use horror to affect the player.
  


Introduction 
The goal of this dissertation is to explore how horror is used in video games and how human psychology plays a part in it to create emotions and feelings the player. How the horror genre has been used in the past and its evolved in regards to the video game industry has is it been effective or not.
A look at how horror games effect the players mind to create feelings and its roots in the psychological world. Passive vs interactive horror how watching a horror movie differs from playing a horror game is one more effective or not and why. A horror movie will be compared to a horror game to look at the differences in the experience and if one form of horror is better than the other    
How adaptions are seen in relation to psychological horror so for example if you watch a psychological horror movie of a pre-existing property of a game for example a game how will a person interpret it and why do adoptions fail or succeed and if there’s a reason for this.  
How different genres of horror effect the player in different ways and what effects do they have on the player so how will a psychological horror game like silent hill effect the player differently than say dead space an action/gore game and if there’s links in psychology to explain why we feel different forms of fear to them.        
Case studies 
Psychology and its role in horror fiction
“The pleaser derived from horror fiction and the source of our interest in it resides, first and foremost, in the processes of discovery” – (Carroll, 2005 p173) (27)

Psychological horror is a sub category of horror that focuses on human nature and the mind unlike other forms of horror psychological horror stories are very personal and emotional where the main monster in your story is isn’t an alien, creature or demon it’s just a normal person that could pass you on the street. A good example of psychology horror can be found in many forms of horror fiction for example in regards to books Edgar Allan Poe has many stories that involve psychology and the mind stories like “the raven “(1845) and "Mesmeric Revelation"(1849) involve psychology (1). The raven following a man being plagued by a raven and the mesmeric revelation involving   Conversation with a hypnotized dying man both stores involve the degradation of the characters mind Poe said, “Words have no power to impress the mind without the exquisite horror of their reality.” – Edgar Allan Poe this really sums up what psychological horror is all about Psychological horror aims to take what could happen to anyone in everyday life and shows the viewer the worse possible outcome (2). Psychological Horror can be found in many forms of media but not all of them are the same, movies are for example are more effective at causing extreme emotions like jump scares for example whereas let’s say horror books usually have a slower approach and creates more of an Anticipation and dread to turn the page and find out more. Psychological horror therefore aims to play with people minds but why do people get scared of this?  Matt Ridley says that “the human brain is pre-wired to learn fears that were of relevance in the Stone Age” (Ridley, 2004). From this it can be argued that the main role of psychology and psychological horror is to tap into the viewers/players mind and play with the emotions people are hard-wired with since birth. But what types of effects are typically displayed when people experience horror and are there any positive/ negative side effects from partaking in it?. Sigmund Freud a well-known Psychologist talked about the existence of the unconscious mind a state of being involving the part of the mind people can’t interact with but controls base human emotions like violent motives and fears possibly psychological horror could involve this unconscious mind theory as horror related subjects activates the fear side of the brain. But how do these emotions effect people in regards to video games? (3) .        



Psychological effects

[bookmark: _Hlk532051782]Fear is a basic human emotion that is felt by everyone no matter how young or old you are or if you are a man or woman but what effects does fear actual give us when we play scary things Tracia Hussung from online.csp.edu states that “in the brain fear causes a chain reaction that begins with stressful stimuli and ends in fight or flight” (4) this is normal human behaver as humans are hardwired to react this way as in the real world humans could be killed by anything at any time. So, if fear is the human mind telling us to run or fight why would a person pay money to   play something scary? Here are some possibility’s - 

The flow
The flow is a form of feeling when the player is that there best and feel like there really in the game world and in the moment psychologist Mihaly Csikzentmihalyi who came up with the term “flow“ has been researching the effect of flow on the players in tests he found that people in the feeling of flow say that  “concentration on the task at hand” and a “merging of action and awareness” are felt  it’s not hard to see how this could link to horror games(Katherine Isbister,2016). People put in a horror setting go into flow and are “in the moment” it’s possible that people play scary games to achieve this feeling and get the feeling of being in the moment and their actions having consequences.
Adrenalin rush                      
 Adrenaline rush is a human mechanism designed to protect us in times of danger adrenalin is realised into the body when danger or fear is involved it tells a person when to fight or run some of the effects include decreased pain/increased strength and an increase in mental focus (5). But how does this relate to horror games? strangely even though video games can’t hurt you and there’s no real danger involved people still play games to achieve the “adrenalin rush” feeling as most people would never encounter some of the horror’s they face in video games or movies in there real life it can be said that people seek out horrific subjects as they want to feel the adrenalin rush as it can’t be achieved without feeling fear or danger in everyday life. 
Anticipation          
Anticipation is the feeling of knowing something is about to happen be it through past experience or an understanding of the situation the individual/viewer finds themselves in. In regards to horror Neal Patel from unbouncer.com breaks down the feeling of anticipation into two sections 1) anticipation is controlled by the cerebellum the part of the brain that control our automatic side therefore when we experience something new we link it to a past experience we faced and automatically anticipate the same thing as before. To link this to a horror game the player could have played a game and experienced a jump scare so the next time they play that game they expect the same thing to happen again.2) when a player is overwhelmed by scares and fear the anticipation processes is interrupted almost like when a robot or a program is overwhelmed by experiences the human mind can also be overwhelmed To combat this its best to let the player adapt to their surroundings and give them a cooldown pried (6).        



Human psychology in relation to horror video games 

[bookmark: _Hlk532051806]Human psychology or the study of the mind is a vast subject incorporating many aspects of study although the main focused being on horror movies and their effects on people in recent years psychologists have been looking at games as a source of research to understand the human mind. Many times, people are asked what scares/frightens them, but this question is very subjective as everyone has their own fears be it insects’ heights or loud noises but horror has many aspects that influence people in different ways.
” fear is the negative emotion that comes about when people are under siege or threat that is not pleasant” states Glenn Sparks a professor from Purdue university (7) this statement can be applied when watching a horror move or playing a game that scares you but why? why do people voluntarily play/watch/read scare things? Jamie Madigan from psychologyofgames.com breaks it down into three sub groups 1) scare seekers the type of people that watch /play scary things to feel a rush similar to the same effect that sky diving or swimming with sharks has on people it could also be said these type of people like to break away from their everyday boring lives to feel something that goes back to our primal nature.2)people that hate horror but still watch strangely this type of person watches horror not because that want to but to feel good when it ends like they also most overcame a trial of some sort Glen Sparks states “people become psychologically aroused due to fear during the event but also after it ends” this farther proves that people like the feeling of watching/playing something bad or forbidden to get a psychological high (7). 3) The third group are people that watch/play horror related things to be accepted in society Andrew Weaver from Indiana university states that  “ for males in particular sitting through these films is sort of a test it proves that one is man enough to handle it” from this we can gather that this group of people watch/play scary things to fit in and conform to society a good example of this is teenagers daring each other  to watch something scary to prove themselves to the group calling back to the  pack mentality of our ancestors (7).

How psychology is used in games – example doki doki literature club (2017)
doki doki literature club is a Japanese visual novel (interactive story) involving 4 girls the main player can romance the art style is bright and colourful and all indicates that the player is just playing a normal romance simulator, but the player soon starts to realise that’s not true and the game is actually a psychological horror game. The cute anime styled girls are killed in horrific ways and each kill comes out of nowhere this form psychological horror subverts the players expectations as they don’t believe anything horrible is going to happen this form of horror can also be seen in the horror movie psycho (1960) with Hitchcock’s use of Norman bates as the killer that the viewer didn’t expect him (8). 
  The game also breaks the fourth wall and tries to delete the players save folder and the character Monika sits down to talk directly at the player these are effective ways of making the player think there actually involved and the horror stops being a game and seeps into the real world. This blending of the game and real-life creates psychological horror because no matter what the player/viewer sees in horror movies they know there safe but doki doki literature club blurs the lines between what’s true and what’s not Kant Vainio from ithaterriblefate.com says “taking something thoroughly non-horrific (a dating simulator) and gradually unravelling the basic principles that make it inviting and comforting.”(8) this why the game is so popular in the gaming community it lures you in and then does a 360 degree turn and throws horror at the player . 


How psychology used in movies – example Alfred Hitchcock – movies various  
Alfred Hitchcock ones said, “There is no terror in the bang, only in the anticipation of it.” (9) this really sums up what the horror genre is and how the human mind sees the world. For any good horror story to work it needs to engage the listener and this is no easy task people in everyday life put up barriers to hide their true feelings from each other. Again, back to Hitchcock who is considered a “master of suspense” many of his movies involve the use of human psychology that at the time terrified viewers for example the 1960 movie Psycho is seen as a classic and one of the greatest horror movies of all time but why? It doesn’t show blood and gore it doesn’t have any horrific monster/imagery but what it does have is anticipation this is what Hitchcock did best (10). He could set a scene up to not even show the viewer anything horrific but just imply something is going to happen this form of horror draws heavily from human psychology and Hitchcock used a technique called ‘quick cutting to quickly cut away from what was happening on screen (11). Hitchcock’s other moves have elements that tie into human psychology as well like the 1963 movie the birds it used birds as the threat/killer this movie used the human minds ability to see every day innocent object/creatures as dangers as the horror in the movie this also links back to psycho’s use of Norman bates as the killer who no expects and shows how Hitckcock subverts the viewer’s expectations Overall it can be said that Alfred Hitchcock uses different forms of psychological horror some examples include (10) –
· Madness/ – psycho 1960 /Norman bates and how he kills people (10)
· Phobias – vertigo 1958 johns fear of heights (10)
· Everyday objects used as monsters – the birds 1963 crows and other birds attack people (10)
· Paranoia/ rear window 1954 a man sees a woman being killed but no one believes him (10) 

Many of these forms of psychological horror can also been seen in video games some examples include call of Cthulhu (2005) where the main character in the game has gone insane and the game uses this to create scares/ silent hill 2 (2001) the use of the in-game radio to create tension and also how everyday object like the school have been turned evil. From this we can gather that video games do use psychology and have taken some inspiration from Hitchcock at least.       
[bookmark: _Hlk532051826]A brief history of horror games 
From 1982 with the release of 3d monster maze on the Sinclair ZX81 to 2017s resident evil 7 horror has evolved and changed over the years and taken many iterations in the video game industry. The very first horror video game 3d monster maze released on the Sinclair zx81 was made by mistake Malcolm Evans the creator states “limitations actually made things like 3D Monster Maze possible.it didn't matter how big a monster you put on the screen it'd run at the same speed” (12).horror games have evolved over the years and changed with each generation of console here are some of the important milestones in horror in regards to video games - 
· [bookmark: _Hlk532058672]1982) 3D monster maze is released on the Sinclair zx81 and is the very first horror game (13)
· 1989) capcom released sweet home there first attempt at a horror game and the game that inspired resident evil (13)
· 1992) alone in the dark is released and is the first 3D horror game (13)
· 1996) Resident evil reinvents horror for the modern era and improves on alone in the darks 3D mechanics (13) 
· 1999) Silent hill is made and offers the player an atmospheric horror experience with its use of the fog mechanic (13)
· 2005) resident evil 4 is released on the game-cube and blends horror and action and changes the industry (13)  
· 2010) Amnesia the dark descent is released on steam and is propelled to popularity through the YouTube let’s play crowed (13)
· 2014) P.T a tech demo is produced to show the power of modern gaming technology but is cancelled (13)


Psychological Horror adaptions  
Like in all forms of media horror is adapted into movies and video games but interestingly when a movie tries to make a horror game into a film its usually falls flat and the reverse is true as well see for example the silent hill movie it only manged to get a 30% on rotten tomatoes (14)  and a 3/5 from empire (15) and received  reviews like “silent hill is mostly paralysing in its vagueness” from entertainment weekly and “Visually arresting but only sporadically enthralling” from the Baltimore city paper (16) . like wise the movie to game adaption of the thing (2002) gathered average to mixed scores like 73% on metacritic.com (17) but it also received praise for capturing the astatic of the movie Kristan Reed from eurogamer.com points out “if you can pick up the thing cheap you won’t be to disappointed” (17). But why does psychological based horror fail when being adapted into different forms of media?   Andrew Semaan seems to think they fail for a few reasons including the following misleading marketing this can be seen in advertising of a psychological horror movie, but action and gore are used in trailer/ marketing people would understably angry if they were misled. He also stays that the times are different, and the younger more desensitised movie viewer doesn’t want deep psychological horror (18).      

Horror passive (movie) vs interactive (video game)
Movies have always been the dominating form of entertainment in the world and to some extent the modern world but interestingly a contender for the throne of king of entertainment has emerged video games. Although games have been around since the 1970s the outside world only really started taking notice in its profitability in recent years with a good example being in September of 2013 with the release of Grand theft auto V it gained $800 million worldwide in just 24 hours which at the time was more money than a single game/movie/record made in history this would wake the world up to the profitability of the video game industry(19).   
But what is passive vs interactive? When a person watches a movie, they aren’t engaging in the action on screen they are only able to watch the events play out the main difference between a movie and a video game is that a video game is interactive, and the player is in direct control of the action on screen and their actions have consequences. but is one better than the other or are there flaws on both sides to find this out a comparison will be made between two famous horror related forms of media one game vs one movie they will both be from the same sub category of horror to keep the comparison more evident and the topic make more sense as it would be counterproductive to compere a slasher movie to a psychological horror game. Therefore, silent hill 2 will be compared with the shining movie as they both share a base in psychological horror and have some similar undertones in their story’s. 





Horror games interactive – silent hill 2 (2001)

What is silent hill 2?
Silent hill 2 the sequel to the silent hill 1 from konami a Japanese game studio it gained over one million over its worldwide lifespan indicating its success at the time(20).Silent hill 2 is a psychological, survival horror game set in the fictional town of silent hill the player takes the role of James Sunderland a psychologically damaged man who is sent a letter by his deceased wife to come to the town of silent hill Although set in the same town as the first game its not a direct sequel/continuation to the first game. Continuing in the story the player finds out that James had killed his own wife years before and was suffering extreme guilt and the town of silent hill is a sort of personal hell with his dark feelings manifesting to attack/punish him for his crime (21). What really made silent hill 2 successful in its use horror was its use of Japanese’s inspired horror before silent hill the general gaming public didn’t really have an idea what Japanese horror was like yes resident evil was made by Japanese people, but it just didn’t have the same felling. For example, japan finds the concept of ghosts horrifying more than a westerner this ties into their folklore and their religion Vernieda Vergarara from bookriot.com states “Japanese horror doesn’t concern itself with logic” (22) this really shows in the game as the monsters have unhuman shapes and almost resemble people but in a twisted way they also don’t  The game would go on to be extremely successful gaining 9.0/10 from ign.com who praises the games use of sound its story and re-play value (23).              
The interaction                      
Silent hill 2 is a survival horror game so the player is alone in the game and has limited weapons but what makes this game/genre stand out when compared with horror movies is how the player has actual control over the situation. How many times have people screamed at a horror movie character to run or don’t go upstairs well a survival horror game actually lets you control the character, so you can literally run or hide. How does this relate to silent hill 2? the player guides James through the town in hopes of finding his wife the player has no help in this task and needs to find clues and complete puzzles to progress this slows down the pace and a movie wouldn’t do this as the audience would get bored and leave (21). This is what makes the game stand it shows you what you don’t see on screen in the book thinking about movies its stated that in movies the term “cut” is used to indicate that the viewer doesn’t need to see everything only the important and engaging parts (Lehman&Luhrz,2003).This distinct difference can be argued for and against as giving the player the option to explore the game environment and find parts of the story through books and objects makes the world feel more real and interesting but on the other hand the player could get bored and lose interest if there’s not much happening around them this  is usually combated by integrating cutscenes into games. The use of cutscenes is used sparingly in the game only to cover really important parts of the story like the start of the game to give the player context of what’s happening to give an example of how a video game handles a scene and how a movie handles a scene look at the way silent hill introduces the main Villain/antagonist “pyramid head”    
[image: ][image: ]



“Silent hill 2 pyramid-head scene” (movie) Published on 27 Jun 2013 online video clip 
Published on 27 Jun 2013

“Silent hill 2 pyramid-head scene” (game) published on 1 jan.2010 online video clip 

    
[bookmark: _Hlk532051859]  In these two scenes we can see very different approaches to introducing the main antagonist of the game/movie in the game we can see that the player is shown some really disturbing imagery to really get the players nerves up then james can only hide from the monster really showing the player there no match for him. Now contrast this with the introduction of pyramid head in the silent hill movie instead of letting the player see the more disturbing side of pyramid head the viewer gets to see him attack some inmates the two scenes are different but get there point across to the viewer/player that the monster is very dangerous, is one better than the other no its subjective to the person watching/playing.
  Throughout the game the player encounters many horrific monsters and nightmares that ramp up the tension the player feels but unlike other horror games silent hill does not rely on jump scares for cheap scares it uses an in-game radio to indicate to the player that there are monsters near, so it creates a sort of an Anticipation and dread at what they must face(21). This form of horror really ramps up the tension for the player as they get the feeling that danger could be anywhere this use of sound to guide the player is also used in movies it’s called a Motif a recurring object/idea/sound/plot its used to hint at things to the player but in a not some obvious way (Lehman&Luhrz, 2003).
As Bernard Perron states “silent hill could be a very real place where lost spirits go to wonder” (Perron, 2009 p31) maybe this is why silent hill 2 creates such a sense of dread with the people that play it? maybe the idea that the setting of silent hill  could remind the player of a small town they grew up in could play with their emotional feelings and this also ties back  into the findings of  Sigmund Freud where he talked about people having repressed memory’s that are brought out by things that effect people on a personal level (3).

Horror movie passive – the shining movie (1980)/book (1977)
What is the shining ?
The shining is a book by Stephen king and later adapted into a movie by Stanley Kubrick it follows the story of Jack Torrance and his family and their arrival at the overlook hotel. The horror aspect comes into play with the slow psychological breakdown of Jack and his eventual fall into madness and his attempts at killing his family. For a horror movie or any movie in general is the cast there only three people with one or two minor characters popping up but over all the films cast is very isolated much like the movies setting(24).
Over the course of the movie we see the slow decline in jack’s mental health this is what ties the shining into silent hill is the use of the main characters sanity and to progress the story with jack we see him interact with ghosts and horrible spirts calling into question the fact that is has jack always been insane or has the hotel made him insane (24).  In silent hill 2 James is getting letters from his dead wife and his seeing monsters we can obviously see a comparison and that Konomi was inspired by the works of king/Kubrick The shining went on to gross $44,017,374 in its total lifetime showing just how popular it was (25). Interestingly research carried out by Thomas Straube at the university of  Friedrich-Schiller-University of Jena found through FMRI brain-scans 40 people who watched scary scenes from movies like the shining showed increased activity in the part of the brain known as the visual cortex and sub-cortex not the amygdala the part of your brain known for making fear in people Straube also found that the amygdala responds more  to sudden threats (26). Through these findings we can see that people respond more to more sudden threats the closest form of fear in this regard would be the jump scare possibly these findings could extend to video games as well as video games are well known for there use of jump scares (Straube, T,2010).    



The interaction                      
The shining is a psychological horror movie, so the horror is much more slower to get going than lets say a slasher the viewer gets to see the slow decline of Jacks mental health and the build up to his snap this form of horror very much links back to what Hitchcock said “There is no terror in the bang, only in the anticipation of it.” (Alfred Hitchcock) the viewer gets to see the cracks forming and we know he is going to kill his family much like how the player finds out that James in silent hill 2 killed his wife and has been imagining her the player slowly start to think what else he’s done or if the monsters are even real or in his head (9) (21). 
Unlike how a video game puts the player in control the shining is a movie, so the viewer can only watch as Jack goes mad you just get to see the journey unfold also in some regards this form of horror is more terrifying than a game as you are helpless and can only watch the events play out. Many other games where inspired by the shining some examples include games like the shining and resident evil 3 where the antagonist chases you down much like Jack chases his wife and games like dead space 2 and silent hill 2 have mentally unstable characters and reminding the player of jack’s breakdown.

Passive vs interactive summery 
[bookmark: _Hlk532051887]Although both forms of media aim to scare the viewer they couldn’t be more different with silent hills use of Anticipation and motifs to guide players and create tension/scares it creates a unique experience that as Alfred Hitchcock previously mentioned about implying horror not showing it silent hill really invokes. There is no clear winner in this regard as stated before silent hill being a game puts the player in the middle of the action but contrasted with the shining a movie the viewer can only watch both experiences offer the viewer/player different forms of horror. But as the findings show both involve the use of psychology to create there very different forms of horror the findings of Thomas Straube tie games and movies together in activating the amygdala therefore it can be argued that horror games and horror movies are much more closely linked that previously thought. But also, at the same time horror games and movies aren’t the same as shown by the complete failure of the silent hill movies. games and movies don’t end do well when copying each other further showing the dived between the two forms of media but is this a bad thing? As having two different types of horror offers the player/viewer more options to get scared. 

Overall Conclusion
The aim of this dissertation was to find out how psychology influences horror games some interesting findings where discovered Throughout this paper the following things have been found out. How the human mind works and how video game developers use real scientific methods to frighten the player like with the use of the flow, Adrenalin rush and anticipation these techniques are used in horror games to play with the viewer/players mind to ramp up tension and scares. How horror movies like the shining and directors like Alfred Hitchcock have influenced horror video games with their techniques to use more psychological approach rather than just jump scares and gore. How horror movies differ from horror games and why they don’t translate into different forms of media well. 
How horror games and horror movies differ interesting as both have the same goal of scaring the viewer/player, but both go about it in different ways and have different effects with the audience it goes for video games crafting a more personal feeling and relying on putting the player in the moment and horror movies using different techniques to scare the viewers. The works of Sigmund Freud/edger Alan Poe/Alfred Hitchcock and many others play a part in creating psychological horror in different forms of media, but all have inspired games to some degree. Overall the use of real world psychological techniques applied in horror games can be seen as effective in there uses and use the findings of respected and trusted studies and authority’s  to back up there techniques.
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