
[image: ]
The Aspects of Immersion in Flow and The Elder Scrolls V: Skyrim.
Dissertation
ABSTRACT
The aim of this paper is to explore the aspects that makes certain video games incredibly immersive, this will be done by looking at some of the aspects of immersion such as flow as well as using The Elder Scrolls V: Skyrim as a game from which to draw examples. This paper deduced that strong game design lending to the flow state help immersion as well as a level of player freedom and ownership over their character.
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[bookmark: _Toc100315014][bookmark: _Toc100315098][bookmark: _Toc99096864][bookmark: _Toc101939585] Introduction 
When we as humans do something, anything, we can become immersed in it. Be it reading a book, watching a film, or even playing video games. In this essay I will strive to explore what essential traits are integral to making a video game immersive by using studies made into the topic of immersion, as well as exploring The Elder Scrolls V: Skyrim [1] as an immersive experience. This paper will also explore other factors that can lead to an enhanced experience such as nostalgia, flow state, and human psychology.
The motive of this paper is to develop a reliable checklist of features to help create the most immersive experience within the media of video games, and how or why such features are so effective when used in certain ways.
This paper will look to explore immersion by striving to do the following:
· Study and analyse papers from reliable sources such as the Frontiers in Psychology journals to understand why certain features and techniques in video games can have such strong immersive effects on people.

· Examining other forms of media other than video games that also immerse people and discovering whether or not these traits are transferrable to games. This would have a strong focus on researching the benefits and disadvantage of virtual reality when it comes to immersing the user.

· Discuss how virtual reality ports of already immersive video games can either enhance or detract from the immersive experience, focusing on how certain aspects of the game are translated into virtual reality.
Along with the aforementioned points it should be noted that this paper will be looking to point out that some typically immersion breaking features in games can in fact improve the player enjoyment. It should also be remembered that not all game experiences are designed to be extremely immersive pieces of work and sometimes can suffer from aspects of it, such as photorealism in the graphics of many games in the current market.



[bookmark: _Toc100315015][bookmark: _Toc100315099][bookmark: _Toc99096865][bookmark: _Toc101939586]Background
‘Immersion’ noun
‘Immersion (in something): ‘The state of being completely involved in something’
As noted in the definition above, to be immersed in something is to be completely involved in something, anything that completely envelops us for a certain amount of time, be it minutes or hours. Many forms of media immerse us, most commonly people are immersed in books and movies for hours on end. Whilst the definition of immersion is often unclear [2] this paper will be focusing on it in two combined ways. The first is the psychological state where the user or player empathises with a character and diegetic world, and secondly the process which gets a user or player to achieve this. Whilst immersion can be achieved through many forms of media this paper will focus on its application within video games and how the increased level of engagement with the user amplifies the effect. [3] There are many other related concepts such as presence, the “illusion that a mediated experience is not mediated” [4] and engrossment which is described as a temporary and willing acceptance of a fantasy that is required for play, [5] otherwise known as ‘losing yourself in the game’. 
The concept which this paper will focus on is the idea of flow proposed by Mihály Csíkszentmihályi which will be elaborated on later in the paper, but it is essentially the effect that any aforementioned concepts can have, which is the optimum criteria for happiness. It should also be noted that this paper will explore how traditional mediums for narrative and fantasy worlds such as books and even video games can be amplified by the applicated of virtual reality. This will mostly be looking at the idea of sensory immersion as the player would be literally and metaphorically surrounded by the world, they desire to be immersed in. [6]
Most studies into immersion focus on specific areas and how they affect immersion, such as a deep dive into how sound design in movies helps immerse a viewer in a cinema [7]. This paper will take a much more generalised view on immersion by focusing on the whole experience and will draw from the deeper conclusions made by others on the core factors of immersion in video games to build a singular larger conclusion.

[bookmark: _Toc99096866][bookmark: _Toc100315016][bookmark: _Toc100315100][bookmark: _Toc101939587]Case Studies
[bookmark: _Toc99096867][bookmark: _Toc100315017][bookmark: _Toc100315101][bookmark: _Toc101939588]Flow State 
The Flow State, also known as being ‘in the zone,’ is a mental state in which a person is fully engaged in an activity, completely immersed and energized whilst doing so according to Mihály Csíkszentmihályi, who is widely known for recognizing the phenomenon. [8] Csíkszentmihályi notes a list of a few elements that can influence and bring on a flow state, which can be translated into video game attributes. 
Firstly, Csíkszentmihályi mentions “A Challenging Activity That Requires Skill.” [9] As a key point of flow, as well as a primary element of enjoyment. This trait is almost guaranteed in any video game since “Conflict is an intrinsic element of all games” [10] as stated by Crawford, and conflict creates a challenge for the player to overcome. Whilst typically games include violence since it is a natural expression of conflict, any form of conflict that generates a challenge creates an ideal environment for flow. 
Clear goals and feedback are another method of achieving the optimal experience, which are tied in with challenge. When someone has a clear goal that they know they have the ability achieve they have a stronger drive to succeed. Quite often video games will literally provide clear goals in the form of quests and missions, especially in linear narrative video games. Feedback is also provided to the player on a regular basis in the form of objectives within quests, and the design of objectives typically reflect the players progress in the many forms such as increasing skill or level, and even decreasing supplies or health. Positive or negative, the player receives constant feedback on their progression.
It is a common occurrence that when in the flow state, people often say they experience a sense of timelessness. This is either time seemingly passing faster or a single second feeling like minutes. [9] When this sense of timelessness is combined with games that have a day and night cycle such as Minecraft [11] (where the day lasts for 10 minutes and the night lasts for 7 minutes) there can be some situations where the player’s perception of time is even more warped. This is seen in a video by Disrupt [12] where a player spends 24 hours in Minecraft with a Virtual Reality headset, commenting on how they felt like time was incredibly warped. In 24 hours, they experienced 72 days in Minecraft, leading to them feeling a sense of accelerated time. Whilst this is an extreme case and this user did it as a one-off challenge, it highlights the timelessness that many experience in a clear way.
[image: Diagram

Description automatically generated]The player skill to difficulty ratio is a major factor of achieving a flow state. If a game is too difficult for the player, they can become frustrated at a lack of progress, too easy and they can become bored and not be as engaged with the game. FromSoftware’s games are notorious for their difficulty which can leave a lot of players feeling extremely frustrated, even at one of the early enemies the player meets in the tutorial segment of Dark Souls 3. [13] However, players who are skilled enough to meet the difficulty of Dark Souls tend to thrive and achieve the flow state thanks to the rhythm of its combat.[bookmark: _Ref100482826][bookmark: _Ref99637661][bookmark: _Ref99636702][bookmark: _Toc101256806][bookmark: _Toc101812594]Figure 1 - A graph showing the original model of the Flow State. Adapted from Csikszentmihalyi. [8]

This rhythm that can be used in almost every game is often subtle and only heavily displayed in games like Bullets Per Minute [14] which has the unique selling point of every action happening on the beat or half-beat of the game soundtrack. Be it shooting, reloading, dodging or even the enemy attacks the way to beat Bullets per minute is to learn the beat, the rhythm, of the game. By using this rhythm in more subtle ways to invoke flow like another of FromSoftware’s games, Sekiro: Shadows Die Twice [15] follows a skill-learning curve where the player slowly learns the attack patterns of enemies so that they can block or deflect the attack in time. As the game progresses some enemies attack patterns will become dangerously fast, depleting the player’s health in mere moments. However, the catch in Sekiro: Shadows die Twice is that the player can resurrect once after dying, leading to the player being able to return to the fight they just lost with a new familiarity with the enemy’s attack rhythm. This sudden ‘click’ that some players can have when they suddenly can counter every attack an enemy is throwing at them leads to moments of intense elation as they achieve flow in a brilliantly cathartic way. [16] 
Whilst this case study has mentioned the flow state it should be noted that there are multiple types of flow that this paper will now explore. The Macroflow, which at its core is the state between player boredom and player frustration, essentially it is a balance of player skill and action difficulty. This state can be shown as a graph across the entire playtime of a game, the zone in middle is where the macroflow resides, providing the optimal experience for players and ushering in the flow state which can be seen here in Figure 1.
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Description automatically generated]However, it should be considered that player skill is an unpredictable variable and whilst developers can account for the majority and the average player, many might stray from the flow state. Using FromSoftware’s games as an example again, the typical Dark Souls game has a high skill floor, which when plotted on the flow model in Figure 2 shows how the player may feel frustrated at the beginning. This makes Dark souls a difficult game to enter, but extremely rewarding for those who stick with it and gain the skill to succeed later in the game, entering the flow state. [bookmark: _Ref99637743][bookmark: _Toc101256807][bookmark: _Toc101812595]Figure 2- A graph showing a high skill floor against the flow model.

Many games include features to change the difficulty of the game by changing a collection of variables. Sometimes lower difficulty leads to lower enemy health, or reduced consequences for failure. Often difficult games such as Divinity: Original Sin 2 [17] which also have a strong narrative as well as difficult gameplay have a story mode  of sorts with a reduced gameplay difficulty to allow anyone to simply enjoy the story. These settings can usually be changed during playtime at any point during a playthrough, however there are exceptions to this such as games that lock the difficulty at the beginning, or some that have dynamic adaptation to the player. An example of this dynamic adaptation is Half-Life 2 [18] by Valve Corporation where health crates would have different amounts of healing depending on the players current health [19] resulting in a more balanced experience for the player, especially if they are nearing frustration due to for example, having low health. 
[bookmark: _Toc99096868][image: Diagram

Description automatically generated]Whilst macroflow, as mentioned, is the space between general player skill and game difficulty, microflow is a series of small achievements within a brief period of time. Using a previous example, the deflecting combat mechanic in Sekiro: Shadows Die Twice generates a strong microflow due to its rhythm and positive feedback for correctly performing the deflect at the right time. These series of small achievements help develop a virtuous circle where each small achievement helps achieve the next one in a continuous cycle of improvement. 
By having gameplay design choices that maintain a microflow players can attain a flow like state shown in Figure 3 whereas the flow intensity increases (due to the maintained microflow continuing) the perceived challenge to attain the next small achievement decreases. [bookmark: _Ref100238380][bookmark: _Toc101256808][bookmark: _Toc101812596]Figure 3 - A graph showing a decrease in perceived challenge as flow increases



[bookmark: _Toc100315018][bookmark: _Toc100315102][bookmark: _Toc101939589]The Elder Scrolls V: Skyrim 
It should be noted that the version of The Elder Scrolls V: Skyrim [1] being used as an example here is the 2011 original release on Xbox 360 using a gamepad controller.
[image: Skyrim Nintendo Switch Character Creation Guide: Best Races, Builds, And  Bonuses - GameSpot]The Elder Scrolls V: Skyrim [1] by Bethesda Game Studios is an open world, single player role-playing game based in the universe of The Elder Scrolls. In this case study the paper will discuss the design, features, and mechanics in The Elder Scrolls V: Skyrim and their relation to the immersive experience. The Elder Scrolls V: Skyrim, or more commonly known as just ‘Skyrim’ is a game that puts the player as a silent protagonist called ‘The Dragonborn’ who is  essentially the main character for the story of the game. Whilst the character of The Dragonborn is lacking, and often this style of main character is thought of as “a device used as a crutch for bad storytelling” [20] they can also be used as a semi-blank slate for the player to impart their own character onto. [21] The player’s character in Skyrim officially has no backstory, the opening sequence where the main character wakes up in a cart on the way to their own execution establishes that they were mistaken for a rebel trying to cross the border, lacking memories of what came before that event. Once the cart stops and the NPC’s  are listed off by a soldier, he looks at the player and asks, ‘who are you?’.
At this moment the character creator (Figure 4) opens up and the player is given the chance to build their own character, their Dragonborn, from the ground up. Skolnick believes that the stronger the relatability the player has with the character, the stronger the emotions that the stories that character is part of can evoke. [22]  He also states that the character having desires and goals that match the players helps develop the relatability which is unavoidable when the player can create and play the character however they like.[bookmark: _Ref100238981][bookmark: _Toc101256809][bookmark: _Toc101812597]Figure 4 - The Elder Scrolls V: Skyrim character creator, showing the Argonian race choice

[image: A person in a garment

Description automatically generated with low confidence]The ability for the player to project their own identity and story onto a video game character is an invaluable aspect of immersion in video games as stated by Murphy [23] and help fuse the player to the game, intertwining the game and the player. Whilst some players might simply look at the character creator, select a race they think is cool, and choose one of the pre-set appearances and move on, many players develop their own little stories whilst creating their character. Once again, these little stories and custom narrative around the origins of the player’s Dragonborn deepens the bond between character and player, whilst simultaneously providing a sense of ownership over their newly created and named character. [24][bookmark: _Ref100239275][bookmark: _Toc101256810][bookmark: _Toc101812598]Figure 5 - Hadvar encouraging the player to explore and find better equipment after untying the players bound hands

Once the player has created their character the tutorial begins to ensue, having the player follow certain non-player characters (NPCs) as they are railroaded around away from an attacking dragon, teaching them the movement controls. Before continuing the rest of the tutorial, the player must decide between two NPC, a rebel who was to be executed alongside your character or one of the soldiers who captured them. This decision helps provide ownership over the developing characters and story [25]. The rest of the tutorial segment follows a similar method of ‘learn by doing’ where the player is slowly introduced to one feature after another to prevent an information overload of new buttons and mechanics to learn. Whilst a drawn-out tutorial could be quite annoying for most, Skyrim’s is rather diegetic with their companion NPC for the tutorial, Ralof or Hadvar, giving them dialogue (Figure 5) such as “You better get that armor on. Give that sword a few swings too.” Which encourages the player to quickly test out that feature and familiarise themselves with the game and get comfortable with controls. 
This staggered complexity type tutorial [26] that lock game functions until the game introduces the feature, for example during the first segment of the tutorial where the character flees a dragon attack, their hands are bound so they cannot interact with anything yet. Whilst the player does have non-diegetic information in the form of controls being shown on screen when prompted to try a newly revealed feature, it doesn’t disrupt the immersion since it supports the more fast paced and flowing tutorial and matches the pace of the story of the moment [27], that being a dragon burning down the keep you’re in. 
In a later segment the player comes across the corpse of a mage in a cell, which gives the optional quest prompt of picking the lock, a quick tutorial on using lockpicking ensues with haptic feedback if the player is using a gamepad to emphasis the on-screen lock tension. Once the player has figured out lockpicking they have access to the cell, providing them with some spellcasters robes and some novice spell books to learn new spells. Whilst the tutorial here does not give any prompts for the player to equip the new robes or how to use the spells, the prior lesson in equipping armour and attacking with a sword transfer here. This is one of the first examples of the player being able to do nearly anything they like within The Elder Scrolls V: Skyrim. 
Once they finish the tutorial the player is taken off the railroad they’ve been on until now and are given access to the world of Skyrim. Whilst the NPC companion suggests that the player go on to the nearby village of Riverwood and get some supplies, nothing stops the player going back in the complete opposite direction. The non-linear narrative leads to a far more balanced and enjoyable experience [22] since the player is not restricted to any questline or area. Some players may follow the suggestions, do the main story questline, and defeat Alduin who threatens to destroy the world. Other players may end up “160 hours in and only had the barest START of the main story.” [28] 
Another suggestion from the NPC companion at the end of the tutorial is to pray at one of the three guardian standing stones on the road to Riverwood. Each one of these, the Mage Stone, Thief Stone, and Warrior Stone, embody a typical fantasy archetype. Whilst some role-playing games, also known as ‘RPGs,’ limit the player to classes that restrict things such as weapon or armour choice, Skyrim gives the player the freedom to play however they like by allowing them to use any weapon, armour, or crafting in any combination. By continuing to use something like a one-handed sword, a player can improve their skill over time by training by doing various actions with the weapon. All skills can be improved by a variety of methods such as crafting, attacking, casting, and defending, all depending on the type of skill.
[image: ][bookmark: _Toc101256811][bookmark: _Toc101812599]Figure 6 - The 'Warrior' segment of Skyrim’s skill tree

By having the freedom to choose to use anything in their arsenal players reflect a real life ‘expertise model’ whereby using a skill you improve that skill, which as an obvious model to most leads to a deeply immersive experience [29] . As an example, for how this system works, a player who picks up a destruction spell and uses it most of the time becoming say, level 50 in the destruction magic skill would be considered a good destruction mage. Nothing stops this mage character picking up a two-handed sword and using it, even if they have never used it before and their two-handed skill is at the baseline 15.
 Players can also invest skill points which they gain every level into perks in each skill tree, permitting they have the required skill level to unlock it as well as the points. These perks change the way the specific skill tree works, for example our level 50 destruction skill mage may have the dual-casting perk, letting them cast two destructions spells at once for a more powerful effect. These perks and skill trees lead to the development of more diverse characters, which in turn helps create a more unique character for the player to become attached to, as two playthroughs of Skyrim might may have vastly different Dragonborn characters depending on where the player goes.
A key factor of the Skyrim gameplay experience is exploration. With a huge diverse world, Skyrim offers a variety of locales that the player can visit at any time from exploring dragon nests on snowy mountains, hunting wildlife in lush forests, and even to entire subterranean abandoned cities. These varied locales help develop a deep world that envelops the player, evoking a sense of escapism [30] as they get lost in the world of Skyrim. With randomised and level scaled loot ever new point of interest in Skyrim could provide an upgrade to a player, a new sword or some precious gems they can sell. By encouraging exploration Skyrim forces an intimacy with the world where the player can become familiar with every nook and cranny of the dense country of Skyrim.
[image: ]Throughout Skyrim’s vast environment there are hundreds of points of interest, most of them being marked on the players map once they are discovered, as seen in Figure 7, so they can return their later. Whilst many of these are often settlements, shrines, or camps and such a fair few of them are considered ‘dungeons,’ locations which the player can enter and fight their way through to find rewards at the end, marking the dungeon as ‘cleared’ on their map. With the sheer volume of dungeons to be explored fast travel helps the player return to locations they discovered but did not quite explore in the moment. It also makes finishing certain in game quests much easier since being able to teleport, also known as fast-travelling, to the opposite end of the game world is far faster that walking. [bookmark: _Ref100396647][bookmark: _Toc101256812][bookmark: _Toc101812600]Figure 7- The world map of Skyrim, showing many points of interest

Fast-Travel does have its downsides however, by teleporting from area to area the player misses out on many smaller events and features scattered throughout the world. Whilst ultimately a player choice, since some can decide to buy a mount and travel by horseback across Skyrim in place of teleporting, the design of some questlines within the game lead to a monotonous loop if fast travel is not utilised. Some of these quests, known as fetch-quests, [31] where the player is simply sent to a place to retrieve an item and return can become incredibly dull if fast travel is used since the player often doesn’t experience the journey, merely loading screens between areas..  
A part of the design of Skyrim’s environment is environmental storytelling and environmental  foreshadowing. These aspects which in summary are a part of the greater worldbuilding of The Elder Scrolls V: Skyrim imparted on the environment, letting the player see these environmental aspects and draw their own conclusions about the world around them [32] . A fine example of this is a small table in the Valtheim Towers near the beginning of the game. Valtheim Towers is a point of interest along a road in Skyrim that is full of bandits who demand a [image: Bread so tough you will need an Axe to cut it. : r/skyrim]toll to be paid as the player tries to pass on the road. On that note this example of environmental storytelling can be missed completely if the player decides to pay the bandits and be on their way, but if they decide to fight and loot the bandits this little fun bit of environmental storytelling is brought to attention. [bookmark: _Ref100481066][bookmark: _Toc101256813][bookmark: _Toc101812601]Figure 8 - Valtheim Towers, The Elder Scrolls V: Skyrim

Once the player has dealt with the bandits and is exploring the towers for loot, they may stumble across a table with food on it, presumably where the bandits gathered for meals, with a loaf of bread split by a woodcutter’s axe seen in Figure 8. This small aspect of storytelling draws the player in and immerses them further as they are now involved in the story of the bandits. Did the bandits do this for fun? Is this loaf of bread particularly hard it required an axe to cut? These hints provoke the player to also create their own narrative within the world and invokes “the melancholy of lost civilizations” [33] where stories are being told by the shadow of those who came before, which comes back around to increasing the player’s relatability and attachment to their in-game character. Skyrim is full of more environmental hints like this with many more that are much more subtle such as scratches on the ground to indicate a sliding door that may close behind the player as they enter a room. By involving the player in the narrative of the world outside main questlines and side questlines connects the character to the world emphasising the player experience. 

The Elder Scrolls V: Skyrim is full of stories, questlines that make the backbone of the player’s narrative experience. These range from passing around letters from helping a farmer harvest crops, to slaying a prophesised world-ending god-dragon. Quests in Skyrim can be split into these categories:
· Main Quest: This is the story of the Dragonborn and the main events of the game.
· Faction Quests: These are questlines that revolve around certain factions in Skyrim, such as the Thieves’ Guild.
· Daedric Quests: These quests are unique and involve the Daedric Princes, resulting the in the player receiving a unique piece of weapon or armour.
· Side Quests: Standalone quests that are not part of an overarching questline.
· Miscellaneous Quests: Minor tasks that typically function as reminders to go somewhere to start another quest.
The number of quests within these categories above number in the hundreds and the incredible part is that due to the non-linear narrative of Skyrim the player can do any of them at any time. There are a few exceptions to this where doing one quest locks off another, such as a quest that requires killing an NPC that provides a different quest, but these are few and far between. This raw volume of options for quests and narratives allows the player to follow whatever stories they would like. 
Another bonus to the non-linear style narrative and quests means that there are no repercussions in Skyrim for the player getting halfway through the questline for a faction, such as The College of Winterhold, and deciding to drop it completely and go to the other end of the country. This leads to a level of player freedom and immersion that means the player can never get too frustrated at a questline [34]. Since the player is not locked into anything unwillingly, they always have options, options that provide a greater level of player independence when it comes to asking themselves ‘what am I going to do in Skyrim today.’ The answer is always whatever they like. This freedom of choice means that it is difficult for the player to stray into the frustration zone on the flow model in Figure 1.
[bookmark: _Toc99096871][bookmark: _Toc100315020][bookmark: _Toc100315104][bookmark: _Toc101939590]Discussion: Virtual Reality Ports
When translated into virtual reality, also known as VR, Skyrim becomes a wholly different game in levels of immersion. It should be noted that the VR release of Skyrim includes its three extra post-launch downloadable content expansions: Hearthfire, Dragonborn, and Dawnguard, just like in the Skyrim: Special Edition that was released a year prior to the VR release. This segment will be focusing on gameplay outside of those additions and only features present in the original release referenced in the case study.
Playing Skyrim on normal systems locks the players in-game hands in the direction they are facing. For example, if they had a sword in one hand and a fire spell in the other, they would only be able to attack one enemy with both weapons. This is one of the first obstacles The Elder Scrolls V: Skyrim VR [35] (SkyrimVR) overcomes with independent hand tracking meaning the player can fight off and enemy to their right with the sword and blast an enemy to their left with a fireball, all the while moving their head to look between both targets. 
However, SkyrimVR does not have any upgraded or upscaled graphics which function as a determent to the whole immersive experience. Since the players have more freedom of movement via head tracking, they can get closer to objects than originally intended with the original Elder Scrolls V: Skyrim, which shows the aged textures since Skyrim released in 2011, and the VR port following in 2017. Whilst this was not an issue in the original, the increased immersion from being in the scene and having a larger field of view (FOV) from the VR headset makes low texture fidelity more apparent.
Whilst the VR features for SkyrimVR is dated now and doesn’t include current VR features such as individual finger tracking [36], the simple 6 degrees of freedom, where the head can rotate on 3 axis and move through space on 3 axis [37], and hand tracking with controllers is enough to immerse the player so well into Skyrim. The physicality of swinging a sword, of leaning down to pick flowers, instead of pressing a button is an incredibly powerful feeling in SkyrimVR as stated in a paper on enjoyment in VR games [38]. This physicality combined with a decent level of affordance, which is the innate understanding of how to interact with an object, provides a much more natural gameplay feeling as the player is literally immersed with their character mimicking their near-exact movement with their body being the interface, the controller, for the game. However, the same research paper mentioned earlier noted that some aspects such as the archery had not been translated well and felt unnatural due to controlling the bow aim with the front hand rather than the drawing hand, which is the opposite of what current archery VR games typically do.
Whilst it is clear that using virtual reality does amplify the general immersive experience of a game, it comes at the downsides of not being completely accessible due to some people suffering from VR motion sickness. The level of immersion is also reliant on the port of the game being a ‘good’ one, for example SkyrimVR does not natively have 3D surround sound, which mods have proved add an increased level of immersion as the player can react to sounds in the 3D space they are in. An example given in a review of SkyrimVR with modded in 3D surround sound was the player hearing boulders tumbling down behind them in a cave, and being able to dodge to the side [39]. Whilst mods are not official and won’t be considered in the conclusion of this paper it is important to note the positive effects they can have on the lacking areas of the standard Skyrim VR port. Another example is a mod called Static Mesh Improvement Mod (SMIM) [40] that fixes a large issue with the texture fidelity in Skyrim VR, not by adding massive new high quality retextures, but by modifying and improving the mesh of objects to give them more depth and better texture resolution as seen in the comparison in Figure 9 whilst still using the original textures.

[image: ][bookmark: _Ref101812996][bookmark: _Toc101812602]Figure 9 - Left: a barrel from original Skyrim. Right: The same barrel whilst using SMIM.

[bookmark: _Toc99096872][bookmark: _Toc100315021][bookmark: _Toc100315105][bookmark: _Toc101939591]Conclusion 
This chapter will conclude this paper by summarising the primary findings in relation to the objectives outlined in the introduction. It will also review the limitations of the study and propose future research potential. 
This study aimed to discover key factors of immersion in video games by studying the flow state and The Elder Scrolls V: Skyrim. The results indicate that having a strong game design that lends itself to invoking the flow state in its players enhances the immersive experience, especially when combined with the role-playing aspects of games such as Skyrim where the player can develop their own small stories within the greater narrative and claim ownership of their character.
Whilst this is the current conclusion, there are many limitations to be considered with this paper. Firstly, the sample size of games investigated is incredibly small, as well as genre specific to medieval fantasy RPG’s. Having a larger and more varied sample size may lead to a more rounded result with a more reliable immersion checklist for a variety of different games. It should also be noted that nostalgia should be considered as a bias for many of the sources used in reference to The Elder Scrolls V: Skyrim, leading to conclusions leaning towards praising the game and ignoring its faults. A firm result from this paper is that one of the best ways to ensure that a player is immersed in a game is to try and guarantee their happiness, through good balancing to invoke flow and enough player autonomy to allow freedom of choice.

[bookmark: _Toc99096873][bookmark: _Toc100315022][bookmark: _Toc100315106][bookmark: _Toc101939592]Glossary
Port: Porting is the process of adapting a game onto a different console/medium than it was originally intended
Mod: A mod (short for modification) is the process of alteration by players or fans of one or more aspects of a game, including tweaking content or even adding new things. 
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