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Opinion

Digital games are electronic games that involve human 
interaction with computers or other devices, operating using 
different interfaces, which can provide visual and auditory feedback. 
Digital games are now gradually replacing traditional games [1]. 
Although there are many games available for children and young 
adults, few game developers consider the real needs of seniors [2]. 
As an underrepresented digital gamer group, seniors seem to be 
a market population that has been forgotten by game designers, 
digital game publishing companies, and even by researchers 
who often do not consider seniors in digital gaming research [3]. 
However, the aging population is beginning to draw the attention 
of the digital gaming industry and academics. There is a rise in 
awareness and interest, among game designers and researchers, to 
consider the potential positive roles that digital games can play in 
terms of facilitating significant social benefits across the lifespan 
[4].

Social Connectedness

Digital gaming is widely considered to be a promising way to 
promote social interaction and provide entertainment, and it is 
also used as a promising tool to increase quality of life, especially 
for seniors who have plenty of leisure time after retirement. Some 
researchers believe that, compared to physical and mental health, 
social connection and support from family and the community make 
a more significant contribution to seniors’ conceptions of successful 
aging and that this type of connection requires more attention from 
society [5,6] found that older adults are actually embracing digital 
gaming contrary to the popular belief that seniors are reluctant to 
play digital games. The study’s results highlight that older adults 
who play digital games, even occasionally, perform better than 
elderly non-gamers on some psychological functioning tests (e.g., 
well-being, affect, depression, and social functioning), which could 
reflect successful aging. In a study, conducted by Schell R [7] a 
group of seniors showed improvements in social connectedness 
and a decrease in loneliness, both in qualitative and quantitative 
analyses, after they had played the Wii Bowling game. also found  

that playing Wii sports could bring to older adults greater social  
connections, fewer feelings of loneliness, a sense of achievement 
and an optimistic attitude. Older adults also showed improvement 
in life satisfaction after playing digital games [8].

Gerling KM, Schulte FP [9] studied the potential effects of the 
game Silver Promenade, a promising leisure activity for frail and 
elderly people in nursing homes. The results indicated that playing 
the game was an accessible activity for these older adults and that 
it could significantly increase the social interactions among the 
senior players. Further suggestions were given by the authors on 
how suitable digital games could be introduced into nursing homes 
to enrich the lives of elderly residents and encourage seniors to 
maintain active lives by playing digital games, thereby enhancing 
the social interactions among players [9]. In their study that 
examined whether playing Massive Multiplayer Online Role Playing 
Games (MMORPGs) could improve social and emotional well-being 
among older adults, Zhang & Kaufman D [10] also suggested that 
playing MMORPGs had great potential in increasing older adults’ 
social interactions and supporting them in maintaining their 
physiological health.

Many older adults enjoy digital games for socializing with 
others, including family members, friends or people outside of 
their social network. Playing games can facilitate the generation of 
topics of interest that can open the lines of communication among 
a group of people, can decrease social distance while playing 
with strangers, and can contribute to an intimate and enjoyable 
environment when with family. Though many digital games can be 
played alone, sometimes it is their multiple-player feature that is 
the selling point that attracts gamers. The need for social bonding 
through game playing is fundamentally an important motivator for 
individuals in encouraging them to engage in digital games playing, 
and its importance is only expected to grow with age. Casual video 
games, which are free and integrated into social media and social 
networking sites, are gaining popularity among adults, especially 
among older adults aged over 50, who reported feeling more socially 
connected as a result of playing casual video games [11]. Wang F & 
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Burton J [8] also indicated that playing massively multiple online 
role-playing games (MMORPGs) may decrease older adults’ feeling 
of loneliness and social disconnection from family and friends.

Intergenerational Game Play

Researchers have also found that online games can help 
players obtain longer and better communications with their pre-
existing social ties and their family members if they play the game 
together [12]. Due to this fact, it is no wonder that being able to 
interact socially with others is considered to be a main motivation 
for many seniors who play digital games. Among the kinds of social 
interactions, enhancing communication and interaction skills 
between older adults and younger generations is a personal and 
social need that is becoming more common. The results of a study by 
Meshel DS & McGlynn RP [13] showed that, after intergenerational 
contact, the attitudes of adolescents toward older people and older 
people toward adolescents improved. In addition, older adults 
showed a significant improvement in their life satisfaction.

Hence, there is potential in using technologies in facilitating 
intergenerational interactions. Over the past few years, an emerging 
interest in intergenerational games has been observed. This kind 
of game aims to increase the interactions and communications 
between different age cohorts. Social isolation among the members 
of the older generation has been found to be a significant problem 
among older adults who live alone, without the company of their 
children or grandchildren. Digital intergenerational gaming has 
provided great opportunities to improve the computer-mediated 
interactions between younger and older generations. Besides 
being used as a therapeutic tool, Ijsselsteijn W [14] stated that the 
research results of their study indicate that digital games can also 
offer benefits of enhancing the communication between different 
age cohorts while they are playing games, especially between 
grandparents and grandchildren.

However, different age groups have distinct requirements for 
game design; therefore, game designers are facing great challenges 
when making intergenerational games for children and senior [2]. 
In an intergenerational case study, which evaluated the gaming 
experience of children and seniors when they play a game together, 
Mahmud AA [2] found that older adults show great eagerness to 
play with their grandchildren, and they keep an open mind in terms 
of playing with their peers, too. However, their grandchildren stated 
a preference for playing with their friends of the same age, although 
they do not reject playing with their grandparents as long they can 
play the games they like. The results revealed that when designing 
a single intergenerational game for both children and seniors, 
designers should consider how game elements, themes, game 
types and play rules meet the requirements of both generations. 
Presented steps for designing an intergenerational gaming system 
that utilized user-centered design approaches. Their results 
showed widespread acceptance across the different age groups of 
players, especially among older players who gave the maximum 
rating indicated that they had fun interacting with other players.

Conclusions

Much of the research on digital games for older adults has 
focussed on the cognitive and physical benefits. However, there is 
ample evidence to suggest that digital game play can provide social 
and emotional benefits to older adults as well as connecting them 
to the younger generation. Since social engagement is an important 
component of successful aging, older adults and long-term care 
facilities should be encouraged to include digital game play as one 
important leisure activity.

References
1. Kowert R, Vogelgesang J, Festl R, Quandt T (2015) Psychosocial causes 

and consequences of online video game play. Computers in Human 
Behavior 45: 51-58. 

2. Mahmud AA, Mubin O, Shahid S, Martens JB (2010) Designing social 
games for children and older adults: Two related case studies. 
Entertainment Computing 1(3-4): 147-156. 

3. Nap HH, Kort YAW de, IJsselsteijn WA (2009) Senior gamers: Preferences, 
motivations and needs. Gerontechnology 8(4): 247-262. 

4. Kaufman D (2013) Aging well: Can digital games help older adults? In: 
Bastiaens T, Marks G (Eds.), Proceedings of E-Learn: World Conference 
on E-Learning in Corporate, Government, Healthcare, and Higher 
Education. pp. 1943-1949. 

5. Lewis JP (2011) Successful aging through the eyes of Alaska native 
elders. What it means to be an elder in Bristol Bay, AK.  Gerontologist 
51(4): 540-549.

6. Allaire JC, McLaughlin AC, Trujillo A, Whitlock LA., La Porte L, et 
al. (2013) Successful aging through digital games: Socio emotional 
differences between older adult gamers and Non-gamers. Computers in 
Human Behavior 29(4): 1302-1306. 

7. Schell R, Hausknech S, Zhang F, Kaufman D (2015) Social benefits of 
playing Wii bowling for older adults. Games and Culture 11(1-2): 81-
103.

8. Wang F, Burton J (2010) A solution for older adults’ learning of computer 
skills: The computer game-based learning approach. In: Gibson D, Dodge 
B (Eds.), Proceedings of Society for Information Technology & Teacher 
Education International Conference. pp. 2099-2114. 

9. Gerling KM, Schulte FP, Smeddinck J, Masuch M (2012) Game design for 
older adults: Effects of age-related changes on structural elements of 
digital games. In: Herrlich M, Malaka R, Masuch M (Eds.), Entertainment 
Computing-ICEC 2012: 11th International Conference, Germany. pp. 
235-242.

10. Zhang F, Kaufman D (2016) Can playing massive multiplayer online role 
playing games (MMORPGs) improve older adults’ socio-psychological 
wellbeing? In: Zvacek S, Restivo MT, Uhomoibhi J, Helfert M (Eds.), 
Computer Supported Education: 7th International Conference. Cham: 
Springer International Publishing.  pp. 504-522.

11. Whitbourne SK, Ellenberg S, Akimoto K (2013) Reasons for playing 
casual video games and perceived benefits among adults 18 to 80 years 
old. Cyberpsychol Behav Soc Netw 16(12): 892-897. 

12. Shen C, Williams D (2011) Unpacking time online: Connecting internet 
and massively multiplayer online game use with psychological wellbeing. 
Communication Research 38(1): 123-149.

13. Meshel DS, McGlynn RP (2004) International contact, attitude, and 
stereotypes of adolescents and older people. Educational Gerontology 
30(6): 457-479.

14. Ijsselsteijn W, Nap HH, de Kort Y, Poels K (2007) Digital game design for 
elderly users. ACM Press 17-22.

http://dx.doi.org/10.31031/GGS.2017.01.000504
http://www.sciencedirect.com/science/article/pii/S074756321400692X
http://www.sciencedirect.com/science/article/pii/S074756321400692X
http://www.sciencedirect.com/science/article/pii/S074756321400692X
http://www.sciencedirect.com/science/article/pii/S1875952110000066
http://www.sciencedirect.com/science/article/pii/S1875952110000066
http://www.sciencedirect.com/science/article/pii/S1875952110000066
https://journal.gerontechnology.org/archives/1054-1055-1-PB.pdf
https://journal.gerontechnology.org/archives/1054-1055-1-PB.pdf
https://www.sfu.ca/education/research/research-projects/agingwell.html
https://www.sfu.ca/education/research/research-projects/agingwell.html
https://www.sfu.ca/education/research/research-projects/agingwell.html
https://www.sfu.ca/education/research/research-projects/agingwell.html
https://www.ncbi.nlm.nih.gov/pubmed/21357658/
https://www.ncbi.nlm.nih.gov/pubmed/21357658/
https://www.ncbi.nlm.nih.gov/pubmed/21357658/
http://www.sciencedirect.com/science/article/pii/S0747563213000174
http://www.sciencedirect.com/science/article/pii/S0747563213000174
http://www.sciencedirect.com/science/article/pii/S0747563213000174
http://www.sciencedirect.com/science/article/pii/S0747563213000174
http://journals.sagepub.com/doi/abs/10.1177/1555412015607313
http://journals.sagepub.com/doi/abs/10.1177/1555412015607313
http://journals.sagepub.com/doi/abs/10.1177/1555412015607313
https://www.learntechlib.org/p/33673/
https://www.learntechlib.org/p/33673/
https://www.learntechlib.org/p/33673/
https://www.learntechlib.org/p/33673/
https://link.springer.com/chapter/10.1007/978-3-642-33542-6_20
https://link.springer.com/chapter/10.1007/978-3-642-33542-6_20
https://link.springer.com/chapter/10.1007/978-3-642-33542-6_20
https://link.springer.com/chapter/10.1007/978-3-642-33542-6_20
https://link.springer.com/chapter/10.1007/978-3-642-33542-6_20
https://link.springer.com/chapter/10.1007/978-3-319-29585-5_29
https://link.springer.com/chapter/10.1007/978-3-319-29585-5_29
https://link.springer.com/chapter/10.1007/978-3-319-29585-5_29
https://link.springer.com/chapter/10.1007/978-3-319-29585-5_29
https://link.springer.com/chapter/10.1007/978-3-319-29585-5_29
https://www.ncbi.nlm.nih.gov/pubmed/23971430
https://www.ncbi.nlm.nih.gov/pubmed/23971430
https://www.ncbi.nlm.nih.gov/pubmed/23971430
http://journals.sagepub.com/doi/abs/10.1177/0093650210377196
http://journals.sagepub.com/doi/abs/10.1177/0093650210377196
http://journals.sagepub.com/doi/abs/10.1177/0093650210377196
http://www.tandfonline.com/doi/abs/10.1080/03601270490445078?src=recsys&journalCode=uedg20
http://www.tandfonline.com/doi/abs/10.1080/03601270490445078?src=recsys&journalCode=uedg20
http://www.tandfonline.com/doi/abs/10.1080/03601270490445078?src=recsys&journalCode=uedg20
https://dl.acm.org/citation.cfm?id=1328202.1328206
https://dl.acm.org/citation.cfm?id=1328202.1328206

	Title
	Opinion
	Social Connectedness
	Intergenerational Game Play
	Conclusions
	References

