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Abstract

Proximity voice chat is a term sometimes used within game journalism and social
media to describe a voice chat system where the audio is modulated by the spatiality of
a 3D environment. This creates functionality where players are only able to hear others
when they aren’t too far away from them. The study used the video game R.E.P.O as a
case in order to let 10 participants play the game and then in depth interviews were
conducted in order to examine their experiences. This was done to answer the research
question “In what way does proximity chat affect player experience?”. The findings
suggest that proximity voice chat has a great potential for largely affecting player
immersion, increasing sociability and has a way to alter and affect the outcome of the
game itself. However, the caveat is that it is dependent on how the chat system is

implemented into the game.

Keywords: Proximity voice chat, video game, game experience, multiplayer

Proximity voice chat anvinds ibland inom speljournalistik och sociala medier for att
beskriva en rostchatt dér audio ar paverkat av rumsligheten av en 3D-milj6. Detta
skapar funktionalitet dir spelare endast kan hora andra nér de inte &dr for ldngt bort ifran
dem. Studien har anvént spelet R.E.P.O som case for att lata 10 deltagare spela spel och
sedan holls djupgaende intervjuer for att undersdka deras upplevelser. Detta gjordes for
att svara pa forskningsfragan “Pa vilket sitt paverkar proximity voice chat
spelarupplevelsen?”. Utfallen stddjer att proximity voice chat har stor potential for att i
stor utstrackning paverka spelarens inlevelse, 6ka sociabilitet och att det har ett sétt att
paverka spelets gang. Daremot finns en hallhake, det dr beroende pé hur chatt-systemet

ar implementerat i sjélva spelet.

Keywords: Proximity voice chat, datorspel, spelarupplevelse, flerspelarlige



Introduction

Proximity voice chat is a form of voice chat where the audio is modulated by the spatiality of
a 3D environment. This creates functionality where players are only able to hear others when
they are not too far away from them. PVC potentially offers a heightened sense of
interactivity as they are not always able to hear everyone, and potentially helps to create
contexts and situations that otherwise would not arise. This definition of proximity voice chat
is based on the observations and findings of the authors of this study. The reason the
definition is provided by the authors themselves is because there is no established definition
of proximity voice chat, and for the purposes of this study the need for a definition arises. It is
not necessarily a negative thing that there isn’t a clearcut definition of proximity voice chat,
but it serves as an indicator that more research on the topic is required. As it stands currently,
information regarding proximity voice chat largely stems from game journalism and not

academic sources.

According to Park (2025), something that is inevitable regarding proximity voice chat is
listening to other players' voices and not knowing whether it will be offensive or in a friendly
manner. When Fortnite recently implemented proximity voice chat it caused a lot of players
being banned due to toxic behavior (Taylor, 2025). A requirement for use of PVC would
arguably be to have an amicable or easygoing group to play with. It is also required that the
PVC is a sufficiently thought out and implemented communication tool (Wadley 2015, 360).
If not, then the voice chat system has a chance of being a largely negative effector on the
video game. Meanwhile there is still a remaining fascination with proximity voice chat
despite backlash. Notable video games that have this feature are Peak, Among Us,
Phasmophobia, DayZ and the video game R.E.P.O., the latter of which is the case for this
study. All of these video games utilize the communication tool and enhance the player
experience in ways that would not be as effective if there was a regular voice chat (Hallahan,
2025). According to Park (2025), extraction shooters “[...] can't truly reach their peak without
impromptu negotiations, team-ups, deceptions, and roleplay.” This could bring an implication
that proximity voice chat has the potential to offer a broader range of types of social

interactions among players.



Proximity voice chat brings different implications and expectations depending on the genre of
video game. For example, in a game of the extraction shooter genre it is expected to be able
to coordinate and negotiate with other players (Lara 2025). Proximity voice chat has also
been implemented in recent titles like Battlefield 6 where it’s been thought to be a source of
amusement, where players can verbally slight their opponents as they are attacking them
(Connor 2025). Connor (2025) states that the implementation of proximity voice chat serves
as a virtually infinite stream of player-generated content which makes the video game more
marketable. Contrastingly within the horror genre, in titles like Phasmophobia or R.E.P.O.,
proximity voice chat has a dual function where it serves as communication as well as having

an effect on the environment and attracting dangers (Hallahan, 2025).

The aim of this study is to investigate the effects proximity voice chat has on player
experience. To research in what ways proximity voice chat affects feelings of immersion, the
social aspect, communication between players, and in what way it affects gameplay itself. It
is also relevant to see what the difference between proximity voice chat and regular voice
chat is and the interplay with social climate. There are not that many articles in existence
regarding proximity voice chat or how it affects the social climate of games. Understandably,
and as expected, the body of work regarding proximity voice chat is even smaller. For this
reason the intent of this study is to expand and add to the information available regarding the
subject by using the previous related research and the design project to answer the research

question. In what way does proximity chat affect player experience?



Related research

Sound in Games:

Although this study focuses on PVC, previous research on audio in video games is relevant.
Rather than only focusing on voice communication, it could be worthwhile to examine how
sound can affect gameplay and be implemented in different ways in a video game. Rogers et
al. (2015) establish two different distinctions of sound in video games, diegetic and
non-diegetic sounds (2). They state that diegetic sounds (meaning that they originate from
within the game world) include things like sound effects and ambient sounds. Non-diegetic
sounds on the other hand, are things like the game’s music. According to Kromand (2008),
there is a barrier between diegetic and non-diegetic sounds in some horror survival games
(16-19). This kind of difference in sound creates context where players could potentially
distrust different audial warning cues. In turn this becomes a source of uncertainty regarding
what is from within the game and what comes from a non-diegetic ambience. In addition,
Kromand (2008) further describes a third type of sound, that is trans-diegetic, meaning that
they transcend the typical barrier between diegetic and non-diegetic sounds (17). An example
of this raised by the author is unit barks in the strategy game Warcraft 3. Unit barks are a type
of interaction where characters are conveying information directly from within the game
world to the player (Beaulieu 2020). In a way, this type of audio is an example of
trans-diegetic sound, as it in a sense transcends the barrier of diegesis by directly

communicating with the player (Kromand 2008, 17).

Kromand (2008) holds that there are instances in survival horror games where audio should
not be taken literally and instead be seen as ambience that frames the atmosphere of an area
within a video game (17). The author further states that when sounds in a video game lack
tonality or a clear melody this points towards them being diegetic (Kromand 2008, 18). An
example of this that the author provides is deep bass and oscillating pitch in F.E.A.R and the
sound of crescendos in BioShock. According to Kromand (2008) this type of atonal sound
can be seen as diegetic but the ambiguity of it creates an uncertainty for the player, who has
to discern whether it comes from the game world or not. This uncertainty regarding the origin
of a sound could potentially be of interest when investigating how proximity voice chat

affects players.



Sound in survival horror games is an affordance that could in a way offer too many
possibilities (Kromand 2008, 18-19). It leads to ambiguity and uncertainty for players if they
can not tell apart different sounds. Kromand (2008) states that uncertainty regarding where a
sound comes from in a horror game is an affordance that could lead to a more intense

experience (18-19).

According to Rogers et al. (2015), there is a link between sound and being immersed into a
video game (1). The authors also state that audio in video games has the ability to increase
immersion and make the player feel like they are part of the video game world as well as
engaged with it (Rogers et al. 2015, 2). Additionally they raise that video game audio also
affects the player experience and affects one's perception of time and space. The ambient
noises that are used in both real life and in the video game can increase being present in both
realities. Environmental sounds help players know where they are and what is around them. It
is possible that this assists in making the video game world feel more real and immersive. In
a sense, this underlines the importance including the audial aspect when conducting a study

on PVC.

Voice Chat:

Bisberg et al. (2025) found that in the video game World of Tanks (Wargame 2010),
higher-ranked teams communicate more frequently (18). Their findings were that within
clans (organized groups within games) that performed well there was more communication
both in-game and outside of the game. They found that there was a significant relationship

between how much a team communicates and how good their performance is.

According to the study conducted by Bisberg et al. (2025) there is a strong correlation
between communicating prior to playing a game and having a good performance in the game
(20). This allows experienced players to communicate more successful strategies to help their
team win. However, the authors noted that the amount of communication was not an
important factor but that hearing a large and diverse amount of information was more

beneficial (Bisberg et al. 2025, 18-20).

In a study by Martoncik & Loksa (2016), the authors raise that in MMOs, players experience
less loneliness and social anxiety than in the real world (127). While this decrease in

loneliness was found linked to playing with friends, acquaintances or within guilds or clans, it



was also found that voice chat communication was a key component. According to the
authors, voice chat is essential for communication in World of Warcraft (from now on
abbreviated WoW) and it enables higher-quality interaction (Marton¢ik & Loksa 2016, 132).
The authors held that for players with pre-established relationships this online interaction was
important for them to maintain or strengthen those relationships. As such, it could be argued
that voice chat can be a significant component for strengthening relationships and bonds

within the online milieu.

Martoncik & Loksa (2016) also raise that WoW provides opportunity for bridging social
capital (132). According to Williams et al. (2007), guilds (an organization similar to clans) in
MMOs like WoW were faced with challenges regarding retaining cohesion if they were of a
much larger size (442-443). However, according to previously mentioned authors, these
challenges were largely negated by the use of voice communication. This was also something
that made the ties in these groups stronger. Williams et al. (2007) hold that the social impact
of playing WoW with text chat only was largely negative and that this negative impact was
also evident despite pre-existing offline relationships or ties (443). Williams et al. (2007)
suggest that the creation and existence of online communities does not necessarily entail
broadened horizons and bridging different social groups, but can also lead to the creation of
closed-off or isolated spaces (443). According to Williams et al. (2007), the ambiguity with
online anonymity allows for people of very different backgrounds to connect and interact

despite potential differences (428).

Wadley et al. (2015) explain that voice chat can transform the ways of online gaming, since it
makes the virtual spaces more social (360). At the same time, complexity of impression
management can create an ambiguity of not knowing what is transmitted to where or whom.
The authors also hold that when players are utilizing voice chat it is dependent on their ability
to compromise the privacy and identity play of other players as their own. This can be
connected to Williams et al. (2007) that also argue that vocality has a negative effect on
anonymity (428). According to Wadley et al. (2015) using voice chat will supposedly always
serve as a trade off between social exchange and communicating faster with some
disadvantages such as; experiencing awkwardness with strangers, voice channel blockage,

not accessing transcripts and lessen opportunities for roleplay (360).



Ghetdu & lovu (2021) hold that voice communication within video games is an affordance
that can affect social capital of players (48). The authors explain that they can do this by
allowing individuals from different backgrounds to make connections through social media
outside of the video game. However, they also raise that voice communication in video
games is something that detracts from perceived anonymity (53-54). As such, players that

wish to remain anonymous may avoid playing video games that feature voice chat.

Ghetdu & lovu (2021) raise that the popularity of voice communication via applications like
Discord may be due to multiplayer video games being developed for group play, or that they
are more entertaining with a group (47). The authors also hold that teamwork is at the center
of most popular video games, potentially increasing the popularity of voice communication.
On the contrary, in video games that require constant communication flow without letting the
player release the controls, it can make the players more partial towards using voice chat.
Especially since the usage of text chat typically restricts the player’s controls (Ghetdu & lovu
2021, 47). If it is a fundamental requirement of a video game for players to have high
individual discipline and teamwork, it could be argued that voice chat is a necessity (Ghetau

& lovu 2021, 47).

Proximity Voice Chat (PVC):

Gibbs et al. (2006) state that voice chat can be beneficial for communication and team
coordination, but that depends on the implementation of the voice channel in video games
(1). The authors argue that video game environments can be enhanced by making particularly
social-oriented aspects affected by “[...] interactional affordances and constraints that are
sensibly designed and well understood by those involved” (Gibbs et al. 2006, 2).

According to the authors, the more common all-to-all radio is prone to congestion (Gibbs et
al. 2006, 2-3). They state that problems arise when a large number of players try to
communicate at the same time. In the study conducted by Gibbs et al. (2006), they let the
participants play a video game that had PVC functionality and for one, they found that the
players preferred voice to text communication (1-4). Furthermore, they found that the players

preferred PVC to conventional all-to-all voice communication.

Gibbs et al. (2006) state that PVC even became an integral part of the playing experience (4).
The authors raised that the players would find that they were missing the functionality when

playing other games. The use of PVC allowed for the organic ebb and flow of conversation



between groups of two to three participants in a fluid manner that had interplay with the way
the video game played out (5). Sociability was part of the experience with PVC in Gibbs et
al.’s (2006) study. They state that not only was the PVC used for communication related to
the gameplay, but general social interaction and enjoyment as well (5). Another aspect of
PVC was that a bad performance in-game was still very enjoyable, as pleasure was found in
simply sharing the experience with others. Gibbs et al. (2006) observed that PVC also
enabled other forms of interaction in PVP contexts, for example spying and eavesdropping on
the opposing team. They also noted that those occurrences caused counter strategies to

emerge as well.

Jiang et al. (2016) describes that in MMOs, text chat is the most common way to interact, but
commonly seen as a distraction during play (54). Using voice chat would be a better
alternative, hence why an immersive voice communication (IVC) should be utilized. It
creates a space for MMO players to either communicate with other players or just to overhear
them (Jiang et al. 2016, 54-55). According to the authors, people are either listeners or
overhearers. This depends on the attention span of a person, potentially limiting them to one
voice while briefly overhearing other sounds with less importance. When using IVC the
players can choose whether to listen or not, using spatiality (Jiang et al. 2016, 55-58). This
can be applied to PVC since it is dependable on the output and input of sound only in the area

of interest for the players.

Simply adding all-to-all voice into a video game environment can possibly lead to not using
voice chat for communication or avoiding the game altogether (Wadley et al. 2015, 360).
However, the use of PVC could be a means to minimize the outcomes described previously.
Wadley et al. (2015) further describes how PVC creates a unique way of interacting with
other players in their example of the video game DayZ (356). When utilizing a spatial voice
system it enables engagement and speaking with strangers with a different focus. For
example collaboration or acts of treachery, trade or just an interaction or greeting when
passing through. Whereas in other video games there are often clear views on who is a friend
or an enemy and how to behave based on that notion (Wadley et al. 2015, 356), where PVC

could potentially broaden those perspectives.



Sociability:
PVC enables connection with other players in a different way than other tools of
communication. It is therefore of interest to see how PVC enables connection or other types

of social interactions.

Parkinson (1996) serves as a stepping stone in explaining psychology through the behavior of
players in video games and their usage of PVC further into the study. According to Parkinson
(1996) people are in need of emotional reciprocity and that emotions can be transmitted
through interactions (669). This can aid a person to interpret the state or fate of a situation by
comparing emotions of others. To fully identify an emotion there is a requirement of social
interactivity that can guide the person on to handling the situation. The author mentions
instances where this can be applied. For example if someone expresses fear, curiosity or
being pleased with something, those emotions are easily transmitted and indicates that there
is something to be afraid of or something to show interest in (Parkinson 1996, 670).
According to Parkinson (1996) social emotions can differ depending on interpersonal
relationships. The way we express emotions with strangers is not equal to expressing them
when we are with close relations. In a study conducted on children and their amusement, the
children laughed more when they watched something together with a friend than with a

stranger (673).

Lynch & Martins (2015) mentions that interactivity in horror video games, is something that
can bring us closer to death. According to their study, interactivity is one of the most
spontaneous causes of fear in video games. Compared to other types of media, video games
contribute an engaging experience where a player is immersed to the point that they feel that
they exist in that universe, within a playable character. When engaging in interactive
experiences these can create feelings and reactions to fabricated scenarios, in a way that is
similar to how one would react in real life (312). The authors argue that simulated scenarios
such as escaping, surviving a threat and trying not to be defeated in a video game could
prepare the players for encounters in real life. This is something that could in turn could make

the experience more horrifying (Lynch & Martins 2015, 312).

The studies by Parkinson (1996) and Lynch & Martins (2015) are related as they can be
connected by PVC and interactivity in a chosen horror video game for the study. The

interactivity with the help of PVC can in turn enhance horror, making the game scarier. Using



PVC in a video game and interacting with other players showcases how emotions are social
and how they affect players. It is important to note that Parkinson (1996) does not bring up
video games as a topic nor proximity voice chat or regular voice chat, and only serves as an

explanation for human behaviour.

Vella et al. (2020) explain how effective and quick communication was noted to be a
successful factor when succeeding in certain missions in video games. This indicated that the
use of voice chat is preferable and can open possibilities to form new friendships and
maintain them (923-924). Participants mentioned how performance anxiety connected to
performing badly in a competitive video game created fewer opportunities to form relations
as they were afraid to communicate (Vella et al. (2020), 923). The authors also mentioned
how the participants explained that friendships were easier to form in non competitive video
games. Having the time to mentor people or aid each other enabled more time to
communicate. When forming relations, participants mentioned that it was easier when
communicating with their age range and sharing likewise interests. This led to adding players
on Steam or other social media, potentially developing their relationships further (Vella et al.

(2020), 925-926).

The results of a study by Domahidi et al. (2014) suggested that there was no significant
difference between the amount of meaningful friendships between gamers and non-gamers
(107)(113). The aforementioned authors also state that gamers had the same amount of
friends regardless of how often or how much they played, and they found that gaming did not
lead to social isolation. It is possible that video games have a significant impact on the
sociability of those who play them (Domabhidi et al. 2014, 107). They provide players with
the opportunity to meet others in a safe manner as they can do so anonymously. However, it
could be argued that the connections made through games are not as valuable as others

(Domahidi et al. 2014, 107).

According to Domahidi et al. (2014), gaming can be a means to create connections and
friendships that can move from the online space into the offline space, or a means to spend
time with offline friends and in that way strengthen those relationships (113). Domahidi et al.
(2014) raises that players who actively sought out social contexts and teamplay were more
likely to create online relationships with people they would then meet in person (113).

However, the authors proposed that competition and sociability are two things that are



potentially incongruent because “[...] competition requires an opponent but not necessarily a

friend.” (Domabhidi et al. 2014, 110).

Virtual Reality Chat

Lastly, a type of chat that can be mentioned in brief is a system that is combined with virtual
reality (VR)(Lowood 2026). Figuratively, it can be seen as a step further than PVC with chat
systems that are part of VR. An example of this would be the video game VRChat where
users not only interact via voice chat, but if they have a VR headset their in-game avatar can
mimic their real-life movement, actions, mannerisms etc (VRChat Inc. 2017). With a VR
system it is possible to experience a player character mirroring one’s real life movement. One
can also see life-like movement from one’s co-players. It is probable that this potentially
heightens the sense of immersion even further. This is however out of reach and scope for

this study, though it could also prove to be an interesting topic for potential future research.
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Method

This study was conducted by allowing ten participants between the ages of 24-36 to play the
game R.E.P.O. (Semiwork 2025) for 1 hour without surveillance. The participants were
sorted into two groups that consisted of 4 and 6 participants respectively. After the play
session, they were then interviewed individually for approximately 15-20 minutes each. This
study employed a qualitative method using in depth interviews, afterwards performing a
thematic analysis (Creswell & Creswell 2022, 110). After the in depth interviews they were

transcribed, coded, divided into themes and categories.

R.E.P.O. is an online horror game that allows six players to work together in order to find

valuable objects that need to be retrieved to their base without being caught by monsters.

EXTRACTION POINT
COMPLETED

Fig 1, screenshot of R.E.P.O. from the video game's steam page (Semiwork 2025).

The game utilizes proximity voice chat in a way that enhances the game experience, where
fear, teamwork and immersion can be emphasized. Using R.E.P.O. as the part of the design
project was also of advantage to gather participants for the study as the game is a popular
new release. Additionally, its mechanics are not as limited to skills; it is therefore accessible

to both beginners and advanced players.
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Data gathering:

The participants for this study were gathered by asking friends and acquaintances if they
knew people that we did not know, to join. Two participants that would be considered our
own acquaintances were an exception. Due to this fact it is worth noting that the participants
of this study are to be considered a convenience sample (Creswell & Creswell 2022, 162).
This may have affected the results for this study due to potential bias and a sense of pressure

to answer positively, contrary to if they would have been strangers.

Before joining the study, the participants were presented with a participation notice (Creswell
& Creswell 2022, 97-101). This was to inform the participants about the study;, its
requirements and that they would be able to leave the study at any time if they would want to
do so. They were also informed of compensation if they would partake in the study. This was
a 5 € Steam giftcard that would help them pay for R.E.P.O. before the study, or use it to buy

something else as a reward.

From an indepth interview that was created by Cote & Raz (2015) ten participants were
individually interviewed during two different dates, through in depth interviews by using the
videotelephony software Zoom albeit only using voice and no camera. They answered 13 in
depth questions accompanied by premade follow up questions for approximately 15-20
minutes each. The difference in group size during play sessions and in depth interviews, such
as 4 and 6 out of 10 was due to restriction of a 6 person lobby and dates that the participants

could agree on. It is possible that this could have affected the results of the study.

Using in depth interviews was favourable for this study as the nature of the questions that
were asked allowed the participants to go into depth of their experience. This allowed the
researchers to gather data that would not have been accessible through a survey for example.
There was also no necessity to try to calculate or watch the behaviour of the participants
during gameplay. It is possible that participants could react in a different way than how they
actually felt and wanted to express. Something that is inevitable when doing in depth
interviews is that some participants have more or less to answer certain questions. When
timing the interviews they resulted in different times even though they were asked the same

amount of questions. This method is also lacking in certain areas such as not being able to

12



fully calculate the behaviours or experiences of the participants as they would if a

quantitative method was utilized.

Data analysis

After the interviews were finished, the digital recordings were then transcribed and later
portioned into codes by using the emerging codes system by Lankoski (2025, 3-6). The data
that was collected through transcriptions and codes were then thematically analysed by

following the methods of Braun & Clarke (2006, 79-89).

Throughout the analytical process one of the most important parts was writing and constant
iteration. By moving back and forth and writing down essential thoughts about the codes it
aided the researchers in noticing small features regarding the data (Braun & Clarke 2006,
86-87). Three category groups were created based on the findings; affordances, dependencies
and implications. The codes that were connected to these category groups are #mmersion,
#physicality, #sociability, #enhances emotions and more are connected to affordances. While
dependencies was tied to the codes #implementation, #party or friends and #horror
experience in relation to group size. The third category group called implications was tied to
#lessened sense of horror, #negative effect teamwork, #affecting gameplay and #uncertainty
sound origin. By connecting these it helped to organize the categories for an improved
overview. The categories were later connected to themes such as immersive player
experience, improved social experience, affordances for gameplay, dependencies for
gameplay. When identifying the themes it was essential to put into words what data each
theme represented. By fully taking into consideration the names applied to the themes, it
aided for a better understanding of the study and eventually the results (Braun and Clarke

2006, 90-93).

Pilot study

Prior to this study, the researchers conducted a pilot study. The pilot study was largely
structured the same way and in many ways it shared similarities with this study, but a key
difference was that the case for the study was the use of the video game Cheese Rolling
instead of R.E.P.O. (The Interviewed 2025). Using Cheese Rolling yielded different results
due to the different nature of the game. Some participants of the pilot study seemingly had a

13



negative experience with the use of the PVC, as it lent itself to mindless chattering and
produced what one of the participants referred to as a “slurry of sound”. Concludingly, it is
probable that Cheese Rolling serves as an example of a video game where PVC hasn’t been
implemented with enough thought from a game design perspective. As a result, the
implementation of PVC doesn’t fully lend itself to that video game in particular. It should be
noted that the more chaotic experience in Cheese Rolling was enjoyed by some of the

participants, but far from everyone did.
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Results

Themes

The categories were found to be connected to four themes that describe how the player
experience is affected by use of proximity voice chat. These were (but are not necessarily
confined to), immersive player experience, increased social experience, dependencies for

gameplay and affordances for gameplay.

Immersive player experience

According to some participants of the study proximity voice chat strongly influenced their
experience of immersion. Not only did they state that they experienced a heightened feeling
of immersion, but they also expressed that the nature of the game and how the proximity
voice chat was implemented garnered a sense of physicality. This was according to some,
because the PVC and stereo sound together created a sense of three dimensionality and
helped the sense of direction as well. In turn, it is possible that this sense of physicality, three

dimensionality and direction, increased the immersion.

"[...] because the three dimensionality of it is definitely what adds to it. Just having a
player physically next to you and having the sound come from the exact direction um,
definitely adds to the social value of the game. 100%. It also helps with orientation and
just because of that orientation state of mind where I don't have to spin around to find
another person speaking uh it definitely feels more alive and dynamic."

In addition, one player stated that they experienced a strong connection to their character.

“Yeah. It is a more immersive kind of chat for sure. But of course, it only works
because of the scenario, right? [...] I don't think I would have anywhere close of a
connection to the character if it wasn't for the proximity chat.”

This participant mentioned that PVC works well compared to other video games because of
the circumstances in R.E.P.O.. Further, they explained that they felt PVC made it easier to

connect to their own character in the video game due to the immersion it created.
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“Yeah, the being- being as connected. Because. And you feel it. Yeah, like I'm purple
now, right? I'm purple robot. It's just, it's literally who [ am. While in, let's say in a
shooter, I'm still just my person.”

The participant expressed that they felt like they were the purple robot they were playing, to
the point of expressing that it is literally who they were when playing. They were immersed
to the point that they embodied or were in fact the character. Furthermore, they also
expressed feeling closeness to the other players and not only to their own player character.
This feeling could have been amplified by the sense of immersion and physicality and vice
versa. If these categories affect each other it is possible that they effectively make a feedback
loop, although it is likely that this would be dependent on the nature of the video game and
how PVC is implemented by developers. Additionally, PVC provides an additional
dimension of interactivity that adds to immersion, although this is also an affordance that
affects the gameplay of the video game as well. This is evident in R.E.P.O. where players are
required to use PVC to communicate, and this has bearing on whether or not monsters are

alerted to their location and become aggressive towards them.

“It's not the character that I'm controlling, it's me competing, right? And there's
definitely more of an immersive disconnect happening with this sort of prox chat where
it pulls you far more deeply into the thing, you definitely get affected differently.”

Additionally, the participant elaborated that they were definitely affected differently as
opposed to their experience in other games that also happened to have PVC, due to the nature

of R.E.P.O.

“When only the people you can talk to are very close, it just gives the, yeah, the
military setting a way more unsettling feeling because you're actually the guy in a
god-damn war now instead of just some random dude that just you know it's essentially
you going for the kills for the frags for the best stat line in in like these arcade shooters
but in R.E.P.O. it's like holy crap- I am- I have- who cares about the money, I'm
fighting for my survival here!”
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To effectively convey the difference, the participant raises their prior experience in shooter
games (In this case, the video game Squad which also utilizes proximity voice chat)(Offworld
2020). They raised that in the previously mentioned title they were more focused on
performance (getting good kills, stats etc) whereas they were more concerned with ‘fighting
for their survival’ in R.E.P.O.. It is possible that the immersion emphasized this experience

and feeling, and that PVC is playing a key role in creating this experience.

“Yes. It also helps that your character is reactive to the way you speak and you can like,
you have these different sets of emotes, right? that you can display. That all contributes
definitely to being more expressive. It allows me to be more expressive in being this
character instead of just being reduced to my “kill-assist-death” rate or some stuff.”

Lastly, the same participant stressed how much it did for their experience that the video game
not only had PVC, but that the character itself interacted with the sound made by them. This
could possibly have been an important factor that influenced how immersive the video game
was for them. They stated that this immersed them further since they could be more
expressive. The participant reiterated that this was significantly different compared to other
video games where they experienced that they would otherwise be reduced to their in-game

stats, like kills, assists and deaths.

“[...] feeling like you're really there because they've programmed it so if you like go
into a different room that has a wall between you and the people you're playing with,
it's muffled or you can't hear them at all, so suddenly it's quiet or yeah, stuff like that. It
adds to the atmosphere.”

One participant expressed that they felt particularly immersed, not just by the PVC, but due
to the nature of how it was implemented into the video game. The audio from PVC interacts
differently when players are separated by rooms or walls. The participant seemingly felt like
the interaction with the environment added to the over-all immersion and atmosphere.
Additionally it can be held from the participant’s quote that they experienced a sense of
physicality.
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“Yes definitely it's like you could hear uh you could hear like um maybe if you saw
someone go somewhere and you couldn't see them but then maybe you heard a monster
and then them like yelling or screaming so it was definitely like uh it's kind of uh like I
don't know it was kind of like uh it [ mean it definitely adds to the I feel like I'm just
repeating myself but it it added to the like you feel like you're there like the physicality
of like the the the avatars that you the 3D avatars that you play.”

An additional statement from the same participant reinforced that they felt immersed to the
point of feeling like they were physically there, and as if they were connected to their

character in the game.

Increased sociability
Participants expressed that over-all, the social experience was positively affected by the use
and implementation of PVC. One of the participants raised that PVC affected the video game

where the sense of horror decreased.

“Yeabh, it just takes some of the tension away, at least. It's just, yeah, you just don't feel
alone in the room. That's essentially it.”

While this could be seen as a potential negative side effect, it could broaden the demographic
for whom the video game potentially is for. Nonetheless, the quote displays both a sense of
feeling immersed but also feeling closeness to the other players, as if they are in the room
together. This could be seen as a way where PVC affects sociability itself. Another
participant experienced that it allowed them to make jokes that they otherwise would not

have, and that this was due to situations and contexts that would not have been without PVC.

“Yes, absolutely. I don't think I would have made a lot of these jokes without proxchat,
because they're just so context-based that essentially just speaking to the entire group
doesn't make any sense. Yeah.”

The participant also pointed out that speaking to the entire group does not make any sense
and this could point towards that PVC allows for more natural and fluid communication. In

interviews, one participant said that they were more talkative and social due to PVC.
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“[...] it would essentially distract from the other people's experience because you were
reliant on sound and whatnot. So, and you're definitely a lot more chatty with proxchat
because you know you can't interrupt people that are saying somewhere else, like have
a different sort of conversation.”

The participant was more comfortable expressing themselves as they knew it was less likely
that they would interrupt someone somewhere else. This is possibly another way in which
PVC is positively affecting the social experience of video games. Another participant

expressed that they felt PVC helped bring the players together, in a sense.

“Like the more experience, like if we go just two and two and the others is gone and
then we like unite, everyone is, you know, happy. Yes, because we're not like together
all the time and we like didn't know where each other were and then like when we find
again like each other again it'd be like ‘yes!’.”

The participant expressed enjoyment and amusement in the contexts and situations that would
arise as a part of the video game. It is probable that the feeling of getting re-united carried a
different weight when it was affected by the PVC as well. Also context-based, another

participant stated that they were more expressive as a result of the chat.

“Yes, a 100%. If the voice chat weren't implemented into the game, I wouldn't be as
emotive and I wouldn't have been as excited or scared or like been more excited to
show my quote on quote fear in scary situations. Like right at the end, I audibly
screamed when I died. It was very scary. But if the voice chat wasn't there and there
wasn't like a chance of someone hearing me, [ would probably just kind of jump in my
chair and not really say anything.”

They stated that they would not have reacted the same way if the PVC was not there. They
would not feel the same amount of fear or excitement, referring back to reacting loudly at a
scary situation beside other players using PVC. This was not a unique experience as another

participant stated something similar.

No, I don't think so. I don't think I would scream in any games when playing alone. I
don't know, just like hold my breath maybe, but when you're like together, you're like, I
don't know... I can't just help it.
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The participant stated that they acted differently emotionally than how they would have if
they had been playing alone. They went as far as stating that they simply could not help
expressing their emotions. Another way PVC helped to improve sociability was encouraging

participants to wait their turn to talk.

“[...] and on this particular chat, I do think it was nice because we did try to talk in an
order. Sometimes you will have games that are just very, you know, everybody just
talks and nobody really listens, which can get frustrating at a point. [...] So at this game
playthrough, it was nice that we all kind of were respecting that and of course,
sometimes you just shout out for each other. But that's also the excitement. So that was
really nice.”

The participant found that the chat system helped to take space to talk. According to them it
was common that players otherwise would just talk without anyone actually listening.
Resultingly they experienced that everyone respected each other because of the PVC. One

participant raised that they found PVC to affect the overall emotional response.

“[...] There's something about sharing it like that, like where you're all getting hunted
by a difficult monster and you can react to it together. Usually when you're dead, there's
laughing and just like, “Oh, did that happen to you?”” And such. So yeah, it affects the
emotion a lot.”

The participant found that the PVC was affecting their emotional responses a lot and that it
also was a source of amusement. The video game environment also created a context in
which the participants could connect with each other over shared experiences after having

died in-game.

Affordances for gameplay

There were some results of the study that could arguably be seen as indication that PVC was
something that improved the gameplay, or altered the nature of it. These were things such as
feeling like the game was less scary (although this can be both positive and negative
depending on the player, their needs and preferences). There was also sometimes a positive
effect on teamwork due to improved communication and sometimes a negative one. While
negative effects altered the performance they could potentially lead to amusing scenarios or

experiences for the players. In a sense they also affected the play or ludology of the video
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game. Some quotes that reinforce the aforementioned findings will now be presented. One

participant made a statement regarding how the interactivity affected the experience.

“Yes and no. I think it does in a way when you have people who are a little bit
screamish, [ suppose. So yeah, if you stand at somebody who is screamish and I do
think it's like this, “woo!!”, and then you turn around and you get shocked and
depending also on the enemy, if it's one that's definitely triggered by sound. And you
just go like a little bit, you know, without thinking about it. Yeah, it's just like the
huntsman, for example, you know, like I played with somebody and a person was like
“oh, shoot!!” and then got shot. And I was like, “oh, what?!” turned around, was loud,
and then also got shot. So I think that makes it really funny too. Like I would, I would
not want to not have that, you know? If you only had chat. That would be kind of
boring, I suppose. Like typing, you know?”

Highlighted in the quote, the participant describes that they were reacting differently in
relation to how others acted and that this had a bearing on how the video game played out.
They also pointed out that they found it very amusing and mentioned that it would not have
been as fun to them if PVC was not utilized. Another participant’s statement further implied

the effect on the horror aspect of the video game.

“I thought it was really fun. It really adds to both the teamwork and the scary part of the
game, because you can communicate with each other, but when you're outside of each
other's range, it suddenly gets really quiet and that's really scary. ”

Here the implications are clear, the nature of the game and the use of PVC affects the
gameplay itself, sometimes making teamwork easier, and sometimes creating situations that
are scary according to the participant. Another statement emphasizes the effect on the horror

aspect of the video game.

“Yeah, I think so, because if you could constantly hear each other during the game, then
you can just shout at each other like, “oh yeah, I'm still alive, I'm on the other side,
come over here!”. It would be a lot easier and a lot less scary. And the other way
around, if there was no proximity chat, then the game would be much harder and it also
wouldn't really be as much fun, I think. Because now you can hear other people's
reactions and it really adds a lot to the game.”
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According to the participant, being unable to unconditionally communicate with each other
creates situations where you are uncertain if your co-players are dead or alive, making the
video game scarier. They stated that PVC made the gameplay easier and more amusing and

added a lot to the video game.

“I think if there was no chat at all, then our performance would have been worse
because you wouldn't be able to quickly communicate things. And if there's a monster,
it's harder to open a chat box and type like, “Oh, there's a monster!” or something. But
on the other hand, if you constantly had a chat, voice chat [...] If there was a constant
voice chat, then it would be much easier because you can always tell each other like
where you are, what's going on.”

This statement reinforces the previous quote. The participant stated that PVC aids quick
communication, especially compared to a text chat. They emphasized that compared to a
conventional voice chat, the PVC makes gameplay harder. Thus, PVC can improve
communication to an extent, which makes the game easier, but not without limitations.

According to one participant PVC was a source of “slice of life”-like interactions.

“I've used it quite a bit and I'm a big fan. [...] Because like it does add that sense of
comedy uhm or just like a sense of mystery if you're playing like a horror or a mystery
game with others, and just catching snippets of conversations and stuff like that. ”

When asked about their experience with PVC they stated that they are a “big fan”. According

to them, it adds to the comedic sense as well as a sense of mystery and they appreciated the

way in which they could catch pieces of conversation by overhearing them.

“Yes, I do. Because especially, you know, like for myself, I whispered a couple of
times. And I do think it makes it sometimes more spooky because you see there's an
enemy and you kind of try not to get them alert to you. So I do think the proximity chat
is just funny because then you kind of whisper and then you move away and those
people are like, “Wait, what did you say?” And then you kind of have to walk behind
and to be like, “What? What did you just tell me?!” And I like that. So it feels very
immersive because you feel more connected to people if you actually have to run
together with them, if that makes any sense to you. ”
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The participant mentioned how they were more scared due to interacting with their
surroundings and how their co players interacted in correlation to this. By adding both
interactivity and sociability, it increased the level of fear for the participant that could be

considered as an additional affordance of PVC.

“Yes, so sometimes I guess it adds with the horror game, but sometimes, you know,
you're not sure if you're alone or everyone dies or if it's your friend or is it a monster.”

According to one participant, one aspect of PVC through a horror video game was that it
created a sense of uncertainty. In turn, making it difficult for the players to directly discern
whether a sound was coming from a co-player or an in-game threat. However, not everyone

had the same experience regarding this.

“So I don't know if there's any... mimic monsters in this game. I know in other games
there definitely is. So there is that kind of element of like trust. But I guess it comes
down to my experience in the sense of I guess I can defer people or the players opposed
to the in-game monsters.”

This participant did not feel any uncertainty regarding the origin of sounds within the video
game. However, they noted that their prior experience with the game was a factor that made it
easier for them to discern the origin of sounds, whether they came from players or monsters.
They pointed out that there are monsters in other video games that mimic the sounds of
players, but these were not part of R.E.P.O.. This, and the other aforementioned quotes

highlight potential affordances of PVC.

Dependencies for gameplay
The addition of PVC to a video game is not entirely straightforward. This will be emphasized
by the following excerpts of participants. In order for PVC to be successfully incorporated

into a video game, sufficient implementation is necessary.

“[...] In different kind of games, this kind of prox chat just would make no sense from a
design standpoint. But for R.E.P.O. specifically, absolutely. [...]”
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The participant stated that the PVC in R.E.P.O. worked well, but that it is dependent on the
video game and implementation. They stated that if the same chat system was implemented
to another video game it would not necessarily have been as effectful. An example of how

R.E.P.O.’s PVC is particularly well-implemented is mentioned by another participant.

“[...] it helps to um identify which voice belongs to who um because you could see their
model directly in game talking with their voice. Yeah.”

The participant pointed out that not only do you hear the voice coming from your co-players,
but you are also able to physically see how the character is speaking and making sounds. This
serves as an example of a way where PVC is implemented in a well-thought out manner. One

participant pointed out and made comparisons to previous experiences with PVC.

“The first game that I really played with proximity voice was Planetside 2, although
that is very chaotic, and usually when played in organized groups, you used a
non-proximity voice. Besides that, I have played Squad and Lethal Company. And once
the group got too big, then you just would communicate with those because it was very,
very arcade-y and objective-driven. So you essentially had to use those to succeed in
the game. But I well-implemented voice chat. Yeah, I definitely use it.”

According to this participant it is a commonality within these aforementioned games’
communities that organized play means that they forgo PVC. They raise that within game
contexts with a lot of chaos, the need for a conventional voice chat arises. They also

emphasize that a requirement for them to use a voice chat is that it is well implemented.

“[...] The only downside I can think of is that If you want to, if it's a game that you have
to play with others, then you need to have friends or you need to trust strangers online
to play with them because otherwise using the proximity chat is, could be kind of
uncomfortable.

Something that was commonly talked about from different participants was the dependency
of a party or friends to play with. This participant mentioned that it could be a potential
downside to video games that use PVC. For some to be able to enjoy a game like R.E.P.O, a
group of friends to play with is a necessity. It would potentially be uncomfortable to play

with strangers. This was emphasized by another participant.
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“No, I felt pretty comfortable right away. We were a great group, so, but [ haven't tried
places with strangers, like online. That I think is a little bit more scary, to like play with
total randoms with the chat and your like live voice overall. ”

They mentioned that they felt comfortable in the group for this study, but they were also
hesitant to play with strangers without being put in a context, such as this study. Another

participant mentioned something similar.

“So if you're playing with friends or if you get a really good group of people such as
today, for example, to where everyone is quite happy and talkative and quite laid back,
it can be really fun. I think the side of things whereabouts it becomes less fun would be
if you get a more, I guess, quote unquote, 'try hard' or like 'serious' group. Or if you get
people that don't use the proximity chat entirely, it can kind of pull away from that fun
aspect a little bit more, I guess.”

This participant argued that if co-players are not using PVC to its fullest potential or are not
playing in a friendly manner, the video game would instantly become less fun and not as

enjoyable. This makes the co-players a large dependency for fun gameplay. Something else
that was stated by participants was a lessened horror experience in relation to the group size

during play.

“I don't really know I mean I think it's just for me personally uh when it comes to these
like uh I think like I was just not able to get scared that much uh because I don't it's like
the the amount of people that there are and like um I don't know I think I'm just like
socially anxious so I just I get so I get distracted by my own anxiety so I don't really get
scared by the monsters in the games.”

This participant mentioned that they did not get as scared due to the number of people present
during play. For them, it became something else to focus on due to social anxiety, taking away

from the horror experience in the video game.

“Add? Like I said, it maybe even made it less tense. It added even more of a humorous
element to it. It depends. For me, no, it definitely detracted from it. But the people, it
definitely can add a certain level of horror, especially when people suddenly go quiet.”
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Another participant also experienced that PVC and the group size made the video game less
tense and even humorous at times. However, they also felt that it could make things scarier,
depending on the group, context or situations they were in. This possibly makes the increased

amusement in a group lead to a lessened horror experience in the video game.
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Discussion

Based on the results, it largely seems that the use of PVC in a video game could point
towards an increase in the experience of immersion among players. It is plausible that this is
not only due to the effects of the PVC itself, but that in tandem with how the chat system
itself is implemented into the video game and how it works with the game world. This can be
highlighted by the way audio can work in a horror game as described by Kromand (2008).
The author states that audio can be either diegetic or non-diegetic, and that the barrier
between the two can be blurred (Kromand 2008, 16-19). There was an uncertainty among
some participants regarding whether a sound was produced by a monster or created by one of
their co-players.’ It should be noted that prior experience with the game was a factor here,
some players that had played the game for a longer time did not experience this uncertainty. It
would be possible to create monsters that mimic the sounds produced by players, and it could
be interesting to explore how that would work together with other potential contexts and
situations created with PVC. As previously mentioned, Kromand (2008) describes the
potential for audio to be trans-diegetic (17). Rogers et al. (2015) also explore the difference
between diegetic and non-diegetic audio (2-3). In a sense it could be argued that PVC is a
form of trans-diegetic audio. This is because the sound, from the perspective of the player,
originates from themselves and thus it is non-diegetic. On the other hand the sounds of their
co-players are seemingly both coming from within the game and from them in real life.
Depending on how well-immersed a player is, it is possible that they could experience the
sound of other players over PVC as being fully diegetic, but ultimately, it should be argued

that PVC can be a form of trans-diegetic audio.

The results showcased increased sociability amongst players in this study as they were using
PVC. Wadley et al (2015) mentions how a spatial voice system can make it easier for players
to speak with strangers in a video game, having different goals of engagement (356). A
participant of this study mentioned that they were more comfortable expressing themselves
due to PVC since they did not feel worried about disturbing other players during play.
Another participant expressed the same notion that PVC made them able to talk more freely.
They also stated how common it is for players to talk over each other, but in this playthrough
the players respected one another due to PVC. Essentially it made them wait their turn to talk
when deemed necessary. Jiang et al (2016) describes that humans mainly listen to only one

voice while overhearing other things that are deemed less important. This enables players to
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choose their focus depending on the area (55-58). There were no strict rules or specific ways
to use PVC during this study. It is probable that the spatiality enabled a certain freedom to
talk to whomever they deemed interesting and comfortable with. Nothing felt necessarily

forced and thus increased the sociability between players.

Domabhidi et al (2014) describes that sociability and competition are not necessarily
compatible as competitive video games are in need of an opponent, which is not usually an
environment to form meaningful friendships (110). Vella et al (2020) explained that when
there is no time-managed external factor and no competitive aspect it makes it easier to assist
co players (925-926). One participant expressed joy as they were being re-united with their
co-players during the play session. According to Vella et al. (2020) effective and quick
communication was a successful factor when succeeding in video game missions (923-924).
Perhaps the feeling of a strong group in a collaborative video game was enhanced by the
PVC, especially due to the spatiality and choice of movement that was mentioned previously.

This indicates that voice chat can open possibilities to form new friendships.

Something that was described by several participants during this study was a notion of
expressing emotions through PVC in a way that they would not have if they were playing
alone. One participant mentioned that they would not feel the same amount of excitement nor
fear if they were not playing with co players. Parkinson (1996) explains that emotions can be
transmitted, and that humans actively search for emotional reciprocity during social
interactions (669). The author further states that expressing the same type of emotions as
another can make it easier to understand a certain situation, such as curiosity, amusement or
fear (Parkinson 1996, 669-670). Another participant mentioned that since they were not
playing alone they expressed that they simply could not help acting out their emotions to the
other players. This behaviour is of psychological nature and acts as a way to find out how
other players react to a situation. It can help communicate if there is something to be afraid of

or how to act going forward.

It is worth noting that humans react differently if they are with close relations or not.
Parkinson (1996) explains that through their study there was a big difference in children's
laughter and its prevalence when with a friend rather than a stranger (673). The participants
of this study did not know each other beforehand, yet many still stated that they experienced
and expressed strong emotions through PVC to their co-players. It could be argued that this
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indicates that PVC can affect emotional response and potentially encourage strangers to form

bonds online.

According to Lynch & Martins (2015) interactivity enhances fear in horror video games
(312). They further explain that by being able to interact with things in a video game it can
make the experience feel more real since the expressions and emotions can be attached to
how one would react to real situations (Lynch & Martins 2015, 312). One participant
mentioned in this study that they experienced fear since they could interact with their
surroundings and hear how other co players reacted to this through PVC. As interactivity and
sociability was intertwined it created a level of fear for the participants, which in turn could
be considered an affordance of PVC since it created an experience that enhanced feelings

inside a horror game.

According to both Gibbs et al. (2006) and Wadley et al. (2015) the use of a rudimentary
all-to-all chat leads to congestion and may result in players not using the voice chat system
altogether (2-3)(360). It is probable that this has a different implication with a smaller group
size and a video game like R.E.P.O. There, it seems that the use of PVC made for both
positive and negative influence on the overall performance of the participants. Some
participants stated that the use of PVC created an environment where they were able to
communicate very freely, but that it depended on the distance between them, as well as
additional external factors (like monsters). This meant the system was dependent on context,
and sometimes it was a positive factor for the participants performance, and sometimes a
negative. However, it seemingly wasn’t a fully negative factor when it affected performance
negatively, whereas some participants pointed out that it was a source of excitement and
amusement when they weren’t faring too well in the game. In a sense, it could be seen as the
PVC being an instrument that enhances the ludological aspects of the game where it actually
makes the game harder and creates context-based challenges at the cost of limited means of

communication.

Bisberg et al (2025) state that there is a correlation between communication and higher level
play (18-20). They also argue that hearing a large and diverse amount of information is a
more important factor than the amount of communication itself. According to some of the

participants of this study, the use of PVC had a positive effect on teamwork. However, one
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participant highlighted that the PVC had a dual effect: it aided communication, but within the
setting and contexts of R.E.P.O. the absence of the sounds of their co-players increased the
sense of horror. Another participant held that the PVC allowed for quick and effective
communication, especially when compared to a regular text chat. However, they argued that
the inclusion of a non-proximity voice chat would have made the game a lot easier as they
would be able to always tell others where they were and what they were doing. Based on
these statements it is possible to infer that the use of PVC allowed for a more amusing,

interesting and engaging experience.

Ghetdu & lovu (2021) describes how for certain video games, voice chat is at times more
desired compared to text chat when in need of quick communication (47). A participant
mentioned that in R.E.P.O. the PVC aided in being able to quickly communicate, but also
making the gameplay harder. The participant further explained that due to the spatiality, it
takes more time to find each other and communicate compared to using regular voice chat.
This aspect of PVC is worth noting as it could potentially both be seen as an affordance but at
the same time be experienced as a limitation for players, especially depending on the video

game.

As mentioned previously, the participants of this study did not know each other, and still
stated enhanced emotions during play. Ghetau & Iovu (2021) mentioned that communicating
through voice chat can potentially be an affordance to players and their social capital despite
having different backgrounds and experiences (48). Even though participants stated that they
enjoyed the time spent playing, some mentioned that they did not feel uncomfortable since
they experienced that it was a controlled setting and potentially curated by the authors of the
study. Ghetdu & lovu (2021) further states that voice communication can detract from the
experience of feeling safe and anonymous (53-54). When not in a controlled setting it could
feel unsafe to enter a video game lobby with strangers, and ultimately choose not to play the
video game altogether. It is also possible for a title like R.E.P.O. to not be used to its full
potential when not using PVC.

According to Martoncik & Loksa (2016) some players of video games experience a decrease
in loneliness (127). The authors state that not only does playing these games decrease
loneliness and social anxiety, but that voice chat is a key part of this. They raised that for

players with pre-established relationships, the use of the game and voice chat is an important
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means to strengthen and maintain social bonds (Martonc¢ik & Loksa 2016, 132). It is probable
that in addition to carrying the same effects as regular voice chat, PVC possibly has an
increased or better effect. This can be observed in some participants of this report’s study
who have made statements that underline the potential affordances of PVC. An example of
this could be that one of the participants that mentioned they felt more comfortable
communicating via PVC as they felt they were less likely to interrupt others due to the
spatiality of the system. However, there is a downside to PVC, at least in the case of R.E.P.O.
that was also raised by the participants. Some participants expressed that they were
comfortable within the group that they were playing, but that they were not too keen on
playing with strangers or wanting to find an entirely new group to play with. Playing with
strangers was either seen as a source of discomfort or awkwardness. One participant raised
the possibility that there are hypothetical players who are more oriented towards competitive
or effectivized play. This was something they argued would detract from the player
experience. These sentiments regarding playing with complete strangers within other contexts
is in line with the observations by Williams et al. (2007). According to the authors, playing
online games does not necessarily result in broadening horizons and creating social bonds
with new groups of players (Williams et al. 2007, 443). Additionally, Williams et al. (2007)
argue that while voice communication can help individuals with different backgrounds create
meaningful long-term connections these may result in closed-off or insular communities. A
parallel can be made with the participants of this report’s study that expressed positivity
regarding the social aspect of PVC, but not wanting to engage with strangers. Arguably, it can
be held that it is a dependency of PVC to have an easygoing or like-minded group of

co-players, otherwise the positives of PVC would be mitigated or negated.

31



Conclusion

Through a qualitative in depth interview study, examining 10 participants playing the video
game R.E.P.O., the main findings are showcased in the categories; immersive player
experience, increased sociability, affordances and dependencies for gameplay. These themes
were created to describe the effects that PVC has on player experience. The study finds that
PVC has the potential to increase player immersion, transform the social aspect of the video
game while at the same time affecting the gameplay in ways that are both positive and

negative.

This study supports that PVC has the potential to increase immersion. Arguably, it is a
combination of the PVC itself and how it is implemented. Sound was stated to be a factor that
made the experience more immersive, as the uncertainty of a sound’s origin made it feel more
real. Seemingly, not all players experienced this uncertainty, but a possibility still remains to
explore different ways in which PVC and sound can be interacted with in other ways to
change the player experience. Overall it can be held that PVC was a factor that increased
immersion within R.E.P.O., but there is further potential to increase the immersiveness and

how well-integrated the PVC is.

Other findings showcased an increase in sociability amongst the participants. Without having
previous knowledge of each other many stated that they felt enhanced emotions and a need to
express them to the other participants during play. The spatiality and freedom to choose
whomever they would like to communicate with enabled respectful mannerisms and in turn
experiencing a safe environment to express emotions. Since R.E.P.O. is a collaborative video
game, it also enhanced the chances for the players to feel more connected to one another.
Aiding each other during play enabled the participants to feel united and they expressed joy
and amusement. The interactivity during play and the heightened horror experiences that

players experienced was also something that increased sociability.

PVC allowed for a more amusing, engaging and interesting experience. Participants
mentioned being able to communicate freely, though it was dependent on the distance of the
players and being aware of monsters. Thus, the system was dependent on the context of

R.E.P.O.. PVC was stated to have both positive and negative effects on the experience.

32



A decrease in loneliness is seen as a great affordance regarding video games and the usage of
PVC. In playing video games as a means to maintain and strengthen pre established
relationships, PVC serves as a great tool. The players felt safe and expressed communicative
freedom during play, though it is worth noting that they stated that the study was a safe
environment due to it being a somewhat controlled setting. Compared to an experience by
interacting with total strangers, where there is a will of remaining anonymous, there are
limitations contrary to maintaining pre-established relationships. A video game dependent on

PVC can have both its affordances and restrictions depending on the players.

It is probable that implementation of PVC is not a straight forward path to gaining all the
aforementioned benefits of the type of chat system. As previously stated in the related
research segment, simply adding an all-to-all chat does not necessarily yield successful
results. It could be argued that the same can be applied to PVC based on the findings of this
study. The pilot study that was conducted before this one underlines this principle as well.
Based on this, PVC is potentially a great addition to video games since it carries many
strengths. However, it is largely dependent on having to be well implemented in a thought out
manner. Additionally, a prerequisite for a positive experience with PVC is the access to an
amicable group to play with. Some participants raised that the positive aspects were in part
due to the friendly nature of their co-players. The size of the group also has bearing on the
horror experience of the game as well. It could be argued that this is in the same vein as the
implementation aspect of PVC. In practice, this means that a game within a different genre
would present different needs that have to be met in order for the PVC to impact said game

positively.

Something that may have limited the results and findings of the study would be the use of a
convenience sample, as this coincidingly also brought potential bias. It was deemed necessary
in order to find participants that were within the same age group and all having access to a
computer with a microphone setup as well as the game itself. In addition, using only 10
participants for testing is another factor that may have limited the results. It could be more
ideal to conduct the test with a higher number of participants which may have yielded a
different or wider range of results. The use of a qualitative method may also have limited the
range and type of findings and it would be interesting to see what results a study on PVC

using a quantitative or mixed method would bring, for example using surveys. For future
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studies it could be worthwhile to examine PVC in many different ways. Examples include:
using different video games as the case, comparing different games that have PVC or
comparing a game that utilizes PVC with one that does not. There are many possibilities for
pursuing different kinds of research and expanding the avenues of knowledge within PVC,

and further research is required.
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Appendix

Fig 2, first chart of the thematic map created with the categories created throughout the
process of coding the interviews. The categories presented here have been divided into three

category groupings in order to describe their nature.



“[..] you're essentially an actual physical entity [..]"
“[...] the three dimensionality of it [..I”
“T'm purple robot. It's just, if's literally who I am.”
“[...] you just don't feel alone in the room.”

“[...] you can be a little more expressive [...]"

“[_]T don't think T would have made  lot of these jokes without
ProxChat, because they're just so context-based [.]"

“[..] when chaos starts going down, if becomes very confusing. But
with Prox Chat, that is usually not an issue.™

“You have o be careful with noises you make sometimes becanse you
deon’t want to die from the monsters.”

Increased sociability

“It really adds to both the teamwork and the scary part of
the game, [..]”

“Tt just feels more immersive and more fun.”

“[...] it does add that sense of comedy [...]"

“[...] it just came out of nowhere and it was just so funny.”
“[.] it just takes some of the tension away, [..]"”
“[..] it just makes it very difficult and very hard fo work together.”

“[..] it disturbs the game.”

“[ws] you're not sure if you're alone or everyone dies or if it's
your friend or is it a monster.™

“[.-] this kind of prox chat just would make no sense from a design
standpoint. But for R.EP.0. specifically, sbsolutely. []™

“[.Jif it's a game that you have to play with others,
then yon need to have friends [...]"

“[...JI was just not able to get scared that much uh because I
don't it's like the the amount of people that there are [...]”

Fig 3, second chart that demonstrates the categories and the themes that stem from them.
Partial excerpts of quotes from the participants have been included to help illustrate the

nature of the categories.

Interview Protocol
The first three questions are warm-up questions.
Question 1: What would you say was your favourite game, growing up?
Question 2: How long have you played R.E.P.O?
Question 3: Do you enjoy horror survival games?
- Ifyes, ask what they enjoy about them.
- Ifnot, ask them why.
This marks the end of the warm-up questions.
Question 4: What is your experience with proximity voice chat?

- If they answer shortly, ask them to elaborate.



Question 5: Was the experience different than without proximity voice chat?
- Ask in what way it changed it if they don’t specify
- Can you tell me about your gameplay experience when using proximity voice chat?
Question 6: Did the proximity voice chat affect your performance as a group?
- Ifthey give a one-sided answer that doesn’t say too much, ask them what they mean, ask them to tell
you more
Question 7: Did the proximity voice chat make you feel ‘closer’ to other players?
- Ifthey give a one-sided answer that doesn’t say too much, ask them what they mean, ask them to tell
you more
Question 8: Did the proximity voice chat add to the horror experience in the game?

- If they answer shortly, ask in what way

Question 9: Did the proximity voice chat detract from the horror experience in the game?

- If they answer shortly, ask in what way

Question 10: Were your emotions or reactions enhanced by using proximity voice chat?
- If they answer shortly, ask them if they would have reacted the same way as they did in this play

session, as if they were playing alone.

Question 11: Did you experience uncertainty regarding the origin of the sounds you heard, whether they were
from the game world or from your co-players?
Question 12: Have you felt uncomfortable with proximity voice chat?
- Follow up with asking if they found it to be different compared to other forms of voice chat (for
example all-to-all chat or using Discord, etc.)
Question 13: Did you experience that the use of proximity voice chat in any way affected immersion or

immersiveness?

- If they answer shortly, ask in what way
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