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For nearly 60 years, video games have arrested the attention of players, inviting us 
to interact and interface with on-screen content. More than just short-term enter

tainment experiences, video games are part of a broader cultural milieu—they are 
the most profitable media entertainment sector (global revenues nearly $400 billion 
USD in 2023) with more than 3.5 billion players globally (Clement, 2023). Similar 
to other entertainment media, some video game intellectual properties have tran

scended generations and, in many cases, grown beyond the medium itself: common 
cultural touchstones include Super Mario Bros. and Sonic the Hedgehog, along 
with seemingly endless subcultures of devoted fans of specific games and gaming 
properties (Jenkins, 2006). Unique from other entertainment media, video games 
present as “digital time machines” that allow players to directly revisit personally 
relevant and highly familiar worlds from the past in which those worlds remain un

changed (Robinson & Bowman, 2021; Wulf et al., 2018). 
Among the many outcomes of this revisiting is nostalgia, understood broadly as 

a past-oriented, idiosyncratic, social, and bittersweet-but-overall-positive emotion 
that spans cultures (Sedikides & Wildschut, 2022). From a media psychological per

spective, video game-induced nostalgia is especially compelling insofar as nostalgia 
can have therapeutic and analgesic properties—a comforting experience that has 
psychological and potentially even physical well-being benefits (Sedikides & Wild

schut, 2018; Kersten et al., 2023). 
The current chapter will provide an overview of the emerging psychological 

scholarship on nostalgia as induced by video games. Accordingly, much of the 
theory and research presented here is rooted in media psychology and mass com

munication scholarship, as these perspectives comprise our expertise and inform 
our understanding of nostalgia in video games. First, we provide a brief discussion 
of how one defines and specifies the types of games expected to elicit nostalgia 
(such as defining retrogames, Aycock, 2016; BBC, n.d.) as well as a summary of 
cultural and economic forces involved in gaming nostalgia (such as the preservation 
and/or remanufacture of seemingly classic games, Allen, 2021; Dyson, 2017). Next, 
we define nostalgia and discuss more specific definitions of nostalgia, such as the 
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distinction between personal nostalgia (for one’s own autobiographical memories) 
and historical nostalgia (as an impression or a sensemaking of prior eras; Nat

terer, 2014) and how this relates to nostalgia as a meaningful mediated experience 
(Bowman et al., 2023b; Daneels et al., 2021). Following, we present evidence from 
scholarship on the correlations between nostalgic video game experiences and 
short-term subjective well-being (summarized in Bowman & Wulf, 2023), and 
identify areas of future research and development necessary to further explore the 
robustness and stability of these relationships. We conclude with a discussion about 
the myriad psychological implications of gaming-induced nostalgia, from boosting 
entertainment as well as for improving subjective well-being. We extract from this 
research implications for game design—both on how to purposefully elicit nostalgia 
for current gaming experiences, and for how current gaming experiences might be 
expected to foster nostalgia far into the future. 

A brief note on defining retrogames 

As noted in the introduction, video games have been a popular form of entertain

ment media since at least the mid-20th century. That said, defining what we con

sider what is or is not a retrogame is not so straightforward, given that the notion 
of “retro” is always relative to a point in time. As Gee (2019) argued: 

Does a game become retro after a certain number of years are passed? Is it when 
the game’s hardware is no longer supported or produced? Or is it when its aesthet
ics are no longer mainstream? (p. 57). 

Aycock (2018) further argues that another barrier to defining retrogames is that 
gaming technologies coexist and overlap with each other—we can see this for 
example in the release dates of home gaming consoles, such as the so-called 4th 
generation of consoles (e.g., Super Famicom/SNES and Sega Mega Drive/Genesis) 
surviving well into the 1990s, while 5th generation consoles (e.g., Sony’s PlayStation) 
already released as of 1995 (BBC, n.d.). The shift from cartridge-based to CD-based 
game software brought with it fundamental shifts in the gaming experience, yet on 
consoles for which gamers of the time would have had equal access to. 

That said, Gee (2019) provides a useful framework for considering retrogaming 
in terms of specific markers that could typify bygone gaming experiences. Exam

ples could be games providing “three lives and health bar” and “high score” displays, 
both mechanics held over from coin-operated arcade games (also see Bowman et al., 
2023b). In a similar vein, we can turn to Lewin’s (2023) reporting that as of this writ

ing, as many as 89% of all video games ever developed can no longer be played in their 
original form, thus suggesting that retrogames could be those that are endangered 
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or even extinct. As it will become apparent later in this chapter, modern incarna

tions of retrogames might engage a “pastness” or flavor of these former experiences 
(see Grainge, 2000), perhaps as a way to preserve their essence, or to celebrate their 
unique mechanics when contrasted with modern gaming experiences. 

All said, there is clear interest in retrogaming experiences–from the more than 
30 million subscribers to the Nintendo Switch Online service that allows gamers 
access to historical games from the Nintendo catalogue (Allen, 2021) to the recent 
re-release of the Atari 2600+ game console capable of paying original Atari game 
cartridges (Atari, 2023). Others such as Dyson (2017) write about ongoing efforts to 
collect and preserve electronic games—perhaps as an effort to engage with a cultural 
memory of and appreciation for video games (Bowman et al., 2023b; Seremetakis, 
1994). 

Nostalgia as a psychological phenomenon 

Definitions of nostalgia are manifold and closely connected to the perspective that 
deals with the phenomenon. Etymologically, the word nostalgia derives from the 
Greek words for homecoming (νόστος; nostos) and pain (άλγος; algos). Most promi

nently, Homer’s Odysseus was suffering ten years on his Odyssey to get home to his 
wife Penelope after the Trojan War. His memories of his wife, son, and homeland 
Ithaka, however, motivated him to keep fighting and continuing his journey to fi

nally return home. From the perspective of (media) psychology, the definition of nos

talgia derived by social psychologists appears essential for its application on gam

ing and (potential) well-being effects. In fact, Sedikides and colleagues (2015) define 
nostalgia as a “self-conscious, bittersweet but predominantly positive and funda

mentally social emotion” (p. 190) that is triggered by reflection of fond memories.1 
Social psychological research following Sedikides and colleagues’ (2015) definition of 

1 Note that some theorists suggest the bittersweet nature reflects a negative consequence of 
nostalgia. For example, Impert and Rubin (2011) demonstrated a correlation between nostal
gia and grief when remembering someone who has passed. However, others have shown how 
nostalgia can support the grieving process, suggesting the complexity of nostalgia as some

thing that can be both positive and negative (Reid et al., 2021). Specific to video games, Yang 
& Liu (2017) found that escapism and nostalgia were negatively correlated with subjective 
well-being, which could be related to companion scholarship on time perspective in which 
past negative individuals could see nostalgic reverie as a painful experience (in contrast to 
past positive people; see Jankowski et al., 2020). Finally, from a sociological perspective, there 
is a tradition of scholarship on the negative and politically insidious implications of nostal
gia–for example, those invoking a nostalgic mood (Grainge, 2000) to glorify the past (such 
as Making [Thing] Great Again). An overview of these arguments applied to media scholarship 
is presented in Kalinina (2016). 
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nostalgia has uncovered its manifold functions since the early 2000s. Thereby, this 
view entails a paradigm shift, as nostalgia was previously dismissed for a long time 
as a predominantly neg-ative state, as kind of “homesickness,” and was even classi

fied as a disease in the 17th century (Hofer, 1688/1934; Sedikides et al., 2004). 
Nostalgia is a so-called mixed emotion. While on the one hand, people look 

through symbolic rose-tinted glasses and valorize the memories as particularly 
positive, they also experience a certain melancholy in the certainty that things 
will never be the same again. Following Frijda’s (2007) classification of emotions, 
Hepper and colleagues (2012) therefore argue that nostalgia should be understood 
as a mixed emotion due to the co-activation of positive and negative affect. Another 
comparable mixed emotion is poignancy, an emotional response to personally sig

nificant events (e.g., Ersner-Hershfield et al., 2008). Finally, Hepper and colleagues 
conduct a prototype analysis. In a series of seven studies in total, they ask partici

pants about the features of nostalgia, categorize them, rank the importance of the 
features, and finally recategorize the features into central and peripheral features 
of nostalgia. Core features of nostalgia are personally meaningful memories of 
places, things, and people; positive affect such as happiness, and (rather peripheral) 
negative affect such as loss and fear. This prototype was validated across various 
cultural backgrounds (Hepper et al., 2014). 

Existing research on nostalgia as a psychological phenomenon and mixed emo

tion has uncovered three fundamental psychological functions (cf. Sedikides et al., 
2015): First, nostalgia takes on a meaning-making function (also referred to as exis

tential function). Nostalgic people perceive more meaningfulness in their own lives 
and, at the same time, search less for meaning in their own lives (Routledge et al., 
2011; 2012). In a 2010 study, Juhl and colleagues show that nostalgia can reduce the 
existential threat that is triggered when confronted with one’s own mortality in the 
context of terror management theory.2 Second, nostalgia fulfils a self-oriented func

tion that supports the self. Nostalgic people have better access to their intrinsic self- 
concept, and have a better idea of what they are really like (Baldwin et al., 2015). They 
are more optimistic (Cheung et al., 2013), more confident, and more aware of their 
positive attributes (Baldwin & Landau, 2014, Vess et al., 2012). Finally, nostalgia’s so

cial function is mirrored in research suggesting that nostalgic people feel more con

nected to other people in their lives and, overall, less lonely (Wildschut et al., 2006; 
Zhou et al., 2008). 

Most of the studies demonstrating these three functions of nostalgia have been 
researched using the so-called Event Reflection Task (ERT, Sedikides et al., 2015). 

2 Terror management theory (Greenberg et al., 1986) argues that when people are made aware 
of their own mortality, they cope with this anxiety by engaging and sustaining cultural be
liefs, and finding other ways to boost self-esteem. Nostalgia could function as a buffer by 
reminding people of their broader life’s meaning (also see Greenberg & Arndt, 2012). 
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Following this approach, there are two experimental groups: While one group is 
asked to write an essay about a common everyday situation, the other is instructed 
to recall an experience that makes them nostalgic. While ERT is a methodologically 
clean way to investigate these kinds of effects, nostalgia in everyday life is rarely trig

gered via such an artificial instruction. Thus, Wulf and colleagues (2018) argue that 
media content that reminds people of individual and fond memories can trigger 
similar effects. Such media can be, for example, specific songs that were playing at a 
certain, meaningful event (a wedding, anniversary, graduation party, first kiss, etc.) 
or movies that are connected to meaningful memories (the first movie you went to 
with parents, a franchise of beloved superheroes or cartoon characters from one’s 
childhood). Indeed, many studies attest that a wide range of (media) stimuli can 
trigger nostalgia, ranging from visual (photos and objects, Holbrook & Schindler, 
1996) and auditory (songs; Barrett et al., 2010), olfactory (smells; Reid, Green, Wild

schut, & Sedikides, 2014) and gustatory stimuli (tastes; Supski, 2013). Initial studies 
have also attempted to elicit nostalgia via haptic stimuli, such as the specific shape 
of video game controllers (Bowman et al., 2023a; 2023b). 

Video games, nostalgia, and well-being 

Through a rose-tinted heads-up display, video games, like other forms of media 
content, have the propensity to trigger nostalgia (Neimeyer, 2014) by transporting 
gamers back in time, serving as “[digital] time machines” (Wulf et al., 2018, p. 61). 
Literature has identified ways in which nostalgia can be triggered through video 
games. One way nostalgia can be triggered is through recall of an individual’s own 
memories. This can be prompted after watching a video game trailer from one’s 
childhood (Natterer, 2014), or writing about a memorable gaming experience from 
a bygone era (Wulf et al. 2020). Research has also demonstrated that nostalgia can 
be triggered through game play of either a modern version of nostalgic content 
(e.g., playing Pokémon GO (Niantic, 2016); Bonus et al., 2018) or nostalgia can 
be induced by playing older nostalgic content (e.g., playing Super Mario Bros. 
(Nintendo, 1985) on the NES Classic; Bowman et al., 2023a). The prior citations 
are examples of an individual’s own personal (nostalgic) experiences (Bowman et 
al., 2023b); and playing nostalgic content allows individuals to connect with their 
past and play games from their childhood (Harborth & Pape, 2020). However, other 
forms of nostalgic memories may not be linked to an individual’s personal lived 
experiences, rather a preference for media of a certain historical (nostalgic) time 
period (Natterer, 2014). 

Historical nostalgia may be induced by referring to the culture and media of 
a different time period. This concept is represented in a variety of video game ti

tles, where the design and narrative captures these bygone eras. The Beatles: Rock 
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Band (Harmonix, 2009) is one example of a documentary type game, which refer

ences the romanticized pop culture of the 1960s (Hodson, 2012). Others include Far 
Cry 3: Blood Dragon (Ubisoft Montreal, 2013), which borrows a “nostalgic mode” 
from 1980s science fiction action films (Sloan, 2015), and Gone Home (The Fullbright 
Company, 2013), set in the 1990s in the US and using with period-accurate foods, 
soda cans, and clothing (Sloan, 2015). Video games offer a unique opportunity for 
individuals with no prior gameplay experience to feel a part of a prior generation 
(Bowman et al., 2022). This illustrates the diversity in which developers utilize nos

talgia, as it can be used as a tool to reach a wider audience (Pearce, 2008). Using 
Super Mario Bros. as an example, individuals will dedicate their resources to the 
demanding nature of video games (Bowman, 2018; 2021) to reconnect with their past 
(personal nostalgia) or to connect with a prior generation of gamers (historical nos

talgia). 
A synonymous finding between the aforementioned literature on personal and 

historical nostalgia is the positive influence that nostalgic content has on an individ

ual, with regard to psychological well-being and subjective well-being. These posi

tive effects on well-being are highlighted in the media-induced nostalgic contribu

tions to the well-being model (MINCoW; Wulf et al., 2018) which stipulates that: 

- Nostalgia has a direct influence on media experiences and outcomes, such as 
enjoyment and appreciation 

- Nostalgia contributes directly to well-being through self-oriented, existential, 
and social functions 

- Entertainment outcomes mediate the indirect effect nostalgia has on well-being 

Video games research has tested some assumptions presented in the MINCoW 
model. Addressing the first assumption, Yang and Liu (2017) found a significant 
correlation between game play and enjoyment in Pokémon Go. Ghazali et al. 
(2018) also discovered that enjoyment of Pokémon GO influenced continued play. 
Research by Bonus et al. (2018) found that playing Pokémon GO was associated 
with nostalgic feelings as well as friendship formation and intensification, which 
addresses the second assumption. Regarding the third assumption, research found 
that playing a nostalgic video game, such as Pokémon Go, predicted eudaemonic 
(personally meaningful) entertainment experiences, which had an indirect effect 
on psychological well-being (such as personal flourishing; Wulf & Baldwin, 2020). 

Previous research has identified a strong association between gaming-induced 
nostalgia and social connectedness. It has been found that individuals who played 
with guild members in World of Warcraft (Blizzard, 2004), would experience 
less loneliness and social anxiety online compared to the real world (Martončik & 
Lokša, 2016). Furthermore, individuals who played World of Warcraft Classic 
had stronger feelings of nostalgia when they felt a higher sense of social presence 
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(Robinson & Bowman, 2021), which demonstrates the social role that nostalgia 
plays. Wulf et al. (2020) found that when participants recalled a personally nos

talgic video gaming experience, memories often included time spent with family 
members or friends, which resulted in higher levels of optimism, self-esteem, and 
vitality. This demonstrated the positive effect of past social gaming memories, 
which increased levels of nostalgia, which in turn resulted in higher psychological 
and subjective well-being. 

Designing games with nostalgia in mind 

To date, research into nostalgia in video games is comparatively light when we con

sider the 60-plus year history of the gaming medium, and the wealth of anecdotal 
evidence suggesting the cultural and economic appeal of retrogaming. Intuitively, 
it is clear that the audience for video games has aged along with the medium, and 
we can find a combination of seasoned gamers eager to replay their boards, screens, 
and worlds of yesterday. Just as well, we see newer gamers equally as eager to en

gage those seemingly bygone gaming experiences–to get a sense for earlier “eras” 
of video games as a way to more deeply engage with and experience the medium. 
From this nascent body of scholarship, we can already see paths forward that have 
implications for how games are imagined, engaged, experienced and enjoyed. 

Nostalgic mode and retrogaming design 

Conversations around nostalgia in video games tend to focus solely on either by

gone games and gaming technologies (such as the aforementioned NES home game 
console) or on releases of familiar and established gaming properties (such as the 
aforementioned Pokémon and Super Mario Bros.). These intellectual properties 
and trademarks have followings stemming from decades of gaming experience, 
and their re-releases serve as proxy indicators of their legacies–both for video 
games and for pop culture broadly. That said, there are numerous releases that 
engage with various features and attributes of older video games, while being 
based on entirely new characters, narratives, and intellectual properties. Grainge 
(2000) involves the notion of nostalgic mode—borrowing from Jameson’s (1991) notes 
on postmodernism—to explain an aesthetic engagement with nostalgic content. 
Here, it is possible for the “look and feel” of older video games to be engaged by 
recreating elements common to the medium. Schrey (2014) talks specifically about 
how media cultures might celebrate the uniqueness of engaging with the limita

tions of media technologies–in older video games, this might include pixel art and 
animation (Makai, 2018) as well as chiptune music from 8-bit and 16-bit processors 
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(Driscoll & Diaz, 2009). Such animations and sounds were standard for their eras, 
but when used in modern video games evoke a sense of “pastness” for video games 
as a medium. For Grainge, (2000), such engagement can be understood as “an 
increasing semiotic awareness of the textuality of the past.” To this end, we can 
consider the popularity of the aptly named “Metroidvania” genre of video games.3 
Such games borrow mechanics from a seemingly bygone genre of video games in 
the two-dimensional action platformer, often featuring pixel graphics and similar 
music while encouraging players to explore and “board by board”—often visiting 
older parts of the game map once newer abilities and skills are discovered (see 
Figure 1). Such a game genre is somewhat outdated in the era of sensory immersive 
and persistent online three-dimensional worlds, in which gamers can move in near- 
complete 360-degree space to navigate crafted environments from a first-person 
perspective. Games such as 9 Years of Shadows (Halberd Studios, 2023) engage 
the “nostalgic mode” of games from the late 1980s and early 1990s, while presenting 
game content that is wholly original.4 The game was highly regarded as a “bright 
spot among Metroidvanias” (Cart, 2023), with a statement somewhat suggesting 
a potential market saturation of the genre. In a similar vein, Oliveira et al. (2020) 
noted that Metroidvania games are an increasingly popular focus of indie game 
developers. Among many reasons for this could be a combination of the experiences 
of these developers (many of whom “grew up” on Metroidvania-type games) to a 
broader cultural appreciation for a style of gaming paradoxically novel and unique 
to contemporary gamers. 

It is clear that Metroidvania games are popular, yet it is less clear as to whether 
and how these games might be experienced as nostalgic video games experiences. 
Open questions to consider might be the extent to which established gamers ex

perience a sense of personal nostalgia for the nostalgic mode presented in these 
games—perhaps being reminded of bygone gaming experiences. Likewise, we could 
further investigate the extent to which younger gamers experience historical nos

talgia for these games—perhaps engaging them with a sense of appreciation for 
the gaming as a whole (somewhat replicating Bowman et al., 2023b). Moreover, it 
could be that other gameplay mechanisms of “older” video games are likely to be en

gaged via nostalgic modes, given that retrogames are a relative categorization that 

3 The namesake of this genre of games is a portmanteau of two classic video game properties 
in Metroid (Nintendo, 1987) and Castlevania (Konami, 1986); see Oliveira et al. (2020). 

4 Notably, games such as 9 Years of Shadows are also representative of more diverse and 
inclusive voices not commonly featured in the history of video game development. For this 
game, the developer Halberd Studios is based in the Zapopan district of Guadalajara, Jalisco, 
Mexico (more information: https://www.halberdstudios.com/). The game’s aesthetics were 
further inspired by anime programs such as Sailor Moon and Saint Seiya (for more details, 
see https://steamcommunity.com/app/1402120/discussions/0/3825284962834862035/). 

https://www.halberdstudios.com/
https://steamcommunity.com/app/1402120/discussions/0/3825284962834862035/
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depends on the player’s own experiences. Developers and researchers alike are en

couraged to consider defining and delineating between various nostalgic notes, as 
understanding how engaging a nostalgic mode positively or negatively influences 
player experiences would be useful for developers who might seek out other “bygone” 
gaming aesthetics to emulate (also noted by Gee, 2019). 

Figure 1: The game map from 9 Years of Shadows (Halberd Studios, 2023). This level design 
is a standard feature of classic video games from the 1980s and early 1990s, when the tech
nology did not allow for extensive and sensory immersive three-dimensional worlds. Instead, 
players navigated interconnected “rooms” with an end goal of unlocking all rooms and find
ing various objects and skills 

Map used with permission of Halberd Studios 

Video games and parent-child relationships 

In prior research on video games and nostalgia, Wulf et al. (2020) came across the 
following comment shared by one of their survey participants: “My dad died when I 
was 10, so [playing Mario Kart with him] is one of my best memories of him.” Al

though the quote was unique in terms of its sombreness, it was typical of more than 
25% of the nostalgic memories shared by players (and nearly half of the memories 
which individuals were asked to discuss were social memories). These data reflect 
recent industry reports. In the United States, for example, the Entertainment Soft

ware Association has consistently reported a high degree of parent-child gaming, 
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from around 67% in their 2017 report (ESA, 2017) to 76% as of their 2023 report (ESA, 
2023). Active parental mediation strategies in which parents help their children un

derstand and engage with on-screen content through the co-play of video games are 
correlated with more positive and effective family communication (Jiow et al., 2017; 
Wang et al., 2018). Likewise, research into nostalgia as an autobiographical notion 
suggests that connecting and engaging with meaningful others, such as family, is 
especially relevant for memories that trigger nostalgia (Abeyta et al., 2015, also see 
Hepper et al., 2012). Taken as a whole, this research suggests that, along with the 
short-term benefits of parent-child video gaming for encouraging healthy family 
communication styles, these shared social entertainment experiences are precisely 
the sort that parents and their children are likely to cherish later in life. 

Related to this, we can also consider other ways in which parents might share 
their own prior gaming experiences with their children. In writing about nostal

gia and well-being, Bowman and Wulf (2023) came across a social media post in a 
retrogames-focused subreddit in which a person discussed the experience of stum

bling across their parent’s old video game save file from Legend of Zelda: Ocarina 
of Time (Nintendo, 1998).5 The post kicked off several threads of conversation about 
the curiosity and novelty of engaging in what could be perceived as a highly per

sonal and private experience–video game files could be seen as an extension of one’s 
self in digital worlds, for many of the reasons previously stated. Media broadly can 
serve an important part of self-identity (for example, music and adolescent iden

tity; North & Hargreaves, 2006) and likewise, sharing those self-relevant artefacts is 
yet another way that parents engage children, and how children might make sense 
of their parents’ experience and identities. Game developer Jesse Schell has written 
about the notion of “persistent avatars” that might follow a player throughout the 
lifetime (MCV Staff, 2010), and already we can see this in games such as World of 
Warcraft, where some players have had active avatars (and the associated save files 
with those characters’ progress) for nearly 30 years since the game’s release in 2005. 
The paucity of research on sharing these potentially deep, meaningful, and idiosyn

cratic personal save files across generations is ripe for future study. 

Sense of place and digital locations 

Another area ripe for exploration would be how players might form attachments to 
the various locations from their own video game history. Borrowing from cultural 
geography, the concept of sense of place (SoP) explains the idiosyncratic and interper

sonal connections that one feels for self-referential locations. As defined by Tuan 

5 The post is shared with permission of the original poster: https://www.reddit.com/r/n64/co 
mments/y7oda7/using_my_dads_old_ocarina_save_file/ 

https://www.reddit.com/r/n64/comments/y7oda7/using_my_dads_old_ocarina_save_file/
https://www.reddit.com/r/n64/comments/y7oda7/using_my_dads_old_ocarina_save_file/


Bowman, Wulf, King, Hodge: “Take Eight Bits and Call Me in the Morning” 25 

(1975), “to know a place fully means both to understand it in an abstract way and to 
know it as one person knows another” (Tuan, 1975, p. 152). Relph (1976) followed in 
suggesting that sense of place forms as a combination of our familiarity with, expe

riences in, and genius loci that we feel for spaces; Hauge (2007) further argues that 
sense of place is critical to our sense of identity. 

Although SoP has been studied extensively with respect to physical locations, 
there is emerging evidence that digital places can also facilitate SoP in ways that are 
associated with nostalgic memories. Turner and Turner (2006) recreated museum 
exhibits in virtual reality systems, and participants remarked how their engagement 
with those exhibits reminded them of childhood visits to museums and other cul

tural exhibits with family and friends. Directly in video games, Bowman et al. (2020) 
found that after two months playing Fallout 76, players began to foster SoP for 
West Virginia (the US state rendered digitally in-game)–in particular, players not 
from West Virginia saw a steady increase in SoP on par with those players native to 
the region. Later work by Bowman, Vanderwelle et al. (2023) examined Assassin’s 
Creed games and again found that engaging with those games fostered SoP for var

ious historical locations (such as London and Paris). Few studies have looked at the 
relationships between video game locations and nostalgia (cf. Robinson & Bowman, 
2021), but it would stand to reason that part of the appeal of retrogames would be a 
yearning to re-engage important and self-referential game locations for which play

ers might well have spent 10s to 100s of hours of their formative years engaging with. 

Conclusion and future directions 

Video games are a global economic and cultural mainstay, with a nearly 60-year his

tory of engaging and delighting players by taxing their cognitive, emotional, physi

cal, and social resources. Games are played across cultures and across the lifespan, 
and bygone gaming experiences leave lasting impressions–the games of yesterday 
serve as wellsprings of nostalgic reverie today, and the games of today have the po

tential to serve as nostalgic referents for tomorrow. 
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