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Abstract: Cooperation in multiplayer games is crucial to competitive multiplayer games.
Mechanisms in the settings of multiplayer games are influencing players in a way that leads
them either to be extremely positive towards the success of the result or completely
disappointed by their experience. It is questionable whether designs for cooperation in games
trigger coordination between players’ cooperative behavior and reliance and can possibly lead
to cooperation between players, with the following consequences if the design fails to achieve
its original goal. A literature review and a number of case studies will be used for analysis of
player behavior, such as Tobias and Christopher's experiment of video game play on Mario
Kart: Double Dash. This paper reveals multiplayer games are producing certain levels of
cooperative behavior, and trustable relationships are formed since the cooperation helped
build the connection in the game.
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1. Introduction

Most multiplayer video games are designed for players to fulfil the purpose of challenging each other
by combining several players’ goals into one and making people work cooperatively even when they
only know each other online. As a matter of fact, certain studies found that when players are given
opportunities to help their partners, they will return the favor when they are aware that they were
helped by their partner before [1]. This behavior is so common that the player would not notice or be
aware of this phenomenon [2]. Tobias and Christopher suggest that reciprocity is the power that
triggers people to help each other when they just know each other for several minutes online [3]. It is
a huge component of player cooperation in games, especially when they face the difficulty of limited
resources. The only way to deal with the problem is to fulfil each other's needs or benefits in order to
achieve one's goal. This dissertation means to discover the influence that settings of multiplayer
games can have on players’ behavior, which is how they affect players’ performance on cooperation.
The research method will be covered by literature analysis, and example game analysis and discuss
the comparison between analysis in an example game and experimentation in literature. The result of
the cooperative behavior of players is likely to be helpful for the game designer and an analysis of
players’ ratings of the game. Later studies can also be investigated based on the research on how
players perform when game settings are affecting their behaviors.
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2.  Theoretical Cooperative Behavior

It has been questioned why individuals would choose to help others at the cost of their own time and
strength [4]. It has been suggested that reciprocity could be a cause related to helping actions; thus,
plenty of variables still appear and affect the progress. There is an expectation on other teammates in
multiplayer games that appears before any behaviors. Commonly, cooperative behavior is expected
as a foundation based on prior players’ experiences [5]. Players are likely to behave according to how
they have behaved in the past, and this is normally how cooperation in games develops. On the other
hand, expectations for each player could be various. It depends on how easily a person could have a
reliable relationship with another partner. This relationship refers to an individual and personalized
trust [6, 7]. As an example, it could refer to the impression a stranger makes on the street or the feeling
a player has when they encounter their new teammates. The behaviors can vary as people confront
different attitudes. People who are cooperative are more likely to work with their teammates, and
cooperation is formed. People who are more selfish are essentially destroying trust in relationships
and leading to failure. When a player receives high levels of trust for feedback, the base of trust for
his teammates is built on it, which helps him cooperate with his future teammates and encourages
cooperation between him and his teammates [7-8]. One theory that was suggested by Liu is the
intervention in games made by prosocial behavior that is similar to the action of reciprocity in gaming;
they both emphasize on helping other people once the gamer receives benefits or just fulfill the will
on helping. The difference that Liu investigated was the factor of gender; compared to other
components such as the relationship between partners or the will to help in games, different gender
also makes an essential influence in gaming when it comes to cooperation [9]. This factor is easily
overlooked and ignored since the gender difference is usually considered less significant in research
related to games. Considering the stereotype that girls are less fond of games but more willing to help
their same-gender partners in prosocial behavior [10]. Some researchers have also come to the
conclusion that prosocial behavior can be encouraged by playing cooperative video games [11]. Trust
is especially important in gaming, where it is needed for players to cooperate[3]. Though its
production might not be reliable, the process somehow promotes the development of and attitude
towards another partner [12-13].

3.  Literature Review of Cooperative Behavior

To investigate the effects on cooperative behavior in games, literature analysis is done on Tobias and
Christopher's experiments [3]. By taking their experiment as an example for analysis, we can see that
their purpose is basically to use participants ‘experiences to compare single-player and cooperative
players and a social dilemma to test the level of relationship between participants who had cooperative
experiences. It is testing if participants would expect the coins that are given to other paired
participants (who face the same condition but have their identities hidden). That is the assessment for
both sides and a confrontation for trust and cooperative behavior. As a result, Tobias and Christopher
concluded that playing cooperative games enhanced the effect on cooperative behavior in the
experiment comparing single-player and multiplayer games [3]. Since there are positive and
unexpected consequences. That is, cohesive results are received. Participants who experienced the
cooperative part of the experiment showed cooperative behavior and were willing to give up personal
interests, even though they were not aware of the identity of the other partner. Thus, it is suggested
that participants displayed more coherence and trust in the team-player video game condition
compared to the single-player video game condition. Another finding has shown that participants who
attend cooperative video games in teamwork present higher levels of cooperative behavior than
participants who had experiences only with single players, thus having fewer active wills for
cooperation with themselves [14]. This parallel research suggests that cooperative behavior is a type
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of catalyst that encourages players to cooperate, especially when they have personal experiences with
cooperation. However, studies also investigated how those several types of videos could result in
negative outcomes for cooperative behaviors, as video games that include violent or neutral content
might lead to decreases in helping behaviors and empathy generation in players’ thoughts [15].

3.1. Effects of Cooperative Behavior

From earlier research, it can be concluded that results on cooperative behavior are triggered by
individual trust and prior cooperative experience [3]. These are factors that affect teamwork in the
formation of relationships between players.

A study published by Manser, states that factors such as cohesion, interactions, trustworthiness,
and cooperation influence teamwork [16]. Among these factors, the researcher especially points out
that trust is the most essential and crucial to successful teamwork [17]. Trust means whether players
can achieve the same common goal and strive to achieve this goal, and trust is the key to cooperation.
Because it controls what the player decides to do, either believes that his partner is willing to work
together at the expense of personal interests as a larger goal, or decide to sacrifice his partner and
hard work just to obtain personal interests [18]. It enables players to combine forces to work
cooperatively, but it still varies and is uncontrolled by plenty of variables. As trust would be expected
and observed at a certain level first, it would be assessed by players toward other partners while
cooperation is happening. Though the collaboration progresses, the level of trust is influenced by the
players' cooperative extent based on the players' cooperative experience and trust expectations of
other people, which means faith in the next partner that he is likely to cooperate.

3.2. Trust Promoting Cooperative Behavior

Trust is important for the establishment and maintenance of social relationships between people [19].
As Bosma suggests, the positive influence of collaboration instead of punishment [20]. Trust is the
connection between people in cooperation; though players cooperate in game, prosocial behaviors
and cooperative experience are in effect influencing how players decide to make decisions that either
benefit themselves only or contribute their efforts so the team can be stronger. Trust is then subtly
producing effects on the process and helping players make decisions. Since trust depends on the
involvement of expectations of players motivations on whether they decide to engage in prosocial
behavior involving conflicts between one’s interests and the team’s interests [21]. Once players
decide to make all the decision that contribute to the team, which in different ways to help the team,
then the expectation of trust is formed in their minds, and they are all expected to make contributions
to the group. Thus, trust encourages players to collaborate as a strong bond in a team, and possibly
the stronger this bond, the more united and longer this team holds.

4. Conclusion

On the basis of the research, a comparison of single-player and multiplayer games reveals that the
fostering of cooperation advances the formation of the most important relationship between players,
which is trust. Though the conditions still matter and are controlling factors in the specific
environment of playing, As the types of the game and content could affect the cooperative behavior,
possible decreases and increases are predicted by Tobias and Christopher based on the results of the
participants’ behaviors in earlier studies. What matters to individuals also controls part of the process
of the game since each person has different expectations on how they believe others will cooperate
in the game. Though these factors could be discussed as variables for designing an experiment to find
out how important they are in affecting players’ behavior, future research could also concentrate on
the formation of teamwork relationships between players. Thus, analysis of cooperative behaviors,
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both in the literature review and in experiments, can be improved. Furthermore, a comparison of
teamwork factors could be investigated.
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