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For this online experiment, German speaking participants 
(N=136; 17-56 years of age, M=25.1; 14.7% of whom 
reported to play first-person shooters regularly, 41.9% 
reported to have no active experience with FPS) were 
asked to rate 3 excerpts of the game „Rainbow Six Vegas 
2“, each about 30 seconds in length, presented in a 
randomized fashion. The videos were created specifically 
for this experiment, showing three different degrees of 
strategy regarding the player’s aggressiveness. The 
participants were lead to believe they saw a „Let’s player“ 
without us revealing their identity. The three excerpts were 
underscored with three different types of Metal music, 
distinguished by the music’s degree of „hardness“ (as 
retrieved by Czedik-Eysenberg & Reuter, 2017), resulting 
in 9 videos to be rated in total in a 3x3 between subjects 
design.  
To avoid biases due to musical style, the excerpts were 
retrieved only from the “Gothic Metal” genre, since it 
provided a broad spectrum of musical hardness in Czedik-
Eysenberg’s research. 

Correlation between intended and 
perceived aggressivenes of GamePlay 

Connection between musical hardness and player‘s 
aggressiveness ratings over all videos.  
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Gaming became part of modern society’s mainstream media 
during the past decades. Especially on online platforms such 
as Twitch and YouTube, we can observe a rising popularity of 
videos that show people gaming and simultaneously 
commenting on it, so called „Let’s Plays“ (Sjöblom & Hamari, 
2017). Some players like to add background music to help 
shape their gaming personality. But can this music, more 
specifically its “hardness” influence our perception and 
judgment of the gamers themselves, furthermore their 
abilities and qualities of their gameplay? 

T h e r e w a s a n 
overall positive signi-
ficant correlation 
between the ratings 
of the player’s quali-
ty and aggressive-
ness to be found 
(r=.539, p<.001). 
The ratings reflec-
ted the intended 
style of gameplay in 
general.  

Overall, there were no significant correlations between 
the hardness of the background music and the 
perceived aggressiveness to be found.  
Analysis of variance showed that in general, people 
rated the videos relying on their visual impressions 
(F=114.14, df=2, p<.001, η2=.359), while the 
influence of background music couldn’t be confirmed. 
However, if only those participants were taken into 
account who reported to never have played a first-
person shooter, a significant influence of the 
background music according to the hypothesis could 
be observed (N=57, F=4.362, df=2, p=.014, η2=.
033). In the ratings of the videos with an intended 
„neutral“ strategy of gameplay, the musical hardness 
correlated positively with the perceived aggressive-
ness (r=.170, p=.024). 
Regarding gender and age, there were no effects to 
be found that couldn’t be explained more accurately by 
gaming experience. 
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While evaluating Let’s Plays, the visual component 
seems to be more important than the auditive one. 
However, with a neutral game setting, the influence of 
music is stronger. Experienced players are less likely 
to be influenced by background music. Besides 
focusing exclusively on background music, further 
research could take other parameters into account, 
e.g. the Let’s player’s style of commentary. 


