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The aim of this presentation is to explore and analyze video game modding,
with a particular focus on the emergence of mods designed to enhance
immersion. With the proliferation of modding tools, especially within
Bethesda Game Studios (BGS) games, a vibrant community of modders has
flourished. The largest modding repository, nexusmods.com, boasts over
565 thousand mods across nearly 3 thousand games, with BGS titles
dominating the collection. Notably, The Elder Scrolls V: Skyrim (BGS;
2011) alone hosts around 70 thousand mods, while its “Special Edition”
(BGS; 2016) counterpart features over 60 thousand.

A discernible trend has surfaced in which modders strive to elevate and
refine game features to heighten immersion. The concept of “immersion”
lacks a precise definition in academic discourse, and it’s understood
variously, depending on methodology and perspective. It is worth noticing
that it has been embraced to underscore game fidelity, evident in
marketing strategies. This notion has gained significant traction within
modding communities, particularly evident in The Elder Scrolls V: Skyrim,
where well-crafted open-world environments, RPG mechanics, and
cinematic visuals contribute to immersive gaming experiences.

The intrinsic immersive potential of such games motivates modders to
expand upon features that enhance user immersion, progressively
enriching the gaming experience. Analyzing the extensive database of
mods labeled as “immersive” will unveil players’ perceptions of
immersion, along with the game elements and modifications deemed to
enhance it. This analysis will be juxtaposed with established models of
immersion from scholars such as L. Ermi C F. Mayra, A. McMahan, P.
Kubinski and others.

Immersive mods span various categories, including those that augment
world diversity, refine player avatars, minimize HUD elements, and
authenticate game details. The list is expanded by numerous online
tutorials recommending specific mods, labeling them as “immersive”
(although the term “immersive” is absent in their titles, contrary to the
ones mentioned above). These mods often include graphical or gameplay
overhauls, extending the possibilities of interacting with the game world.
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These diverse modifications impact player experiences within Ermi and
Mayra’s immersion framework, but also the often minimize elements that
disrupt immersion (minimize the emersive effect - as described by
Kubinski; 2014). Notably, the synergy of mods, particularly those
enhancing game world details, proves crucial for immersion. While
individual mods may have limited impact, their collective integration
significantly enhances or transforms game fidelity.

The creation and curation of extensive mod lists represent a distinct
phenomenon, shedding light on modders’ strategies for crafting immersive
experiences. Mod libraries have grown so expansive that managing them
resembles game design practices, although modular in nature. Curators
navigate a plethora of programs and files created by others, carefully
selecting changes to optimize the gaming experience. Under the guidance
of experienced users, such mod lists have garnered popularity, offering
curated “packages” that profoundly alter the original game experience.

The exploration of immersion in video game modding unveils a dynamic
landscape where creativity thrives and user experiences are continually
enriched. As modders meticulously craft enhancements to foster
immersion, they not only reshape game worlds but also redefine the
boundaries of player engagement. Moving forward, understanding the
strategies behind modding communities’ pursuit of immersion offers
valuable insights into the evolving nature of player agency and the future
of immersive games.
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