Its not the actual hours need to complete games that is the issue. It’s the proper setting of goals relevant to the story and environment.  For example, story driven games need to be of a certain length because you will only get the plot twists and surprises once.  Make that length too short and your customers will feel cheated. Also consider that the standard CounterStrike game can be over in seconds. Here it is the accumulation of points that is the goal, so the actual length of the game experience can easily be cut down to 3-minute chunks.  This is the difference of the “old skool” game structure based on a points or the  “story based” model that has a tail to tell and needs the time to tell it.  It’s when developers make short epics that feel squashed/rushed or long twitch games with artificial puzzles that feel padded that leads to the boredom of the gamer and the cry’s that it is too long.  Look at the contrast of Everquest, which is endless and Tetris, which most play for 50 minutes max.  If your enjoyed the game it shouldn’t matter if its 10 minutes play or 10 years.

