Mastery.  That’s what’s its about.  You have to ask yourself is this game worth mastering?  Does it take mastering?  Can you master it?  Or will it master you?

When I was a kid, mastery of StreetFighter 1 and 2 drew crowds around you mesmerised by the stunning combinations, the best ego trip ever found.  While at University, I used to play in the arcades taking on all challengers in two-player street fighter 3: “I am the master! Oh, and it is another 50p to prove me wrong”.

These days I play for online mastery.  CounterStrike is all the better for the people watching you get it wrong as well as seeing you triumph, but it’s no wonder the score board is shown at the end of every level.  EverQuest too is wonderful, but mainly because of the shear amount of work to get from level 6 (me) to 56 (master).  I want to be that guy, getting all that attention and respect.  I want to be able to kill griffins too! So I play on.

To me all truly great games work on this level.  My step-father is on a amazingly high (to me) level of Edios’s Commando’s and what keeps him going is the fact that am always wide-eyed when he masters one of it’s nightmare challenges.  

The milestones may sound small to other people: “I killed my first Shadow Wolf!”  “I finally got my commando past those guards!” but they matter a lot to those who have put in the effort.

For me, if a game cannot offer a road of progressive challenges, I quickly become bored.  When I master a game I need to feel that I've mastered a part of myself. The games total length and cost is Irrelevant.  From Laser Squad to CounterStrike to EverQuest all that matters is that feeling: The demands and rewards of a high level of Mastery! 

Then I’m there; wallet in hand. 

Game on…

James Bell

