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Abstract

Studies of the gaming motives had primarily focused on online gamers. Although there are
studies that applied the Online Gaming Motivation Scale in the offline settings, more
psychometric evidence in the offline setting is needed to warrant for meaning comparison.
The aim of the current study is to evaluate the psychometric properties of the Online Gaming
Motivation Scale and to examine the predictive role of gaming motives to internet gaming
disorder. A total of 614 adolescent gamers of online and offline games participated in the
current study. The confirmatory factor analysis supports the three-factor structure of the
Online Gaming Motivation Scale (namely social, immersion, and achievement motives).
Pearson correlation, average variance extracted, composite reliability, and reliability analysis
support the excellent psychometric properties of the Online Gaming Motivation Scale.
Hierarchical multiple regression found gaming motives as significant predictors of internet
gaming disorder among adolescent gamers of online and offline games.

Keywords: Online Gaming Motivation Scale, Motive, Internet Gaming Disorder,
Psychometric, Confirmatory Factor Analysis

The inclusion of internet gaming disorder as a condition that requires further study in the fifth
edition of Diagnostic and Statistical Manual of Mental Disorders (DSM-5; American Psychiatric
Association, 2013) had encouraged much research into the topic. On one hand, studies had
examined the potential comorbidities of internet gaming disorder, such as depression (Liu et
al., 2018), generalized anxiety disorder (Wang et al., 2017), and autism spectrum disorder
(Murray et al., 2021). On the other hand, studies had explored potential predictors of internet
gaming disorder, which include family factors (Schneider, King, & Delfabbro, 2017), bio-
psychosocial factors (Sugaya, Shirasaka, Takahashi, & Kanda, 2019), and individual differences
(Gervasi et al., 2017).
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Of the various studies been conducted, there are increasing studies that look into the
motivational component of internet gaming disorder. A number of quantitative and
gualitative studies had been conducted to identify and classify the gaming motives. Bartle
(2004) proposed four types of gaming motives, namely achievers, explorers, socializers, and
killers. The motivational model was attempted by Yee (2006). However, Yee (2006) identified
ten components of gaming motives that can be classified into three higher-order factors,
namely social (socializing, relationship, teamwork), immersion (discovery, role-playing,
customization, escapism), and achievement (advancement, mechanics, competition). In
another study, Demetrovics et al (2011) identified seven types of gaming motives, which are
escape, coping, fantasy, skill development, recreation, competition, and social.

Instead of looking at internet gaming disorder as compulsive behaviour, it is plausible that
individuals engage in internet gaming disorder with a specific motive, whereby they are
expecting a positive outcome from the gaming activities ((Wu et al., 2016). For this reason,
studies had explored the relationships between the gaming motives and internet gaming
disorder (Edy et al., 2018; Hsu et al., 2009; Laconi et al., 2017), whereby studies generally
suggested that there are some motivations that drive the individuals to engage in internet
gaming disorder. Kardefelt-Winther (2014) proposed a theory of compensatory internet use
where individuals are motivated to go online to fulfil unmet needs. For instance, adolescents
with dysfunctional peer relationships might be motivated to play internet games for social
motives. Although the adolescents might be able to fulfil the unmet needs in short term, they
will become increasingly dependent on internet gaming and lost the ability to make offline
friends in the longer term.

Although the majority of past studies support the relationship between gaming motives and
internet gaming disorder, it is noteworthy that many of the past studies placed the main focus
on the online gamers (Billieux et al., 2011; Fuster et al., 2013; Kirdly et al., 2015), with scarce
research been conducted among offline gamers. For example, Kuss et al (2012) found gaming
motives (escapism and mechanics) as significant predictors of excessive gaming among
MMORPG players. In fact, the DSM-5 mentioned that IGD “most often involves specific
Internet games, but it could involve non-Internet computerized games as well, although these
have been less researched” (American Psychiatric Association, 2013, p. 796). In examining the
measurement invariance of the Problematic Online Gaming Questionnaire, Smohai et al
(2017) found the online and offline gamers to respond differently to social-related motives
(overuse, interpersonal conflicts, and social isolation), but respond similarly to other motives
(obsession, preoccupation, and withdrawal symptoms). Yet, studies had found social motives
as a weaker predictor for internet gaming disorder than other gaming motives (for review,
see King et al., 2019). This signals the need to further examine the predictive role of gaming
motives to internet gaming disorder in offline settings. It is plausible that the motivational
model could be expanded to the offline setting as well.

In search of the current literature, two measures of gaming motives are frequently been
applied in the current research settings, which are the Online Gaming Motivation Scale (Yee
et al.,, 2012) and the Motives for Online Gaming Questionnaire (Demetrovics et al., 2011).
Although both measures were designed to examine gaming motives among online game
players, it is notable that many studies had utilized the Online Gaming Motivation Scale in
diverse settings, which include Pokémon GO (Kaczmarek et al., 2017), recreational video
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games (Comello, Francis, Marshall, & Puglia, 2016), and female general gamers (Lopez-
Fernandez et al., 2019). To encourage more research into this area, there is a need to examine
the psychometric properties of the Online Gaming Motivation Scale in the general gamer’s
population.

Considering the aforementioned facts, the aim of the current study is two-fold. First, it is the
aim of the current study to examine the psychometric properties of the Online Gaming
Motivation Scale, involving online and offline gamers. Second, the current study aimed to
examine the predictive role of gaming motives to internet gaming disorder. In particular, the
current study placed the main focus on adolescent online and offline gamers. The selection
of this sample is primarily due to the high prevalence rate of internet gaming disorder had
repeatedly been raised in past studies (Fam, 2018).

Method

Participants and Procedures

A total of 614 adolescent online and offline gamers participated in the current study. The
adolescent gamers were aged between 12 and 18 (Mean = 15.36, SD = 1.275), with 285 males
(46.4%) and 329 females (53.6%). Of these adolescent gamers, 70.8% played both online and
offline games, 20.0% played online games only, and 9.1% played offline games only.

Data of the current study were collected between October and November 2019. The
adolescent gamers were recruited from 12 secondary schools in Selangor, Malaysia. All
students identified from the randomly selected classes were invited to complete a self-report
guestionnaire anonymously during the regular school day. There are a few inclusion criteria
for the current study, whereby the adolescent gamers must be: (a) Malaysian; (b) enrolled in
Malaysian public secondary school during the data collection period, (c) aged between 12 and
20 years old, and (d) online or offline gamer.

Materials

Demographic

Participants were required to report their age, gender, game mode (online or offline), and
time spent gaming per day (in hour).

Online Gaming Motivation Scale

The Online Gaming Motivation Scale (Yee et al., 2012) contains 12 items that identify motives
to play games, which include social (a = .77), immersion (a = .75), and achievement motives
(a =.74). The items are rated on a 5-point Likert scale, ranging from 1 (not important at all)
to 5 (extremely important). Although the scale was originally designed to examine motives to
play online games, the scale had been utilized in different game genres (Kaczmarek et al.,
2017).

Problem Videogame Playing Scale

The Problem Videogame Playing (PVP) Scale (Tejeiro & Bersabé, 2002) has nine items that
examine problems associated with the addictive use of video games (e.g., When | can't use
the video games, | get restless or irritable). The items are designed as dichotomous yes/no
responses. A total score is obtained by summing the nine items, with a higher total score
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indicates a more severe internet gaming disorder. The PVP scale demonstrated good internal
consistency (a =.81) in the current study.

Statistical Procedure

The present study applied various data analysis methods through the Statistical Package for
Social Science version 23 (SPSS) and Amos 23. First, descriptive analysis was performed to
examine the characteristics of the Online Gaming Motivation Scale at the item level. Second,
confirmatory factor analysis (CFA) was performed to evaluate the factor structure of the
Online Gaming Motivation Scale. The model was evaluated with a set of fit indices as
recommended by El-Den, Schneider, Mirzaei, and Carter (2020). Third, a series of
psychometric analyses were performed, namely Pearson correlation analysis, average
variance extracted (AVE), composite reliability (CR), and reliability analysis. Lastly, hierarchical
multiple regression was performed to examine the predictive role of gaming motives on
internet gaming disorder.

Result

Descriptive Analysis

Descriptive analysis was performed to examine the characteristics of the Online Gaming
Motivation Scale at the item level (Table 1). Values of skewness and kurtosis are within the
acceptable range of +2, supporting the assumption of normality.

Factorial Validity

CFA was performed to examine the original three-factor structure of the Online Gaming
Motivation Scale, with each item were permitted to load on the intended factor as proposed
by Yee et al. (2012). The results showed a good fit to the data (x*/df = 3.613, CFl =.966, TLI =
.956, RMSEA = .065, SRMR = .036). All items were well-loaded to the three motives with p <
.001, namely social (standardized factor loadings range between .663 and .796), immersion
(standardized factor loadings range between .699 and .767), and achievement motives
(standardized factor loadings range between .727 and .846).

Internal Structure

Pearson correlation analysis was performed to examine the relationships between the three
motives (Table 3). Social motive was positively correlate with immersion motive, r(612) =.612,
p < .001, and achievement motive, r(612) = .680, p < .001. Additionally, significant positive
relationship was found between immersion motive and achievement motive, r(612) = .666, p
< .001. The significant relationships between the gaming motives support the internal
structure of the Online Gaming Motivation Scale.

Convergent Validity

AVE and CR were computed to evaluate the convergent validity of the Online Gaming
Motivation Scale (Table 3). Overall, the AVE (range between .543 and .633) and CR (range
between .826 and.873) for the three gaming motives are above the threshold recommended
by El-Den et al. (2020). Therefore, the convergent validity of the Online Gaming Motivation
Scale was supported.
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Internal Consistency

Reliability analysis with Cronbach’s a was performed to examine the internal consistency of
the Online Gaming Motivation Scale (Table 3). The overall scale demonstrated excellent
internal consistency (Cronbach’s a = .918). More specifically, the social, immersion, and
achievement motives also demonstrated good internal consistency (Cronbach’s as range
between .823 and .871).

Gaming Motives as Predictors of Internet Gaming Disorder

Hierarchical multiple regression was performed to examine the predictive role of gaming
motives to internet gaming disorder (Table 4). In Step 1, demographic variables (age, gender,
and time spent gaming) were entered into the regression against internet gaming disorder.
The three demographic variables explain around 26.5% of the variance in internet gaming
disorder (R? = .265).

In Step 2, the three gaming motives from the Online Gaming Motivation Scale were
simultaneously entered into the regression. All variables explain close to 36.2% of the
variance in internet gaming disorder (R? = .362). The three gaming motives positively predict
internet gaming disorder (Bs range between .098 and .166), which explain an additional 9.7%
of the variance. More precisely, adolescent gamers that are older, male, spent more time
gaming, and play games for social, immersion, or achievement are more likely to demonstrate
higher level of internet gaming disorder.

Discussion

The current study aimed to examine the psychometric properties of the Online Gaming
Motivation Scale in a sample of 614 adolescent online and offline gamers. The psychometric
analyses support the factorial validity, internal structure, and internal consistency of the
Online Gaming Motivation Scale. Additionally, hierarchical regression revealed gaming
motives as significant predictors of internet gaming disorder.

Results of the CFA support the three-factor structure for the Online Gaming Motivation Scale
as proposed by Yee et al (2012). The identified factors are social, immersion, and achievement
motives. Traditionally, studies suggested that massively multiplayer online role-playing games
(MMORPGSs) are more addictive than offline games, primarily due to MMORPGs will (a) serves
as an environment for socializing (social motive); (b) offer a persistent virtual world
(immersion motive); and (c) contains an advancement system which allows players to
continuously develop (achievement motive; Billieux et al., 2015). However, due to
technological advancement, more recent offline games will share similar structural
characteristics to MMORPGs. It is not surprising that adolescent gamers will play offline
games with the same set of gaming motives as online games.

Aside from that, the Pearson correlation revealed significant positive relationships between
the three gaming motives. The results indicate that the three factors are significantly
correlated but tap into different domains of gaming motives, evidencing the internal structure
of the Online Gaming Motivation Scale. The AVE and CR support the convergent validity of
the Online Gaming Motivation Scale. Reliability analysis also supports the internal consistency
of the Online Gaming Motivation Scale (Cronbach’s as range between .82 and .87), with
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comparably higher Cronbach’s alpha values than the original study (Cronbach’s as range
between .74 and .77; Yee et al., 2012).

The result of hierarchical multiple regression revealed gaming motives as significant
predictors of internet gaming disorder, as expected and previously reported in the online
gaming settings (Billieux et al., 2013; Kiraly et al., 2015; Kuss et al., 2012). The current findings
further demonstrate the potential expansion of the motivational model into the offline
gaming settings (with 20% of the current sample played online games only). More precisely,
adolescent gamers who play games to (a) communicate and socialize with other gamers or
in-game characters; (b) explore and immerse into the virtual world; and (c) compete and
accomplish game success, are at higher risk to engage in internet gaming disorder. At this
point, some might question the social component in offline games. However, the more recent
game designs had created the possibility for “electronic friends” (Colwell & Kato, 2003),
whereby the player-game interactions might provide socializing opportunities for the offline
gamers. Hence, it is reasonable to expand the motivational model to offline settings.

Nonetheless, there are some limitations that should be addressed. First, the current study
was designed as a cross-sectional study, interpretation of the direction of prediction is largely
based on theoretical reasoning and past findings. Longitudinal studies and experimental
studies are highly welcomed to further examine the causal relationship. Second, the majority
of the participants played both online and offline games (70.8%). An additional one-way
ANOVA revealed a significant difference in internet gaming disorder between the three game
modes, F(2, 611) = 22.94, p < .001. Bonferroni post hoc analysis revealed significant
differences between all pairwise comparisons, with adolescents that played both online and
offline games reported highest level internet gaming disorder (Mean = 4.11, SD = 2.581),
followed by online gamers (Mean = 3.32, SD = 2.526) and offline gamers (Mean = 1.79, SD =
2.239). In light of this consideration, it is plausible that adolescents that played offline games
only are under-represent in the current study. Future research is encouraged to recruit more
offline gamers for more meaningful comparison. Third, it is noteworthy that the RMSEA value
for the three-factor structure of the Online Gaming Motivation Scale is slightly higher than
the threshold proposed by El-Den et al. (2020). Further evaluation of the three-factor
structure should strengthen the psychometric properties of the Online Gaming Motivation
Scale.

In conclusion, the Online Gaming Motivation Scale demonstrated good psychometric
properties in the current study, whereby it remains a valid and reliable measure of gaming
motives in the offline setting. The predicting role of gaming motives to internet gaming
disorder should encourage more studies to further evaluate the motivational model of
internet gaming disorder.
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Table 1
Item Characteristics of the Online Gaming Motivation Scale
ltem Mean SD Skewness Kurtosis
ltem 1 3.08 1.431 -0.106 -1.279
ltem 2 2.97 1.316 -0.004 -1.063
Iltem 3 3.35 1.271 -0.366 -0.842
ltem 4 3.72 1.231 -0.694 -0.497
Item 5 3.39 1.238 -0.296 -0.844
Item 6 2.87 1.284 0.096 -0.964
ltem 7 3.10 1.242 -0.075 -0.864
Iltem 8 3.10 1.369 -0.071 -1.190
Item 9 3.53 1.286 -0.483 -0.818
Item 10 3.34 1.354 -0.330 -1.085
ltem 11 3.44 1.250 -0.416 -0.777
[tem 12 3.63 1.332 -0.603 -0.830
Table 2
Confirmatory Factor Analysis for the Online Gaming Motivation Scale
ltem Standardized Factor
Loading
Social
1. Chatting with other players. 774 [.727, .817]
2. Being part of a guild. .796 [.748, .836]
3. Grouping with other players. .791 [.739, .837]
4. Keeping in touch with your friends. .663 [.597, .724]
Immersion
5. Learning about stories and lore of the world. .767 [.721, .808]
6. Feeling immersed in the world. .699 [.631, .758]
7. Exploring the world just for the sake of exploring it. .756 [.697, .803]
8. Creating a background story and history for your character. .723 [.665, .770]
Achievement
9. Becoming powerful. .787 [.738, .828]
10. Acquiring rare items. .818 [.772, .855]
11. Optimizing your character as much as possible. .846 [.808, .876]
12. Competing with other players. 727 [.672, .775]
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Table 3
Psychometric Properties for the Online Gaming Motivation Scale
Motive Social Immersion AVE CR Cronbach’s
a
Online Gaming Motivation Scale .583 .944 918
Social 1 .575 .843 .841
Immersion 612%** .543 .826 .823
Achievement .680*** .666*** 633 .873 871

Note. AVE = average variance extracted; CR = composite reliability

*%% n < 001

Table 4

Regression Coefficients of Age, Gender, Time Spent Gaming, and Gaming Motives on

Internet Gaming Disorder

Variable Step 1 Step 2

B SEB B B SEB B
Age 0.195 0.073 .095%* 0.246 0.068 119%%*
Gender?® 1.323 0.198 -.251%**  -0.697 0.198 - 132%**
Time spent gaming 0.292 0.033 .336%** 0.236 0.031 271%%*
Social 0.060 0.029 .098*
Immersion 0.082 0.029 129%*
Achievement 0.099 0.029 .166**
R? .265 .362
R? change .265 .097
F 73.232%** 57.343***

@ Male=0, female=1

*p<.05, ** p<.01, *¥** p<.001
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