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A Study of the Moderating Effect of Social 
Distance on the Relationship Between 
Motivators and Game Engagement
Youngkeun Choi, Sangmyung University, Seoul, Korea

ABSTRACT

Thepurposeofthepresentstudywastoexaminetherelationshipsbetweenmotivation
factorsandgameengagementandexplorethemoderatingeffectofperceivedsocial
distanceonthoserelationships.Forthis, thepresentstudycollecteddatafrom228
college students in South Korean through a survey method and used hierarchical
multipleregressionanalyseswiththree-stepstotestthehypotheses.Intheresults,first,
themorefantasy,diversion,orarousalparticipantspursueingameplay,themorethey
areengagedinthegame.Second,thepositiverelationshipbetweenarousalandgame
engagementisstrongerforparticipants inhighrather thanlowinsocialexclusion.
However,socialexclusionwasfoundtohavenosignificanceintherelationshipbetween
othermotivatorsandgameengagement.Forresearchcontribution,thisstudyisthe
firstone toexamine the integralmodelofmotivationfactorsofengagement in the
gameplatformandtoinvestigatethemoderatingeffectofperceivedsocialdistance
ingameplay.
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1. INTRoDUCTIoN

Thevideogame(hereafter,games)industryisbooming,surpassingthemovieindustry
intermsofbothannualsalesandglobalrevenuesintheentertainmentcategory(Prena,
&Sherry,2018).Gamesareamongthefastestandmostexcitingtypeofmassmedia.
Whileacademicresearchongamecontentandusershasincreasedsignificantlyover
thepastquarter-century, therearemanyresearchgaps(Seoetal.,2019).Farmore
researchhasfocusedonotherentertainmentcategories,suchasconsumers’attitudes
towardandpatronageofcinema,musicconcerts,andtelevision(Marchand&Hennig-
Thurau,2013).Thus,marketingacademiciancontributionslagsfarbehindtheactual
videogameindustrypractices.

Mostoftheseresearchesofvideogamesfocusontherelationshipbetweengames
and increasing aggression, social isolation, and overuse (Gru¨sser, Thalemann, &
Griffiths,2007).Recently,however,manyresearchershavefocusedongameadjustment
orpainreliefforeducationorhealthinterventionsbyexploitingthenewappealofvideo
games (Sardia, Idria, & Fernández-Alemán, 2017). Gradually, mediation-centered
researchershaveshownthatgamescanhaveapositiveimpactonpsychologicaland
physicalwell-being(Bessiere,Seay,&Kiesler,2007).Essentialresearchandintensive
interventionalstudiesshareadifferentbutexploratoryapproach.Themethodsand
theoriesusedwill evaluate thedegree towhichvideogamesdonothavepositive,
adverse,oremotionaleffectsonagivenoutcomeinagivensituation(Katsarovetal.,
2019).Thesewell-knownandlesswidelyresearchedmechanismsofthesepositive
andnegativeconnections.

Inparticular,themassivelymultiplayeronlinerole-playinggame(MMORPG)is
avirtualheir tothedesktopgamethatrisesinthe20thcenturywithDungeonand
Dragons (Harviainen,&Rapp,2018).ModernMMORPGsareadventures through
fantasyworldsandcombineadvancedgraphics,endlessachievements,andcollaborative
andcompetitivegameplayoptions(Leeetal.,2018).Thisgameallowsplayerstocreate
avirtualidentityandmakeithighintheonlinefantasyworld(Jinetal.,2017).Outside
arealisticsocialstructure,youcanplayanewroleinyourchoice.MMORPGsalso
allowplayerstocommunicatewithotherplayersinavirtualenvironmentthroughan
onlineidentitythatenablesthemtosharequests,talktothemselvesorcharacters,and
buildonlinerelationshipsandsocialcapital(Trepte,Reinecke,&Juechems,2012).As
thisgamebecomespopularandexpandinginfunctionality,moregamersaretesting
theirskillsinMMORPGs(Harviainen,&Rapp,2018).

Despitetheincreasingimportanceofpracticality,thereisalackofquantitative
researchonthemotivatorsthatinfluencetheparticipationofMMORPGsparticipants.
Thisarticleexplorespeople’smotivationstoparticipateinMMORPGs.Forthis,the
paper isstructuredasfollows.Thenextsectionpresents the theoretical framework
and background for the hypotheses. This study adopts the lens of psychological
motivationinengagementinMMORPGs(Lindenberg,2001).Also,theoriesonthe
developmentofthesocialexclusionaswellastherelationshipbetweentheselfand
objectsofconsumptionsuggestthatthesharingofanobjectwillbeassociatedwith
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