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ABSTRACT

Thepurposeofthepresentstudywastoexaminetherelationshipsbetweenmotivationfactorsand
gameengagementandexplorethemoderatingeffectofself-identityonthoserelationships.Forthis,
thepresentstudycollecteddatafrom228collegestudentsinSouthKoreanthroughasurveymethod
andusedhierarchicalmultipleregressionanalyses.Intheresults,first,themorecompetition,challenge,
orsocialinteractionparticipantspursueingameplay,themoretheyareengagedinagame.Second,
apositiverelationshipbetweensocialinteractionandgameengagementisstrongerforparticipants
inhighratherthanlowininterdependentself-view.However,interdependentself-viewwasfoundto
havenosignificanceintherelationshipbetweenothermotivatorsandgameengagement.Thisstudy
isthefirstonetoexaminetheintegralmodelofmotivationfactorsofgameengagementbyincluding
themoderatingeffectofself-identity.
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1. INTRodUCTIoN

Videogamesareamulti-billion-dollarindustryworldwide.Gamersprovideendlessentertainment
andescapethroughaseriesofgametypes,ever-increasinggraphics,andtheabilitytocompeteand
collaboratewithplayersaroundtheworldthroughonlineconsolesandadvancedcomputergames.
However,theWorldHealthOrganization(WHO)recentlyassertedthattheincreasingtimepeople
spendgamingshouldbemonitoredandevaluatedasitmayconstituteariskfactorfordeveloping
internetgamedisorder(WHO,2018).

Recently, psychological research to review video games has undergone significant changes.
Untilveryrecently,thedominanceofresearchonvideogameshasfocuseditsattentiononresearch
toidentifythepotentialnegativeimpactsofthegame.Thespecificfocusoftheseresearchprograms
includes the relationship between games and increased aggression, social isolation and overuse
(Grüsser, Thalemann, & Griffiths, 2007). Recently, however, many researchers have focused on
mediation to tailor games or relieve pain for educational or health-related interventions, taking
advantage of the exciting appeal of video games (Sardia, Idria, & Fernández-Alemán, 2017).
Increasingly,mediation-centeredresearchershaveshownthatgamescanhaveapositiveimpacton
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psychologicalandphysicalwell-being.Both focusedand interventional intensivestudiessharea
differentbutexploratoryapproach.Themethodsandtheoriesusedwillassessthedegreetowhicha
videogamedoesnothaveapositive,negative,oraffectiveeffectonagivenoutcomeinagivenset
ofcircumstances.Lesswell-knownandlesswidelyresearchedisthemechanismunderlyingthese
positiveandnegativeconnections.

Especially, massively multiplayer online role-playing games (MMORPGs) are the virtual
successorofthetabletopgamesthatsawtheirriseinthe20thcenturywithDungeonsandDragons.
ModernMMORPGsareadventuresthroughfantasyworldsandblendsadvancedgraphics,endless
achievementsandoptionsofcollaborationandcompetitivegameplay.Thisgameallowsplayersto
createandfancyvirtualidentitiesintheonlinefantasyworld.Here,outsideoftherealisticsocial
structure,youcanplayanewrolethatyouchoose.MMORPGalsoallowsplayerstocommunicate
withotherplayers inavirtual environment throughanonline identity that allows them to share
quests,talkwiththemselvesorcharacters,andbuildonlinerelationshipsandsocialcapital(Trepte,
Reinecke,&Juechems,2012;Naidoo,Coleman,&Guyo,2019).Gamersspendcountlesshoursin
thisgame,andmanygamesrequirecommissionsandsubscriptions,andtimeandspiritedenergy
gamersoccasionallymakesignificantfinancialinvestments,notwhentheycontributetoMMORPG
gamesonaweeklybasis(Jang,&Byon,2019).Eachgamehasspecificmechanisms,ideas,androles
thatplayerscantake.Asthesegamesbecomemorepopularandexpandinginfunctionality,moreand
moregamersaretestingtheirskillsinMMORPGs(Proffitt,Glegg,Levac,&Lange,2019).

Despiteagrowingpracticalimportance,thereisalackofquantitativestudiesonmotivational
factorsthataffectparticipants’engagementinMMORPGs.Thisarticleexplorespeople’smotivations
toparticipateinMMORPG.Forthis,thearticleisstructuredasfollows.Thenextsectionpresentsthe
theoreticalframeworkandbackgroundforthehypotheses.Thisstudyadoptsthelensofpsychological
motivationinengagementinMMORPGs(Lindenberg,2001;Lee,Ko,&Lee,2019).And,theories
onthedevelopmentoftheself-identityaswellastherelationshipbetweentheselfandobjectsof
consumptionsuggestthatthesharingofanobjectwillbeassociatedwithcloserperceivedsocial
distances(Belk,1988).Belk’s(1988)workon theextended-selfestablished the idea thatpeople
expandtheirconceptofwhotheyaretoincludetheirpossessionsandobjectstheyconsume.This
studyappliesideasontheextendedselftoMMORPG.And,thesubsequentsectionthenoutlines
dataandmethods,followedbytheresults.Thearticleconcludeswithadiscussiononimplications
anddirectionsforfutureresearch.

2. THEoRETICAL BACKGRoUNd ANd HyPoTHESIS dEVELoPMENT

2.1. Game Engagement
Theterm“engagement”wasinvestigatedinanumberofdifferentdisciplines,suchassociology,
politicalscience,psychology,andorganizationalbehavior.Inthemarketingdiscipline,fewerstudies
weredevotedtotheterms“consumerengagement,”and“customerengagement”before2005(Bordie
etal.,2011).Customerengagement isdefinedas“apsychological state thatoccursbyvirtueof
interactive,co-creativecustomerexperienceswithafocal/object(e.g.,videogame)infocalservice
relationships”(Bordieetal.,2011).Adultsandchildrenacrossdemographiclevelsplaygamesin
their leisure time.Theyusedifferent typesof technologies toachieve theoptimalentertainment
experience. Many scholars emphasize the importance of engagement in the virtual environment
(Wasko&Faraj,2005).

Gameengagementwasproposedasatopicthatisworthyoffurtherstudy(Brockmyeretal.,
2009).Thisstudyisansweringthatcallbyexamininggamer’sengagementinadifferentgenreand
howthatimpactsgamespurchaseintention.Theultimategoalofmarketersandgamedevelopersis
toengagegamersinthegame.Forexample,WarcraftIIIdesignsthegameinawaytoencourage
gamerstoco-createmeaningfulstory(Buchanan‐Oliver&Seo,2012).However,gamedevelopers
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