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ABSTRACT

Thepresent studyoutlines thedevelopmentof theOnlinePlayerTypeScale (OPTS)utilizinga
motivational taxonomydeveloped.This taxonomywascomprehensivelyreviewedtocreatescale
items,andtheconceptualframeworkofthescalewasdefined.Thestudygroupwascomprisedof
1,479studentsattendinggrades5to8ofaprivateschool.Apurposivesamplingmethodwasused
torecruitthestudygroup,andplayinganyvideogamefrequentlywasthecriteriontobeincludedin
thesample.TheconstructvalidityandreliabilitytestingshowedtheOPTScomprisedfourfactors:
achievement-oriented (ACH), socialization-oriented (SOC), exploration-oriented (EXP), and
competition-oriented(COMP).TheCronbachalphainternalconsistencycoefficientsandcomposite
reliabilitycoefficientswere0.89and0.99forKIL,0.83and0.98forEXP,0.83and0.98forSOC,
and0.94and0.99forACH.ItisconcludedthattheOnlinePlayerTypeScaleisavalidandreliable
instrumentforassessinggamingmotivation.
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INTRODUCTION

Videogamesareplayedbymillionsofindividualsallovertheworldandaretypesofentertainment
digitalmediawhichhaverulesthatareindependentfromtherealworld(Garris,Ahlers,&Driskell,
2002). With advancements in digital technology, videogames are now more realistic in sound,
graphics,andstorytelling,andhavebecomeincreasinglybetterinsimulatingreality.Videogames
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cannowbedistributedandplayedonlineviapersonalcomputers,mobiledevices(suchastablets
and smartphones), and dedicated game consoles. One of the most well-known examples of this
is the evolution of multi-user dungeon (MUD) games to massively multiplayer online (MMO)
games.Althoughtheyaresimilaringameplay,themaindifferencebetweenthesetypesofgames
arethatMMOscansupportmoreonlineplayerswithbettergraphicalinterfacesandvirtualworlds
(EncyclopediaofScienceFiction,2018).

MMOsaregamesinwhichmillionsofplayerscanassumeoneofseveralrolesofferedbythegame
simultaneouslyinvirtualworlds.Theyaregamesplayedwithinadigitalenvironmentcomprising2D
or3Dvirtualworldswheregamersplaywithothersviatheiravatar(SteinkuehlerandWilliams,2006;
Yee,2006b).TherearealsopredefinedboundariesandruleswithinMMOs(Williams,Ducheneaut
etal.,2006).MMOgamescanbecomplexgamesthatcanrequirethousandsofdifferentdecisions
andmakingsmartchoicesaboutcharacterdevelopment(Nardi,Ly,&Harris,2007).AtypicalMMO
playercanwalkaroundavirtualworld,gohunting,collectplantsandmines,gofishing,carryout
tasks,fight,beattheircompetitors,haveajob,and/orincreasetheirleveltobecomestrongerinthe
gameeitheraloneorwithotherplayers(Steinkuehler&Duncan,2008).Furthermore,playerscan
joinseveralsocialgroupswithshort-termobjectivestomorelongstandinggroupswhichcanextend
torealworldandwherecontinuousrelationshipsbeestablished(Cole&Griffiths,2007;Williams,
Ducheneautetal.,2006).MMOspossessmultipletypesofmotivationsandactionsthatcanbepresent
inreallifebutmayberealizedmoreeasilyviagaminginvirtualenvironments.

Oneofthemostimportantcomponentsingamingbehaviorisplayers’motivationsandtheir
correspondingactions(Ghuman&Griffiths,2012).Studieshaveshownthatvarioustypesofaction
andmotivationswithingamesareimportantvariablesinpredictingindividuals’levelsofhavingfun
whileplayinggames(Bartle,1996;Lazarro,2004).Lazarro(2004)claimedtherewerefourmotivation
typesthatunlockemotions.Theseare(i)hardfun(i.e.,playershavingtoovercomedifficultobstacles
toprogressinthegameinpursuitofwinning),easyfun(i.e.,playersjustenjoyingthegameevenif
theydonotwin),alteredstates(i.e.,playersengaginginthegamebecauseitmakesthemfeelgood
psychologicallyandchangestheirmoodforthebetter),andthepeoplefactor(i.e.,playerswanting
tosociallyinteractwithothersinthegame).

Kim and Ross (2006) identified five different gaming motivation types, namely, fantasy,
competition,entertainment,socialinteraction,anddiversioninsportvideogameplaying.Yee(2002)
conductedresearchinvestigatinggamers’motivationsforplayingmassivelymultiplayeronlinerole-
playinggames(MMORPGs).Hisresearchsuggestedfivemotivationtypes;relationship,immersion,
grief,achievement,andleadership.AnotherstudybyYee(2006a)ongamingmotivationsMMORPGs
reducedthenumberofmaingamingmotivationtypesforMMORPGplayerstothree;socialmotivation,
achievementmotivation,andimmersion.Achievementmotivationincludedmechanics,advancement
andcompetition.Socialmotivationincludedteamwork,relationships,andsocializing.Immersion
includedescapism,customization,discoveryandrole-playing.

Morerecently,Yee,Ducheneaut,andNelson,(2012)developedtheOnlineGamingMotivation
Scale(OGMS).Thescalehasathree-factorstructurebasedonYee’s(2006a)research.Thesefactors
are(i)social(i.e.,playersfocusonsocializing,teamworkwhileplaying),achievement(i.e.,players
focus on progress completion and competition while playing), immersion (i.e., players focus on
spendingtimeexplorationanddiscoverywhileplaying).TheOGMSdevelopedbasedontheself-
reportsofWorld of Warcraftgameplayers.

BasedonSDT,Lafrenière,Verner-FilionandVallerand(2012)developedtheGamingMotivation
Scale(GAMS)tocreateastandardizedtoolforassessinggamingmotivation.Thescalecomprisedsix
dimensionsincludingintrinsicmotivation(i.e.,desiretoperformplayactivity),integratedregulation
(i.e.,behaviorregulatedthroughexternalmeanssuchasrewards),identifiedregulation(behavioris
emittedoutofchoice),introjectedregulation(i.e.,theregulationofbehaviorthroughinternalpressures
suchasanxietyandguilt),externalregulation(i.e.,behaviorregulatedthroughexternalmeanssuchas
rewards)andamotivation(i.e.,relativeabsenceofmotivationeitherintrinsicorextrinsic).TheGAMS
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