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CÍLE: Popsat motivy ke hraní online her (tzv. MMORPG)

u hráèù vykazujících prvky závislostního chování, dùvody,

které vedou tyto hráèe k omezení hraní a zpùsob, jakým

omezení hraní probíhalo. DESIGN: Kvalitativní studie.

METODA: Obsahová analýza polostrukturovaných rozhovo-

rù zamìøených na téma motivace a vývoj hraní. SOUBOR:

Šestnáct hráèù online her vykazujících rysy závislostního

chování na internetu (4 ženy a 12 mužù) ve vìku 15–33 let.

VÝSLEDKY: Motivace uvádìné hráèi pro jejich online

hraní jsou odreagování, seberealizace, kontakt s lidmi a za-

hánìní nudy. Motivace pro hraní je dynamického charakte-

ru a u jednotlivých hráèù se v prùbìhu èasu mìní. Motivy

pro omezení hraní, které úèastníci uvádìli, byly: uvìdomìní

si pohlcení hrou, zdravotní dùvody, impuls z okolí, impuls ze

hry. Strategie, které hráèi volili k omezení online hraní, lze

rozdìlit do dvou základních skupin: postupné omezení se

substitucí jiné online aplikace s „bezpeènìjším profilem“

a odinstalování hry ze svého poèítaèe. ZÁVÌR: Výsledky

motivace pro hraní potvrzují závìry zahranièních studií na

toto téma a tuto kategorii rozšiøují o zcela nový submotiv

hraní online her za úèelem profesionálního rùstu a možnosti

se tímto èi podobným tématem v budoucnu živit. Tato

studie navíc novì mapuje dùvody pro omezení online her

a zpùsob jeho omezení.
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OBJECTIVES: To describe the motives for playing online
games (MMORPG) in players whose behaviour shows
symptoms of addiction to the Internet, the reasons which
lead the players to reduce their playing, and how such
a reduction takes place. DESIGN: Qualitative study.
METHOD: Content analysis of semi-structured inter-
views focused on the motivation for and the development
of online playing. PARTICIPANTS: Sixteen players of on-
line games (4 women and 12 men) aged 15 to 33 years
whose behaviour shows symptoms of addiction to the In-
ternet. RESULTS: The motives for online gaming repor-
ted by the players included escapism, self-realisation, so-
cialisation, and coping with boredom. The motivation for
online playing changed dynamically with time. The moti-

ves for the reduction of online playing reported by partici-
pants included their realising that they have been
absorbed by the game, health problems, impulses from
their environment, and impulses from the game. Strategi-
es that the players chose to reduce online gaming were di-
vided into two basic groups: a gradual reduction with rep-
lacement by another online application with a “safer profi-
le” and uninstalling the game from the user’s computer.
CONCLUSION: The results of motivation for online play-
ing confirm the findings of foreign studies and expand the
category with the completely new motive of playing onli-
ne games for professional growth. This study also maps
out new reasons for limiting online gaming and how such
reductions occurred.
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� 1 INTRODUCTION
Addictive behaviour involving the excessive and compul-

sive use of the Internet is a form of risky behaviour which

has been studied all over the world (see e.g. Vondrackova &

Smahel, 2012, Young & de Abreu, 2010). Researchers de-

scribe this phenomenon by various terms, such as patholog-

ical Internet use (Young, 1995; 1996), problematic Internet

use (Shapira, et al., 2000), and Internet addiction

(Widyanto & Griffiths, 2006). To this day there is no agree-

ment on the exact definition of Internet addiction or on

whether it is a specific mental disorder or only a symptom of

another disorder (Block, 2008; Pies, 2009). Currently, this

problem is most often clinically diagnosed as an unspecified

impulsive and compulsive disorder (Pies, 2009; Shapira et

al., 2000). In this article we will use the term addictive be-

haviour in relation to Internet use, especially since this

phenomenon has not yet been included as an official mental

disorder and also because we agree with the presumption of

Griffiths (2000), who classifies it as addictive behaviour.

Typically, three basic areas of addictive behaviour in

relation to Internet use are studied – addiction to online

games (especially MMORPGs1), addiction to online commu-

nication (use of chat applications, email, or social networks)

and addiction to pornographic websites or “cybersex” (sexu-

ally-themed communication between two or more users)

(Šmahel et al., 2009). Playing online games is one of the ac-

tivities with the greatest addictive potential (Rau et al.,

2006), since a large portion of players spend over 40 hours

a week in the game (Ng & Wiemer-Hastings, 2005) and

playing can thus negatively affect one’s studies or employ-

ment and lead to anxiety, the deterioration of interpersonal

relationships, escape from reality, and even to violent be-

haviour and criminal activities (Barnett & Coulson, 2010;

Wan & Chiou, 2006b).

One of the perspectives which can be used to study this

phenomenon is the reasons why people spend such a great

amount of time playing online games and also the reasons

leading to the decision to terminate or limit online gaming.

The authors of this study try to answer questions such as

these. What are the motives for playing MMORPGs for

players exhibiting symptoms of addictive behaviour? What

are the reasons for MMORPG players exhibiting addictive

behaviour to limit their playing? How did they limit the

amount of time spent playing? The main contribution of

this work is the comprehensive mapping of the motives be-

hind the development of addictive behaviour in relation to

the Internet, which, in addition to the mapping of the mo-

tives for playing MMORPGs, includes a description of the

motives for limiting behaviour showing symptoms of addic-

tion to MMORPGs and the methods used by players to limit

such behaviour. We would like to point out that the last of

these areas has not been studied in any previous literature.

� 2 MOTIVATION OF PLAYERS OF ONLINE
GAMES
Bartle carried out the first study focusing on the motiva-

tions of players of online games (1996) by means of the anal-

ysis of long-term Internet discussions with experienced

MUD2 players and obtained four types of motivation for

playing: (a) achieving results in the game; (b) discovering

the virtual world; (c) socialisation with others, and (d) gain-

ing power over others. The motivation typology of players of

online games was further studied by several authors (Hsu

et al., 2009; Yee, 2006a, b; Wan & Chiou, 2006a), and the

players’ motives can be divided into four basic categories:

achievement, socialisation, immersion in the game, and es-

cape from reality (Table 1). The most frequently cited

typology, which was also used in other studies, is Yee’s

typology (2006a, b) based on the analysis of data from an ex-

tensive questionnaire study (n=3000) which focused on the

motivations of MMORPG players. The questionnaire was

created on the basis of Bartle’s motivation types and the re-

sults of previous studies concerning MMORPG players. Yee

lists three main categories of motives (achievement, sociali-

sation, and immersion, which includes the motive of escap-

ing from reality), which are then divided into subcategories

(see Table 1). Some of the motives falling into the immer-

sion category are often labelled as the flow experience,

which is described as a status of absolute concentration

during a certain activity, in this case playing a game. The

flow experience is often conceived as a uni-dimensional mo-

tive (Hsu & Lu, 2004). Chou & Ting (2003) define the flow

phenomenon as a motive containing a group of five

submotives: concentration, playfulness, exploratory behav-

iour, altered perception of time, and tele-presence (the feel-

ing of presence in the game, despite the player not being

physically in the game).

Yee’s studies (2006a, b) of the motivation categories

show that the achievement category is preferred by men, es-

pecially the younger age categories, while women reported

the socialisation and immersion categories more frequently

and young women the escape from reality category. The

studies differ in which motive is reported most frequently;

this could be due to different research methods and differ-
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1/ MMORPGs (Massive(ly)-Multiplayer Online Role-Playing Games) are

role-playing computer games connecting thousands of players around the

world simultaneously in a single, typically fictitious, virtual world through the

Internet.

2/ MUDs (Multi-User Dungeons) are text-based role-playing multiplayer

computer games which allow thousands of players from all around the world to

be simultaneously at a single virtual, generally fictitious, place. In contrast to

MMORPGs, MUDs are not based on a graphics engine. Playing takes place

through a text interface (either telnet or another connection client). The text

form of the communication places more emphasis on the player’s own

imagination.



ent samples. However, the authors generally agree that

players report the achievement category as the most impor-

tant one (Jansz & Tanis, 2007; Suznjevic & Matijasevic,

2010; Williams et al., 2008). Suznjevic & Matijasevic (2010)

tried to connect the motives with online playing activities

and concluded that players who prefer the achievement mo-

tive more frequently spent time in the game raiding, while

those preferring the socialisation motive were more fre-

quently interested in communication followed by raiding,

and those preferring the immersion motive were more

likely to show interest in searching for and carrying out

quests.

Wan & Chiou (2007) divided motives for playing online

games into two groups: internal motives (motives arising

from the individuals themselves – in the case of playing on-

line games this may include the motives of curiosity, auton-
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Table 1
Summary of motivation of players of online games

Basic categories of motivation

Authors of motivation
categories

Achievement Socialisation Immersion in the game Escape from reality

Yee (2006a) Development – progress in

the game, hoarding of

treasure, experience, and

levels

Mechanisms – raising the

numerical characteristics of

characters and their

optimisation

Competition – provoking

other players, exploiting

one’s dominance over them

Meeting new people –
random chatting and

trying to find new friends

Relationships –
self-disclosure, finding

and providing support

Teamwork –
cooperation, working as

a group

Discovery – discovering

the world, amassing

knowledge, and

discovering lost things

Role-playing – the

character and its history,

the storyline and fantasy

theme

Character – its

appearance, equipment,

and behaviour

Escape from reality –

including real-life

problems, relaxation

Wan & Chiou (2007)1 Success – the need to

achieve success

Power – the need to achieve

superiority, be in control,

and bolster self-esteem

Satisfying interpersonal
and social needs –
finding friends,

strengthening

friendships, having

a feeling of belonging

somewhere

Fun and free time Emotional coping –
shifting attention away

from isolation, loneliness,

boredom, stress, and

frustration, relaxation

Escape from reality

Hsu, Wen a Wu (2009) Challenge – fulfilling and

achieving goals

Control – the ability to learn

the game and its mechanics

and to use them to reach the

player’s goals

Competitiveness – the

tendency to compete and be

better than other players

Success – high character

level which is used to

determine social status

among other players

Cooperation –
cooperating with other

players

Acknowledgment –
people notice the player

in the game

Belonging – being in

a specific group with

other players

Social commitment –

peer pressure on players

to play longer and more

intensively

Fantasy – new

experiences, immersion

in the game world

Curiosity – the sensory

curiosity stimulated by

impulses in the game

world and cognitive

curiosity stimulated by

the principles of the

game and knowledge of

the game world

Koo (2009) Epistemological curiosity –
playing perceived as

a source of experience and

skill

Social affiliation – the

socialisation of players

in the game

Concentration – maximal

immersion in the game

Entertainment –
perceiving participating in

online games as

a welcome and exciting

form of entertainment

Escape from everyday
routine and boredom

1 This study was carried out among players fulfilling the criteria of Internet addiction.



omy, and belonging) and external motives (motives arising

from the environment, e.g. in the form of money, glory, and

power). The results indicate that individuals whose behav-

iour shows symptoms of addiction to the Internet recorded

higher levels of internal motivation, while individuals with-

out these symptoms recorded higher levels of external moti-

vation. Hsu, Wen, and Wu (2009) studied which motives are

connected to addiction to online games, and found that

these are especially the motives of discovery (immersion),

belonging, and social commitment (socialisation) and the

motivations of development and success (achievement). Yee

(2006a) suggests that escape from reality and achievement

correlate significantly with the problematic playing of on-

line games. Chou & Ting (2003) connect the flow experience

to a higher probability of being addicted to games. Wil-

liams, Yee, and Caplan (2008) compare the motives with

the amount of time the respondents spend in the game, and

their results indicate that the socialisation and achieve-

ment motives correlated positively with the amount of time

spent in-game, while the motive of immersion was in a neg-

ative correlation with it. The authors’ explanation for this is

that the discovering of the game and character development

are less motivating for playing the game longer than sociali-

sation and achievement.

� 3 METHODS, SAMPLE, AND DATA
ANALYSIS
In the qualitative study presented here, we focus on study-

ing the motivation for addictive behaviour in relation to

Internet use among MMORPG players. The data were gath-

ered during 2010 from offline and online interviews with

MMORPG players. The players were pre-selected via

a questionnaire focusing on addictive behaviour based on

the dimensions of Internet addiction in accordance with

Griffiths (2000). The questionnaire was used and tested by

the authors of this article in the previous quantitative study

as part of the World Internet Project (see Šmahel et al.,

2009). The criterion for the selection of respondents for this

study was that in three out of five dimensions of addictive

behaviour they answered “often” or “very often” to at least

one question in each dimension (where each dimension was

represented by two questions). The answers “often” or “very

often” correspond to a high prevalence of the type of behav-

iour in the appropriate dimension of addictive behaviour.

The semi-structured interviews focused on the following

subjects related to playing online games: the type of activi-

ties, development of play, motivation, the gaming commu-

nity, interpersonal relationships, self-perception of addic-

tion, the real life of the player and his or her other interests

and future prospects. The interviews that were obtained

were primarily used to record data related to the subject of

motivation and the development of playing, but we also

used background information from other parts of the

interviews.

The study participants were asked for an interview on

the subject of addiction to the Internet through the inter-

face of the World of Warcraft online game by Blizzard En-

tertainment. The participants were chosen in such a way as

to ensure that both genders and different age categories

were represented. Out of 45 players who were asked to take

the interview, 16 agreed to do so. Out of these 16 interviews,

a total of 9 were conducted online through a chat applica-

tion and 7 took place offline, depending on the preferences

and options of the participants. The recordings of the offline

interviews were transcribed and the online interviews were

copied from the web application. The sample included

4 women and 12 men aged 15-33 years, with an average age

of 20 years. This distribution corresponds to the fact that

MMORPG players are mostly males (Barnett & Coulson,

2010). Eleven participants were students and five were

working (one of these was unemployed at the time of the in-

terview). Nine respondents were single. The number of

hours they spent on the Internet ranged from 20 to 70 hours

per week, with an average of 41 hours per week. The length

of time they had been playing, as reported, was 1 to 6 years,

with an average of 3 years (Table 2).

The first stages of the data analysis were performed by

open coding based on the grounded theory (Strauss &

Corbin, 1999). The records of the interviews identified sig-

nificant units related to the motivation of players, which

were then categorised by significance. The next stage uti-

lised the methods of Miles and Huberman, specifically sim-

ple listing and the creation of clusters (Miovský, 2006).

� 4 RESULTS
During the analysis, the results were divided according to

the research questions into two main categories: motives for

playing online games (the reasons why respondents play

online games and why they spend a lot of time in-game) and

motives for limiting the amount of time spent playing on-

line games (reasons and stimuli which caused the player to

limit the time spent playing online games or to stop). Each

of the basic subjects included several subcategories, which

we describe below.

� 4 / 1 Motives for playing
We have found that the motivation for playing is dynamic

and changes gradually for individual players. The motives

which attract players to the game and are prevalent at the

beginning of their “gaming careers” are not the same as the

motives for playing online games later. The motives for

playing include both motives experienced by players during

the interviews and the reasons why respondents returned

to playing online games after they decided to completely or

partially quit. Players reported four basic motivations.
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� 4 / 1 / 2 Relaxation
This motive generally manifests itself as relaxing by simply

transferring attention from real life to the game, which may

allow players to relax after a long hard day or escape from

an unpleasant reality or certain worries. One respondent

was apt in describing this function of playing:

„… I go home from school, it’s quite a distance and I’m

tired, grumpy, and can’t wait to get home, especially if

I know that I need to go somewhere later in the evening. So,

I get home, turn the computer on, make myself something to

drink and wait for everything to start up, log in, say hi to my

friends in the guild, talk to them, find out what’s new etc.

and this makes me happy. It’s a form of relaxation; some peo-

ple like to take a bath, some people watch TV...“

This category also includes active relaxation, an exam-

ple of which may be a player who vents the tension he feels

in real life, probably because of his incapability of assertive

behaviour in real life, through aggressive behaviour in the

game:

„I mostly play to do damage =) I prefer murdering,

stealing, doing anything dirty (a guy needs to relax after

a long day) – after the tension caused by … the outside

world, politics, government, people, school, there’s so much

to worry about”. He also adds: “I can’t imagine being violent

or vulgar to anyone in real life. I’d say that in the game I’m

exploring otherwise unrecognised possibilities.”

In relation to this fact, we may only speculate that it is

exactly the motive of relaxation from the often harsh reality

that may cause players to return to the game. For instance,

one player stated that he began playing more often when

his girlfriend broke up with him, since he was feeling down

and playing helped him avoid thinking about this unpleas-

ant situation. Other respondents stated that they began

playing more when they lost their jobs or moved to a new

environment.

� 4 / 1 / 3 Self-realisation
Another motive which is frequently brought up in many

forms is self-realisation. As stated by respondents, this

takes the form of development in the game and using vari-

ous options offered by the game (improving one’s character,

reaching goals, and winning matches or fights), which then

lead to a feeling of success, knowing that one is good or

better than the others. In relation to this, some respondents

also emphasise the fact that self-realisation via an online

game is often easier in comparison to other activities, espe-

cially since they have much more control over what hap-

pens in the game in comparison to real life. For instance,

one player stated:

“… the game offers an easier path to self-realisation,

I’m a creative person and like to create stuff, be it web pages,

graphics, poems, games, anything… in the game this is more

or less easier to do.”

Another aspect of this motivation that has been men-

tioned is the possibility of one’s own professional develop-

ment. Some respondents became interested in and began

2012/ 12 / 1
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Table 2
Study participants’ basic data

Fictitious name Age Gender Status Employment Hours per week Length of
playing career

Karel 18 male engaged student 30 1 year

Hynek 19 male single student 65 6 years

Jan I 16 male single student 55 3 years

Tomáš 15 male single student 23 2 years

Lukáš 17 male single student 65 2 years

Helena 33 female married unemployed 35 5 years

Jaromír 18 male single student 70 5-6 years

Lucie 18 female engaged student 20 1.5 years

Matouš 23 male engaged student 25 5 years

Petra 15 female single student 40 1 year

Jaroslav 21 male engaged employed 40 2 years

Pavel 17 male single student 56 1.5 years

Hana 15 female single student 23 2 years

David 28 male single employed 35 3 years

Jan II 25 male married employed 35 3.5 years

Roman 27 male engaged employed 35 3.5 years



developing their programming skills, even becoming game

administrators. One of the respondents claimed:

“… once I became an administrator, for the first time

I was, in a sense, forced to begin learning how the game

works. That’s how I began learning programming lan-

guages. At first this included standard html and css, and

then I realised that the game was actually based on php, and

so I also learned that. All of this has brought me to making

web pages, and that’s what I still do today to make some ex-

tra money.”

As discussed above, success in the game seems to be

a significant motive for playing.

� 4 / 1 / 4 Contact with people
A significant number of respondents (13) said that the game

is an important means of interpersonal contact, for instance

with the friends they play with. The game is a good subject

of conversation and sometimes leads to the strengthening of

already-existing friendships, as in the case of the following

respondent:

“To tell the truth, when I played with my male friends

(and one girl) who used to be and still are important for me,

I was happy…”

Another variant of this motivation is contact with new

people, which could take the form of replacing the absence

of interpersonal relationships related to deteriorating so-

cial skills, which some experts such as e.g. Caplan (2005) or

Davis (2001) use to explain the development of Internet ad-

diction. For instance, consider the following statement of

one player:

“… well, since playing basically took away my child-

hood, especially during puberty (13+), when a person kind of

finds those friends that tend to last longer than before, I kind

of use it to replace contact with people, I’m a bit of an intro-

vert, not that I don’t have friends but I guess I can’t really

open up to them like I do in the MMO, where they’re sim-

ply just teammates and you don’t really care about the

consequences.”

In this context, respondents also often reported that, in

addition to game-related subjects, they often discussed per-

sonal subjects with real or game friends, and that the per-

sonal subjects actually predominated over game-related

ones. One female respondent stated:

“… with old friends it’s 30:70 in favour of personal sub-

jects, for newer ones it’s 60:40…”

The respondents also reported that the reason for re-

peatedly returning to the game was often contact with peo-

ple, because their game friends kept persuading them to re-

turn to the game or because their friends kept talking about

the game, which motivated them to return to the game.

� 4 / 1 / 5 Coping with boredom
The last motive for playing online games which appeared in

the interviews was coping with boredom. In this respect,

playing online games was often mentioned as one of the

least boring activities. For instance, one participant said:

“... And what else should I do? I don’t watch TV, I think

that’s just garbage. I’m not into cleaning or sports. I usually

don’t feel like reading. Basically, if WoW is the least boring

activity...”

It may also be speculated that coping with boredom is

a motive for repeatedly returning to the game as a result of

some external event; those mentioned most frequently were

health problems and losing one’s job.

� 4 / 2 MOTIVES FOR LIMITING PLAYING
This category includes motives which players report as im-

pulses to limit the amount of time spent in an online game

or to quit the game completely. Respondents were more

likely to report external motives (such as health reasons

and impulses from the environment and from the game)

rather than internal ones (realising one’s addiction). Analy-

sis of our interviews has shown the following four motives

for limiting or quitting the game.

� 4 / 2 / 1 Realising one’s addiction
Some respondents (2) stated that the reason for limiting the

amount of time spent in the game was that they suddenly

realised that the game had started interfering with their

lives. It may be suggested that this motive could be related

to realising one’s own addiction to the game. For instance,

one respondent spoke about the circumstances which moti-

vated him to stop playing, although only for a short time:

“… I’d say that it was the moment I realised I didn’t

want to see people and wanted to play ... I guess I just de-

cided that enough was enough... you could probably say that

the game completely devoured me... I quit for good, but then

the thought of playing started nibbling at me again...”

On the other hand, it should be mentioned that the ac-

tual realisation of one’s addiction does not cause all players

to limit their time spent playing. On the contrary, some re-

spondents consider themselves addicted but do not change

their behaviour. Consider the following example:

“… yeah, I’m addicted, I don’t care that much, though,

it’s simply who I am... it’s the same as my addiction to nico-

tine. If I feel the urge to light a cigarette, I’ll simply do it...

with playing games it’s the same...”

� 4 / 2 / 2 Health reasons
One respondent said that the main reason for his limiting

the time spent in the game was health problems, specifi-

cally headaches:
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“… my head hurt a lot back then, so I tried to play less,

nowadays I don’t work with the computer as much as before,

it’s still a lot but at least now my head doesn’t hurt ...”

Another respondent said that he could imagine limit-

ing his time spent in-game because of a serious illness.

However, a third player said that he actually started play-

ing more when he had broken his leg, was at home, and had

no way of spending his free time. From these individual

cases, it is reasonable to assume that the motives for limit-

ing playing time could include health problems, such as

a serious illness or headaches, which actually prevent peo-

ple from playing the game.

� 4 / 2 / 3 Impulses from the environment
Respondents frequently mentioned impulses from the envi-

ronment as a real or hypothetical reason for quitting or lim-

iting time spent in the game. The respondents describe two

forms of impulses from the environment: positive ones and

negative ones. Positive impulses most frequently take the

form of a new romantic relationship, as in the case of one

respondent:

“… only a girlfriend who didn’t want me to play could

provide sufficient motivation to stop playing...”

Another form was game activities which could, at least

temporarily, be much more attractive than playing the

same or similar games. As regards substitution by offline

game activities, players most frequently report traditional

PC games or Nintendo (an offline gaming console):

“…I stopped playing lately, I downloaded new games

for Nintendo and I’m playing those now... definitely declin-

ing (about online gaming), I’ve got something new now and

I’m playing that... but I know I’ll regain interest, this is just

a short break, the Nintendo will not keep me occupied for

long, and especially once someone gets ahead of me ... I’ll go

mad and get back.” After these effects disappear, there is

a risk that the players will return to the virtual world, as

some have mentioned. It may thus be assumed that these

external impulses are mostly temporary and players return

to the game once these effects disappear.

Some respondents also mentioned possible negative ef-

fects, most frequently conflicts with work and school duties

or some form of prohibition from the outside.

“.... but once I start in my new school, I’ll limit it to al-

most nothing or quit outright, since the school’s hard, I’ll

limit the time spent in the game in favour of studying, so

that I can graduate…”

One respondent said that the reason for limiting play-

ing was conflicts with friends who complained that she did-

n’t have time for them because of the game.

� 4 / 2 / 4 Impulses from the game
The last group of real or hypothetical motives to limit or

quit reported by players were related to the game itself.

These motives can be divided into two basic types: motives

resulting from an external decision to quit and motives re-

sulting from an internal decision to quit.

With respect to the first category, players reported rea-

sons such as finishing the game, the end of the game itself,

and arguments with guildmates. These were mostly hypo-

thetical. Finishing the game or the actual end of the game

are not very realistic in the case of MMORPG games, since

their operators try to keep the game continuously updated

so that it remains attractive to its players (Barnettt &

Coulson, 2010). It may be assumed that the reporting of this

hypothetical reason could point to the fact that the players

are currently very motivated to play and can only imagine

quitting as a result of a radical external action.

The second category includes reasons related to the

player getting bored with the game, as was the case of one

female respondent:

“… I became a little bored as a result of the feeling that

I fully understand the game, so I only played for about 30

minutes a day; then a new patch came out and I wanted to

find out what had changed, what new options are there now,

which locations were added... the time kept increasing and

then this whole cycle repeated itself...”

It may be assumed that the player becomes bored by

the game when he or she finds a new distraction in the form

of impulses from the environment which are stronger, and

the online game becomes boring instead. Presumably, such

motives may be associated with the motives of impulses

from the environment; for instance the beginning of a new

relationship and being in love may temporarily overshadow

the entertainment provided by the online game. The reason

the respondent reported this as an impulse from the game

rather than from the environment may be related to a dif-

ferent perspective and description of the change.

� 4 / 3 Limitation strategies
In relation to motives for limiting the game, players also

mentioned specific strategies used to limit online gaming.

These may be divided into two basic groups. The first strat-

egy is a gradual limitation of gameplay in conjunction with

substitution by other online applications with a “safer pro-

file”, such as another online game where the player does not

need to spend as much time online (one player mentioned

the game “Ultima Online”) or Facebook. The second method

is uninstalling the game from one’s computer. In this re-

spect, a noteworthy finding was that although most people

reported that they considered themselves addicted to the

Internet, this realisation meant nothing to them in most

cases and they did not feel the need to seek professional

assistance.

2012/ 12 / 1

ORIGINAL ARTICLE

31MOTIVATION OF MMORPG PLAYERS WITH ADDICTIVE BEHAVIOUR IN RELATION … ADIKTOLOGIE



� 5 DISCUSSION AND CONCLUSION
This qualitative study focused on mapping the motivation

of players of online games, specifically the reasons for play-

ing online games and spending a lot of time in such games,

and the mapping of the causes or impulses for trying to

limit or quit the game. Through an analysis of data ob-

tained from semi-structured online and offline interviews,

several motives for playing and for limiting time spent in

the game were identified.

Players provided the following motivations for playing:

relaxation, self-realisation, contact with people, and coping

with boredom. The primary motives that have been discov-

ered were also found in analogous or similar studies on this

subject conducted abroad (Bartle, 1996; Hsu et al., 2009;

Yee, 2006a, b; Wan & Chiou, 2006a, b). As regards the

self-realisation motive, players reported a completely new

submotive – playing online games with a goal of profes-

sional growth and the possibility of making a living in this

or a similar area. It should be pointed out that only four of

the above-listed studies (Yee, 2006a, b; Wan & Chiou,

2006a, b) mention the motive of relaxation, which was the

most frequently reported motive in our study. In fact, Yee

(2006a) does not even list it separately, but places it in the

“immersion” category instead. In this respect, it may be as-

sumed that this motive was omitted because the studies

were carried out on a sample of respondents whose behav-

iour perhaps did not exhibit symptoms of addiction to the

Internet, while this motive may be somehow associated

with Internet addiction. Another contribution of this study

is the finding that motives change with time and those mo-

tives which caused the players to start playing an online

game might not be the same as the ones which led them to

continue playing. Yee (2006a) mentions that the current

motivation of the player may also depend on their mood.

No studies mapping the motives for limiting online

gaming were found in the existing literature. However,

such motives could be discussed together with those

for quitting addictive behaviour (Blomqvist, 2002;

Cunningham et al., 1999). The motives for limiting the

amount of time spent playing an online game reported by

our study participants may be grouped into 4 categories:

realising one’s absorption in the game; health reasons; im-

pulses from the environment, and impulses from the game.

The motives listed above may be divided into motives which

are related to or follow from a possible addiction to online

games and motives which are not related to potential addic-

tive behaviour.

The first group of motives related to addiction to

a game contains the first two motives (realising one’s ab-

sorption in the game and health reasons) and negative im-

pulses from the environment. The motive of realising one’s

absorption corresponds to the reflection on one of the di-

mensions of Internet addiction by Griffiths (2000) – sa-

lience, which manifests itself by addiction to a certain on-

line application becoming the main subject of one’s

thoughts, behaviour, and experience. On the other hand,

players often mentioned in interviews that they were “ad-

dicted”, but this notion had no actual value for them and did

not cause them to discontinue their addictive behaviour. In-

stead, they tended simply to treat it as a statement which

does not carry any negative implications. This is in agree-

ment with previous studies (e.g. Šmahel et al., 2008; Yee,

2006 a, b), where the player’s perception of him- or herself

as being “addicted” might not correspond to their actual ad-

diction (measurable by symptoms, for example) and does

not come with a signal for limiting addiction. The word “ad-

diction” is often used by players to explain that they need to

play in a sense and that playing is a part of their lifestyle.

As for limiting gameplay for health reasons, we can assume

that health reasons could also be a consequence of excessive

playing, which, in fact, is cited in the literature (e.g. Chou,

2001; Suhail & Bargees, 2006). The motive of negative im-

pulses from the environment could correspond to the di-

mension of conflict, which is mentioned as the most signifi-

cant component of addiction to the Internet (Griffiths, 2000,

Beard & Wolf, 2001). However, the respondents mentioned

external conflicts (fights with friends), as well as internal

conflicts (conflict between playing the game and studying

for school or working). It can thus be speculated that, if

players report these motives as possible reasons to quit,

they are, to a certain extent, aware of their own

game-related addictive behaviour. On the other hand, posi-

tive motives from the environment in the form of a new

game or new partner and motives originating from the

game are not necessarily consequences of addiction to the

online game and it may thus be assumed that these respon-

dents do not quit or limit their gameplay because they feel

addicted, but rather because they simply found a new way

of fulfilling their needs. The existence of two basic types of

motives for quitting addiction may also be found in special-

ised literature describing motives for quitting addiction to

a psychoactive substance (Blomqvist, 2002; Cunningham et

al., 1999; Maierová, 2010). Here we may find reasons origi-

nating from the addiction itself, such as health problems,

conflicts with the law, and work-related and financial prob-

lems, as well as reasons which are not necessarily caused by

the addiction; these may include positive key events, eso-

teric or spiritual experiences, and changes in the situation.

In comparison to the motives for changing one’s addiction to

psychoactive substances (such as health reasons, financial

problems, humiliating or horrible experiences, and existen-

tial or personal crises), we see that the motives of players

mirror the fact that addiction to online games does not en-

tail such severe consequences as addiction to psychoactive

substances. This may also partially explain the fact that in-

dividuals addicted to the Internet do not often seek profes-
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sional help (Blomqvist, 2002; Vondráèková & Šmahel,

2012).

When exploring the motives for limiting gameplay, it

was found that respondents who exhibited signs of addic-

tion to the Internet or risk factors of such addiction (mea-

sured by a non-standardised questionnaire) mentioned ex-

ternal motives more frequently than internal ones. While

only a hypothesis that needs to be verified by a quantitative

study at this point, this finding may have a significant over-

lap with the clinical area in that players whose behaviour

shows signs of addiction to the Internet mostly reduced this

behaviour in response to external rather than internal im-

pulses. This corresponds to a theoretical presumption of the

trans-theoretical model of Prochaska and DiClemente

(1992), according to which the primary motives for chang-

ing any behaviour are mostly of an external nature, and in-

ternal motives only apply when the change needs to be

maintained, including confidence in managing and keeping

the change.

Interestingly, none of the respondents stated that they

had considered seeking professional assistance when limit-

ing their activity or quitting the game. This raises the ques-

tion of how many people really seek help in these cases and

how devastating addiction to online games may be for the

life of the player. Investigation of the motives for quitting

addictive behaviour also found that addiction to online

games does not show constant addictive symptoms, but may

change according to the developments in the player’s life.

The results presented here have a limited application

because of the qualitative nature of the research. The char-

acteristics of addictive behaviour in relation to the Internet

were measured using a questionnaire which was not stand-

ardised. The results may also be affected by the fact that the

participants included in the sample were contacted in the

environment of the online game World of Warcraft, whose

specific focus on adventuring and conquering could project

into the types of motivations reported by the players.

The results of this study also bring up further ques-

tions which could be the subject of future research projects,

such as those trying to find a formula for the development of

motivation over time or examining how often and under

what circumstances players of online games with symptoms

of addictive behaviour seek professional assistance or

whether parallels exist between addiction to the Internet

and addictions to various substances.
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