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Abstract

Do you like fishing? Perhgps decapitating an unsuspecting foe on the battlefidd
with your new - massve - axe of brutd destruction? Or do you enjoy quiet
solitude in a lush oass? Among millions of online game players, chances are low
that you will find someone with a play dyle tha mirrors your own. Indeed,
research suggests that our individud gaming preferences are unique, and made up
by severd underlying factors that combined makes up our in-game behavior. So
where do these factors come from? The purpose of this study was to examine if
persondity traits affect the way we play in MUD's and MMORPG's. To examine
this three tests were used; two tests for measuring in-game behavior and one test
for measuring persondity traits Results showed dgnificant corrdaions between
sved of the persondity traits and in-game behaviors, indicating that persondity
trats do affect the way we play. This suggests that we bring part of our red life
characteridtics into the games we play, and poses an interesting question about
how in-game experiences will affect usin red life

Uppsatsen motsvarar 15 hégskolepoang for varderaforfattare.
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Sammanfattning

Blod, guld eller giftermal —vad far igang dig?
- en studie av personlighetsdrag och spelbeteenden

en kandidatuppsats av Karin Halvarsson och Danid Winther

Foredrar du ait fiska? Eller kanske hugga huvudet av en icke ont anande fiende
pa dagfdtet med din nya — massva — yxa? Eller vill du hdg tilloringa din tid
vid en dillsam oas? Chansen at du bland miljontas onlinespdlare stéter pa
ndgon med exakt samma spadil som din egen & i det namaste obfintlig.
Forskning hévdar at var speldtil & unik och utgors av et antd underliggande
faktorer som tillsammans avgor hur vi spdar. S vaifran kommer faktorerna?
Syftet med studien var att undersdka om personlighetsdrag paverkar hur vi spelar
MUD och MMORPG-spel. For att understka detta anvandes tre test; tva test
avsedda att méta speldtilar och ett test for att méata personlighetsdrag. Resultatet
visade dgnifikanta samband melan et fletd personlighetsdrag och spddilar,
vilket indikerar at personlighetsdrag paverkar hur vi spelar. Det antyder ait vi tar
med oss ddar av vara karaktarsdrag in i spelen vi spdlar och leder till frgan om
hur véra upplevelser i spelet pdverkar ossi verkligalivet.
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1. Introduction

“ Part of the reason | play online games is to experience a sense of achievement.
When | put a good deal of time and effort into an in-game task, | amrewarded in a
way that's meaningful and measurable: | gain a new item, | finish a difficult quest
and get experience points or money, | gain a higher level of proficiency in a skill
or ability, or | gain notoriety in the virtual game community. The real world isn't
like that. In the real world, there are few quantitative rewards for the effort one
puts out merely 'to live'. In the real world, you have to run errands, shop at the
grocery store, clean your house, do your taxes, keep all your papers organized, do
the laundry, etc. etc.. There is no sense of 'achievement’ or forward progression in
these things -- they are merely daily must do's. There is no sparkly new item or
new skill waiting for me after | do my 6th load of laundry in a week.”

[Femde, 37, World of Warcraft]

This narrative is an excerpt from an interview from The Daeddus Project, an online survey
project collecting data from over 40,000 Massvely Multiplayer Online Role-Playing Game
(MMORPG) players over sx years. The interviewee is talking about the apped of gaming to
her; more specificaly, why she prefers achieving things in an online game rather than in red
life.

Prior research in the area of gaming mativations is thin, with The Daeddus Project being the
most extensve. The founder of the project, Nick Yee, is an American researcher with a Ph.D.
in Communication from Stanford, and aso one of the most prominent researchers in this
fidd. In 2005, Yee found a phenomenon he cdled the “mirroring effect”, suggesting that
people tend to customize their in-game characters to resemble their red life gppearance; eg.
taler people choosng dightly tdler avatars, femdes choosng avatars with more feminine
characteridics. Also, depending on your gaming motivations you may chose a smdl, cute
avatar, or a big and scary one. Additiondly, Yee (2005) noted that women tend to take on
supportive roles (eg. heding) more often than men. This is the case for Amelia, a 31 year
old femde playing World of Warcraft, who enjoys playing together with her boyfriend,
trying to keep his character dive.

The pioneer in Multi-User-Dungeon (MUD) and MMORPG research is Dr. Richard Bartle,
currently teaching game design at the University of Essex, who did the firg studies of player
types in games. His work lad the groundwork for Yee's research, and most research
concerning games in generd (Bartle, 2007). While the purpose of Bartles work was to
improve game desgn, Yee drives to understand the motivaions that meke up in-game
behavior. The underlying causes behind Bartle's and Yee's theories, why we play the way we
do, isan areafarly unexplored.

1.1 Background

1.1.1 Multi-User-Dungeons

Most MUD's origin from Trubshaw's game cdled “MUD” created in 1978, this name has
dnce been used to name the whole genre (Batle, 1996). Traditiond MUD's implement a
fantasy world where players can choose to play different characters, obtaining a st of
specific skills or powers. MUD's differ from other computer games by its persstent worlds;
when a player stops playing the world continues to exist and evolve. The object of MUD's is
typicdly to day mongers, explore the world, participate in a role playing story and progress
with your crested character. However, MUD's have also been used for distance education or
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virtud medings, and dso for the sole purpose of socidizing. Most MUD's are run as part-
time projects or hobbies by programmers, and are usualy free of charge. They are accessed
through the standard TELNET application, or through specid MUD clients developed by
playersto provide an improved user experience.

1.1.2 Massvey Multiplayer Online Role-Playing Game

MMORPG is a genre of computer games where the player interacts with other players in a
fictiond world over the Internet. This genre evolved from MUD's in the early 1990s and is
in essence a MUD with added grephicd interface (Bartle, 2007). Jugt like in MUD's, each
player in an MMORPG assumes the role of a character and controls the characters actions
(Anissmov, 2007). Smilarly, the object of an MMORPG is to day mongers, explore the
world, socidize and progress with your character. The number of players are more extensve
in MMORPG's than any other genre. Examples of popular MMORPG's are World of
Warcraft, EverQuest and Anarchy Online. World of Warcreft is the largest MMORPG today
and it done has 11.5 million monthly subscribers (Blizzard Entertainment, 2008).

1.2 Problem

“...if we don't understand why players are in these online worlds to begin with,
then we can never truly appreciate the more complex phenomena that emerge
from these environments.”

(Yee, 2005)

The above quote comes from MMORPG researcher Nick Yee who has done extensve
research on player motivations in games. While Richard Bartle identified four player types
that attempts to explain how people play, Yee has taken it one step further and atempted to
explan why they play. His focus is on how the individud benefits from playing in terms of
red life satidfaction, not necessarily how he acts it out ingde the game. Ther combines
research has shown that people play differently in MUD'YMMORPG's, and dso that people
play for different reasons. What remans unclear is why players have different behaviors
when playing, and where these behaviors come from. Persondity traits are one factor that
influence our behavior in the red world, but does it dso influence the way we act in the
in-game world?

1.3 Purpose

The purpose of this study was to examine if persondity trats affect the way we play in
MUD's and MMORPG's. Paticipants were current or former players of MUD's or
MMORPG's, no discrimination was made on age, sex or demography.



2. Method

The study used a combination of three tests, one test for measuring persondity traits and two
tets for measuring gaming mativations. Data was collected through online participation,
among current or former players of MUD’sor MMORPG's.

2.1 Participants

Paticipants were sdf-sdecting through completion of two web-based forms. The forms
were digributed through Internet-based channes such as the chatprogram MSN, the
homepages Facebook (www.facebook.com), Elvenrunes (www.evenrunes.com), World of
Warcraft  forums  (forumswow-europecom) and  the  Mudconnector  forums
(Www.mudconnect.com).

For the first form, 474 questionnaires were collected, 33 were excluded for faling to add the

Bartle Quotient. For the second form, 489 questionnaires were collected and none were
excluded.

2.2 Maerids

The fird test was the Batle-test, consgting of 30 questions listed online, where each
question has two pre-written answers. Each answer corresponds to a certain player type
(Killer, Achiever, Explorer, Socidizer). The answers are summarized and you receve a
percentage raing within each player type. This percentage rating is cdled the “Batle
Quotient”, and totas 200% across dl player types with no single type exceeding 100%; for
example, Killer: 80%, Achiever: 60%, Socidizer 40%, Explorer 20%  (Mulligan &
Patrovsky, 2003). Thisis an independet test availibe online’.

The second test was the Big Five Inventory (BFI), a scae created by Dr. Oliver P. John at
Universty of Cdifornia BFI is a sdf-report inventory designed to measure the Big Five
persondity traits. BFI measures the answers on a 5point scae, from “Strongly Disagreg’ to
“Strongly Agreg’. Each answer is graded with 5 points, and al points within the same trait
ae laler summarized to get a measurable result. The traits measured were those of the
origind Big Fve pesondity trats Openness, Constientiousness, Extraverson,
Agreeableness, Neuroticism (see Appendix A).

The third test was the Yee Gaming Moativations test. It condsted of 29 questions and is a
sdf-assessment  questionnaire desgned to measure individuds  different motivations for
playing MMORPG's. The Yee Gaming Mativations test measures the answers on a 5-point
scale, from “Strongly Disagree” to “Strongly Agree’. Each answer is graded with 15 points,
and dl points within the same category are later summarized to get a measurable result. The
components measured were Achievement, Socid and Immerson and ther respective
subcomponents (see Appendix B).

2.3 Procedure

For the first form, each respondent first completed the Bartle Test online to receive a Bartle
Quotient. After completing the Bartle Test the respondents were asked to go to a second
website to take the BFI2. One question was added to the BFI for the respondent to fill in their

1 http://www.gamerdna.com/qui zzes/bartl e-test-of-gamer-psychol ogy
2 http://www.my3g.com/home2/271/magiskal/15915.phtml
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Bartle Quotient. The form took less than 15 minutes to complete. Data was collected over a
one week period. Correlations between the Bartle player types and the Big Five persondity
traits were caculated in SPSS (Statistical Package for the Socia Sciences).

The second form conssted of the Yee Gaming Mativations test and the BF test combined
into a sngle form. Respondents were asked to go to a website and complete the
questionnaire®. The form took less than 15 minutes to complete. Data was collected over a
36 hour period. Correaions between each component and the Big Five persondity trats
were caculated in SPSS,

3 http://ww.my3g.com/home2/271/magi skal/62952.phtml
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3. Theoretical Framework

3.1 The Bartle Test

In 1989, a discusson commenced in a commercid MUD in the UK. The question was.
“What do people want out of a MUD?'. The debate continued for over hdf a year, and
congsted of hundreds of bulletin-board postings where players explaned why they played
and what changes they thought would improve the game. At the time, Richard Bartle was the
senior adminigrator of this MUD, and it fdl on him to findly summarize the discusson and
try to draw conclusions from the various opinions. (Bartle, 1996)

He found four things that people typicaly enjoyed about playing MUD's. From these he
derived four generd player types that can be said to populate a MUD. Bartle suggests that
while these player types often cross over into each other depending on the players mood or
current playing syle, most players do have a primay syle and will only switch to other
sylesif they can gain something from it. (Bartle, 1996)

The Batle-test is a series of questions that classfies players of MUD's and MMORPG's into
categories based on their gaming behavior. While the test was origindly created by Richard
Batle to classfy player types of MUD's, with the purpose of helping MUD-desgners build
better MUD's (Bartle, 1996), it has been modified and modernized to include player types in
today's MMORPG's. The test was organized into eectronic form by Erwin Andreasen in
1996, and has since then been taken by over 500,000 game players. The result gives the
player a percentage result within four given categories Achiever, Explorer, Socidizer and
Killer. The percentage indicates the players gaming preferences rdative to any other area of
interest, or in short: how we play.

3.1.1 Achievement in the game context

“Players give themselves gamerelated goals, and vigorously set out to achieve
them. This usually means accumulating and disposing of large quantities of high-
value treasure, or cutting a swathe through hordes of mobiles (i.e. monsters built
in to the virtual world).”

(Bartle, 1996)

For the Achiever everything is god-oriented, everything is a means to an end. The Achiever
will focus her energy on gathering points, gaining levels or find increesngly powerful items.
While she can temporarily explore or socidize, it is dways for the purpose of ganing
something (i.e. finding new sources of treesure or finding out how other people gather
points).

An Achiever may say thingslike:
- “I'm busy”
- “Sure, I'll help you. What do | get?’
- “Only 3 levesto go!!”
(Bartle, 1996)



3.1.2 Exploring the game

“Players try to find out as much as they can about the virtual world. Although

initially this means mapping its topology (i.e. exploring the MUD's breadth), later

it advances to experimentation with its physics (i.e. exploring the MUD's depth).”
(Bartle, 1996)

The Explorer likes to find out how things work. They are curious about the in-game world,
where to find things and what different things do. They can often be found in srange places
doing unexplaingble things looking for new features or bugs in the code. The Explorer has
the most fun exploring things and ddights in knowing a lot of secrets that no one dse knows
of.

An Explorer may say thingslike:
-"| haven't tried that one, what does it do??’
-"Why is it that if carry the uranium you get rediation sickness, and if you put it in a bag you
ill get it, but if you put it in a bag and drop it, then wait 20 seconds and pick it up again,
you don't?’

(Bartle, 1996)

3.1.3 Socidizing

“ Players use the game's communicative facilities, and apply the role-playing that
these engender, as a context in which to converse (and otherwise interact) with
their fellow players.”

(Bartle, 1996)

Socidizers are mogdly interested in other players and what they have to say. The game is a
place like any other, where you can meet and interact with people. Focus is not on the game
itsdlf, rether on the people playing. For the Socidizer the fun comes from ligtening to other
people, joking, entertaining, empathizing with them, and observing people play.

A Socidizer may say thingslike
-"What happened? | missed it, | wastaking.”
-"Y esh wdl, I'm having trouble with my boyfriend.”
-"Oh | haven't seen you for so long!! How was your chrigmas?’
(Bartle, 1996)

3.14Killer

“Players use the tools provided by the game to cause distress to (or, in rare
circumstances, to help) other players. Where permitted, this usually involves
acquiring some weapon and applying it enthusiastically to the persona of another
player in the game world.”

(Bartle, 1996)

According to Bartle there are two different kinds of Killers, both are players who impose
themsalves upon others but in different ways The firsg kind is uncommon, and imposes
hersdf on others by being too kind and caretaking. The more common approach by the
Killer is impogtion through attacking other players, or otherwise causng distress. The more
digress, the merrier! They enjoy knowing that what they just did has upset someone, and
that this someone can do nothing abot it.



A Killer may say things like:
-"DIE!”
-” Coward!!”
(Bartle, 1996)

3.2 Yee Gaming Mativations

In the last gx years Nick Yee has sudied players of MMORPG's and ther interaction in
virtud environments through The Daeddus Project. When asking players why they played
MMORPG's, Yee found a great variation of motives. He suggests thaa MMORPG's may be
gppeding to many players because these games offer a great variety of play dyles (Yee
2007). From the qualitative data gathered from his surveys, and with the Bartle player types
in mind, he created an ligt of questions that related to gaming motivations among players of
MMORPG's. This inventory, in this paper referred to as the “Yee Gaming Mativetions’,
provides a foundation for future quantitative research in MMORPG's by providing a model
to assess gaming motivations of players.

There are some fundamentd differences between the Batle player types and the Yee
Gaming Moativations that are worth noting. The questions of the Batle Test focus on
different Stuations in the game and how you would react or what doices you would make
while playing. The quedions of the Yee Gaming Moativations focus on wha you find
important and entertaining in the game Furthermore, Yee suggests that Bartle grouped
edements of play together that may not be related to each other. For example, the Bartle
Socidizer contains dements of both chaiting and role-play (Yee, 2005). Yee consder these
two dements as separate motivations, but group them together under the same overarching
component. Also, Bartle (1996) clamed that you can adopt different player types and that
most players have a primary type that remains congant. He aso suggedts that the different
play styles suppress each other; the more Achiever you are, the less Socidizer. Yee (2005) is
of the opinion that one play style does not necessarily suppress another.

The Yee Gaming Mativations condgts of three main components, each conssting of severd
subcomponents. The subcomponents focus on different aspects of play but are not seemingly
related to each other. The different subcomponents co-exist and together reved the
moativations of aplayer (Y ee, 2005).

Achievement Social Immersion ‘
Advancement Soadizing Discovery
Mechanics Redationship Role playing
Compstition Teamwork Cusgtomization

Escapism

Figure 1. The components of the Yee Gaming Mativations with ther related
subcomponents. (Y ee, 2007)

3.2.1 Achievement

The firsd component is the Achievement component, with subcomponents Advancement,
Mechanics and Compsetition. The common denominator of these components is power, or
harnessing power. For the Advancement subcomponent the greatest motivators are progress
and daus for Mechanics it is about planning, optimization and cregting templates to
maximize your gans. Players who fdl under the Competition subcomponent enjoy the
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derivation of power that comes from competing with other players. Chalenging other
players, provocation and domination aso fals into this subcomponent.

3.2.2 Socid

For some individuds the greates motivation for playing is spending time in an environment
where you can adways find someone to tak to. The Socid component condgsts of the
subcomponents Socidizing, Relationship and Teamwork. Some people just want to chat
casudly for the sske of chatting (Socidizing), while others have a desire to form persond
relationships (Relaionship). A third category of Socid players ae those who gan
satisfaction from collaborating within a group (Teamwork). (Y ee, 2005)

3.2.3 Immerson

The Immerson component is about getting immersed in the gaming ervironmert, living in
the game for a little while. Discovering new areas of the game, knowing things that other
players do not, and finding hidden things are adl pats of the Discovery subcomponent.
Players who fal under the subcomponent Role playing enjoy being part of the storyline and
cregting wdl-developed backgrounds for their characters. The Customization subcomponent
IS about cregting a character that is gppeding to you by customizing its gppearance through
different hargstyles, skin color or clothing. Findly, the Escgpisn subcomponent is about
leaving red life behind for a while and letting your mind become fully absorbed by the
gaming world, perhaps to relax after atough day at work.

3.3 The Big Five Persondlity Traits

Persondity traits can be defined as habitud paitterns of behavior, thought, and emotion
(Kassn, 2003). These trats are reatively dable over time, influence behavior and differ
among individuds. An individud has more or less of every trat, and the traits are more
prominent in some individuds, and less prominent in others. For example, some people are
open and outgoing, others are shy. Both behaviors are relaed to the Extraverson trait where
the outgoing person has more of the trait, and the shy person has less. There are potentidly
an unlimited amount of traits, but many psychologists bdieve tha five traits are sufficient to
adequately describe human persondity (Costa & McRae, 1992), these are commonly
referred to as the Big Five persondity traits.

Firs mentioned in 1933 in the American Psychologica Association by L.L. Thurstone, the
Big Five Modd is consdered to be the most comprehensve data-driven enquiry (Benet-
Martinez, 1998). The modd is a desriptive five factor modd of persondity that reaes
words and behaviors to persondity traits. The five traits in the Big Five modd are Openness,
Conscientiousness, Extraverson, Agreeableness and Neurcticism. The five trats each
conss of more specific corrdaing traits. For example, Agreesbleness includes such related
qudities as having a tendency to be compassonae and cooperative. Extraverson has
qudities like sociability, impulsveness, excitement seeking, and podtive emations included
(Benet-Martinez, 1998).



3.3.1 Openness

An individud who register high in Openness generdly has a gppreciation for at of various
kinds and is often creative. They tend to be adventurous and appreciate a variety of
experience, have unusud idess and a vivid imagination. A person high in Openness is more
likely to be aware of their emotions and intellectudly curious (Benet-Martinez, 1998).

Anindividud high on Openness may say thingslike:
- | have avivid imagingtion.
- | am quick to understand things.

3.3.2 Conscientiousness

This trait is marked by a tendency to act dutifully and make plans rather than show a
spontaneous behavior. People who register high in Conscientiousness have a tendency to
show sdf-discipline and am for achievement. They are generdly successful, since they have
purpossful planning and are tenacious in what they do. (Benet-Martinez, 1998)

Anindividud high on Conscientiousness may say things like:
- | am dways prepared.
- | get chores doneright away.

3.3.3 Extraversion

People who are high in Extraverson are generdly confident and they have a tendency to
seek dimulation in the company of others. They have a lot of energy and spread postive
emotions around them. (Benet-Martinez, 1998)

Anindividua high on Extraverson may say things like:
- | fed comfortable around people.
- | start conversations.

3.3.4 Agreeableness

Individuals who score high on Agreeableness have a tendency to be compassonate and like
to cooperate with others. The trait is marked by a wish for sociad harmony and they vaue to
get dong with others. They are willing to compromise, are hdpful and generdly truging in
other people. (Benet-Martinez, 1998)

Anindividud high on Agreegbleness may say thingslike:
- | aminterested in people.
- | sympathize with others fedings.

3.3.5 Neuroticism

This type of individud experience unplessant emotions easly and the emotions tend to be
more persgent. They tend to fed anger, anxiety, depresson and are more likey to find
Stuations threatening. Individuds who ae high in Neuroticiam are emotiondly reactive and
thistrat is sometimes cdled emotiond ingability. (Benet-Martinez, 1998)

Anindividuad high on Neuroticiam may say things like:
- | worry about things.
- | getirritated esdlly.



4. Result

The results are presented using Pearson correations (Pearson product-moment correlation
coeffident) for the Batle types and Yee Gaming Moativations in reaion to the Big Fve
Persondity Traits. A Pearson correlaion range between -1 and 1, where -1 and 1 are perfect
corrdatiions. The drength of a corrdation is not only determined by the corrdation
coefficient but aso by the rdative sample sze. In this sudy, a corrdaion of less than -.200
was conddered a srong negative corrdation and a corrdation higher than 200 was
considered a strong positive correlation.

Even more important than the strength of the corrdation is the dgnificance. If a corrdaion
Is gatidicdly sgnificant it is unlikey to have occurred by chance a corrdation thet is not
dgnificant is practicdly usdess. A corrdation with a p-vaue lower than the chosen
ggnificance leve is determined to be datidicadly Sgnificant. In this sudy we consdered the
corrdations on a 5% (p<.05) and 0.1% (p<.001) leve of ggnificance, meaning tha for a
sgnificance of p<.001 there is less than a 0.1% chance that the result observed could have
occurred by chance. In this study, the symbols ‘*’ and ‘**’ denotes datidicdly sgnificant
results. For more information about correlations and significance, see any book on gtatistics.

Table 1. Pearson Correlations for
Extraversgon, Agreeableness, Conscientiousness with Bartle's Player Types (n= 441).
Batle Types

Extraverson Agreeableness Conscientiousness
Achiever -.068 -.133** 054
Explorer -.161** 192** 021
Socidizer .190** .351** -.090
Killer .063 -.339** .004

Notes: * = p<.05; ** = p<.001

There was a negaive and dgnificant correlation between the Extraverson trait and the
Batle Explorer, and a pogtive sgnificant corrdation between Extraverson and the Bartle
Socidizer. Agreedbleness corrdated pogtively and dgnificantly with the Bartle Explorer and
Socidizer, while there was a negaive dgnificant corrdation with Achiever and Killer.
Conscientiousness did not corrdate sgnificantly with any of the Bartle Types.

Table 2. Pearson Correations for
Openness, Neuroticism with Bartle s Player Types (n= 441).

Bartle Types
Openness Neuroticism
Achiever -.227** 071
Explorer 164** .078
Socidizer .056 -.014
Killer .005 -.105*

Notes: * = p<.05; ** = p<.001
Openness  corrdated negatively and sgnificantly with the Bartle Achiever, and postively

and dgnificantly with the Batle Explorer. Neuroticism corrdaed negatively and
ggnificantly with the Bartle Killer.
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Table 3. Pearson Correlations for
Extraverson, Agreeableness, Conscientiousness with the Y ee Gaming Mativations (n= 489).
Mativations

Extraverson Agreeableness Conscientiousness
Achievement 072 =277+ -.007
Advancement .067 - 171%* -.011
Mechanics .037 -.077 142**
Compstition .057 -.397** -.133**
Social 220%* .290* * -.044
Socidizer .188** 347+ * -.023
Reationship J115* 047 -.071
Teamwork 142%* 220%* 011
Immersion -.035 .069 -.051
Discovery -.019 .059 .001
Role playing -.021 .037 -.067
Customization 027 .035 -.051
Escapism -.118** .087 -.034

Notes: * = p<.05; ** = p<.001
Main componentsin bold.

Extraverson corrdaed postively and sgnificantly with the Socid component and al Socid
subcomponents.  Extraverson aso corrdated negatively and Sgnificantly with  Escgpism.
Agreegbleness corrdaed negatively and dgnificantly with the Achievement component and
the Advancement and Competition subcomponents There were podtive  Sgnificant
correlations between Agreesbleness and the Socid component and the Socidizer and
Teamwork subcomponents. Conscientiousness  corrdlaied postively and  sSgnificantly  with
the Mechanics subcomponent and negatively and dgnificantly with the Competition
subcomponent.

Table 4. Pearson Correlations for
Openness, Neuroticism with the Y ee Gaming Motivations (n= 489).

Moativations
Openness Neuroticism
Achievement -.046 .026
Advancement -.027 .084
Mechanics .030 .050
Competition -.106* .005
Social .183** .078
Socidizer 242%* .013
Reationship 134** .156**
Teamwork -.017 .024
Immersion 313** 2TT**
Discovery .264** .215%*
Role playing .294** 219**
Customization .168** A73**
Escapism 141** .203**

Notes: * = p<.05; ** = p<.001
Main componentsin bold.



There were podtive and dgnificant corrdations between Openness and the Socid
component, the Socidizer and Reationship subcomponents. Openness aso  correlated
podtivly and ggnificantly with the Immerson component and dl its subcomponents. There
was a negalive and dggnificant corrdaion between Openness and the Competition

subcomponent.  Neuroticism  corrdlated  pogtively and  sgnificantly with the Rdationship
subcomponent, the Immersion component and dl its subcomponents.
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5. Discussion

This chapter will discuss the corrdations between the persondity traits and the Bartle
Types'Y ee Gaming Moativations and discuss the vdidity of the three tedts.

A weakness of our dudy was that the participants dl came from smilar forums with a
magority from the World of Warcraft forums. This was a necessity since the participants had
to have MUD/MMORPG experience. Unfortunately, this makes our sample group quite
homogeneous. The sample is not spread out over adl World of Warcraft players, but those
who actively browse the game reated forums and are interested in answering questionnaires.
It is posshble that such players have smilar preferences or persondity traits, perhgps being
more Extroverted than the average player. However, there was nothing in our results that
indicated that Extroverts, or any other group, were over represented in the sample.

The Bartle Test was chosen because it is the most well known test of @ming preferences. It
provided important indghts in how people play MUD'YMMORPGS, and lay the
groundwork for further studies in the fidd by creating a modd for assessment of different
player types. However, the test has its limitations in thet it is not vaidated or grounded in
empirica data (Y ee, 2005).

Yee took a factor andytic gpproach to cresting a moded for assessment of gaming
moativations. It was incduded in this sudy because it provides a vaidated modd for
measuring gaming moetivations, ad to further examine the proposed differences between
Y ee's and Bartle's models.

Findly, the BFl was included because the Big Five modd of persondity traits is the most
comprehensive assessment of persondity traits available.

5.1 Extraversion

The focus for an individud high on Extraverson is to obtain grdification from whet is
outsde the sdf, and she enjoys being the center of attention. Our results suggest that an
Extrovert individud acts amilaly in red life and while playing games dways mantaning
a focus on socid contacts. The corrdations between Bartle's Socidizer and the Extraverson
trait, Yeds Socid component and the Extraverson trat are both dgnificant (r=.190,
r=.220).

Our result further strengthens the theory behind a socid moativation for gaming and suggests
that the Extraverson persondity trait is generdizable to gaming environments. Much like an
individua high on Extraverdon, the Socidizer is takaive and enjoys spending time with
other people. Bartle (1996) sys about his Socidizer that they view the game as just another
place where you can find new people to interact with. The definition for Yegs Socid
component issSmilar to Bartle's, and as expected the result were smilar.

Our results dso indicate thet an Extrovert individud will seek simulation in socid contacts
rather than in the interaction with the in-game world. There was a negative and ggnificant
negative corrdation between the Extraverson trait and Bartles Explorer type (r=-.161).
This does not mean that the Explorers are shy or socidly inhibited, rather they prefer having
a closer circde of fewer friends. They do not thrive on making new socid contacts, as is the
case with someone high on Extraverson.
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5.2 Agreeableness

The pogtive corrdation between the Agreeableness trait and the Bartle Socidizer (r=.351)
is explaned through the interest in people and what they have to say. An Agreesble
individud dgrives for socid harmony and cooperation within the group or community. A
diginction can be made between the Extroverted Socidizer, who is more focused on
saisfying her own socid needs, while the Agreesble Socidizer is content with Smply
coexiging in harmony with others.

The description of the Agreegbleness trait is more in line with Batlés definition of the
Socidizer than the Extraversion trait is, and our results support this notion through a
dronger corrdation  between  Agreedbleness-Socidizer  (r=.351) than Extraversion
Socidizer (r=.190). Yee's Socid component bears smilar definition with the Agreesbleness
trait and as expected, the correation was strong and significant (r=.299).

More surprisng was tha Yeds Rdationship subcomponent did not corrdate sgnificantly
with Agreeableness, and though there was a podtive corrdation, it was weak (r=.047). One
explanation could be tha forming a relation with another person requires much more than
just a desire to do so, or more than just a trait that supports this behavior. A wish from both
players is needed to get dong and develop a relation, common interests to discuss, perhaps
samilar experiences or culturd backgrounds to better understand each other. These are
factors that may not dways exist, and even an Agreesble person may not find many people
to form drong reaionships with in games. Another explanaion is that forming relaionships
may not be a true motivaion for playing, rather it is a Sde-effect that occurs through sheer
coincidence. For example, you may come across another player while doing a difficult quest.
Together you as3st each other in completing this quest, and while cooperating and talking
about the quest you find out that you actudly enjoy taking to this person or have a lot in
common. This could be the beginning of a new friendship, formed through random
interaction and without thought or intent.

There is ds0 a third and perhgps more plausible explanation. Yee describes the Rdationship
subcomponent as having a dedre to form grong reaionships (2007). This makes the player
active in her pursuit of forming these relaionships. The Agreesbleness trait is more of a
passve trait, where people high on it are kind and pleasant, not necessarily in pursuit of new
friends The Redationship-seeking behavior is more of an Extrovert action, and indeed the
correlation between Relaionship and Extraverson is both positive and sgnificant (r=.115).

An individud with high Agreesbleness tends to let other peoples wants and needs surpass
their own or be open to compromises. It is therefore reasonable to assume that an individud
high on Agreesbleness will not adopt the Bartle Achiever's god-oriented game play and the
corrdation we found supports this (r=-.133). Compromises are not an option for the
Achiever who has her own agenda and specific goas. Exceptions might be dlowed, but only
to favor one of the Achievers current gods. The Achiever, while not intereted in causng
disgtress, does not care for socid harmony like an individua high on Agreesbleness does.

In the same spirit, Agreesbleness has a drong negetive corrdaion with Yees Achievement
component (r=-.277). This is not surprisng, sSnce the Achievement subcomponents
Competition and Advancement condst of motivations such as power over others, domination
and provocation. The Competition subcomponent done has a stronger negative correation
(r=-.397) with Agreegbleness than the other subcomponents. In the Competition sub-
component we find moativations like chalenging others and provocation, two actions that are
not very Agreeable.
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It is worth noting that the Mechanics subcomponent did not corrdae sgnificantly with
Agreegbleness, unlike the two other Achievement subcomponents. Being andyticad and
griving for optimized game play through planning and cdculdtion is unrdated to interaction

with people.

The definition of an Agreedble individua is a direct opposte to Bartles Killer type, and it
was therefore expected that a person high on the trait of Agreeableness would not score high
on the Killer type. This is supported by a strong and significant negative correlation between
Agreedbleness and the Bartle Killer (r=-.339). This could be due to the strong empathy
found in Agreesble individuds, and it may be that Stting behind a computer screen does not
inhibit this trait. The focus for a Killer is to impose hersdf on other players with the am to
cause didress, this is something an Agreegble individud would probably not do. The
Agreedble individud is helpful and kind, she tends to sympathize with others fedings while
the Killer would probably lead you in the wrong direction for her own amusement.

It is uncdear why the Agreedbleness trait corrdates podtively and dgnificantly with Bartles
Explorer type (r= .192). The Explorer according to Bartle is interested in the in-game world
rather than the players inhabiting it, but there are some plausble explanations for the
corrdation. The lack of interest in people could make the Explorer nice and friendly when
you meet her, but she will not find you and initiate a conversation. She smply has no reason
not to be nice, so while not being entirdly Aagreesble, she is not disagreeable ether. Also, the
srong negative correaion between the Explorer and the Killer (r=-.623) suggests that the
Explorer type does not have a need to impose hersdf on other people. Again, while not
making the Explorer Agreeable, it does not make her disagreegble ether.

5.3 Conscientiousness

Conscientiousness does not corrdate dgnificantly with any of the Bartle types. This was
aurprisng, snce the Conscientiousness trat and the Achiever type shae many
characteridics. For example, an individua high on Conscientiousness is hard working, god
oriented and has a need for achievement. This definition is dmilar to Bartleés Achiever type,
who does everything to reach certan gods. But the result shows no direct correation
between the two. It is possble that this persondity trait is not generdizable to a gaming
environment, perhaps playing games does not satisfy the need for sructure and <df-
discipline that individuads high on Conscientiousness want. Perhaps ther am  for
achievement is not compatible with only achieving things in a gaming environment.

The same can be sad about Yee's motivation components, where Conscientiousness did not
corrdate ggnificantly with the Achievement component or the Advancement subcomponent.
This is probably due to that Yeegs questions concerning Advancement focuses on status and
rgpid gaining of power. For an individua high on Conscientiousness, power and status is not
in focus. Rather it is about being organized, ddiberate and disciplined. This explans why
Conscientiousness  correlates poditively and ggnificantly with the Mechanics  subcomponent
(r=.142), where these behaviors are dominant.

People who score high on Conscientiousness aso act carefully and according to their
conscience. This does not go wdl together with the Competition subcomponent that is
characterized by provocation and domination. Indeed this corrdation turned out negative
and dgnificat (r=-.133). Since the subcomponents of Achievement corrdlated both
postivdy and negaively with Constientiousness, it is more undersandable that the
overarching component showed no correlaion at al.
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5.4 Neuroticism

Individuas who score high on Neuroticism may use MMORPG's as a way to escgpe from
redity, the corrdation is podtive and dgnificant (r=.277) with the Immerdon component
and al subcomponents. For these individuads life can be troublesome due to their neurctic
tendencies, and it is possble that they use games to rdax and forget about their stressful red
life Stuation for a while. Empiricd research supports this notion; Internet use increases as
people are put under more dress in red life (eg., Ko et a., 2006). Furthermore, if a stressful
or emationdly intense dStuation occurs in a game, you can quit or log off until you fed
dable and have the Stuation under control again. In every day life this is a problem for those
high on Neuroticism, Stuaions occur but you can not just log off. This makes the Internet
and MMORPG's a safe haven for these individuas where they have control and can relax.

Following this reasoning, it is not surprisng that Neuroticism corrdates postively and
ggnificantly with the Redationship subcomponent (r=.156). Meeting new people or making
friends is an emotiondly intense Stuation and if you tend to get nervous eedly this could
inhibit your atempts to get close to other people. Being safe behind a computer screen while
interacting with other people may facilitate the forming of new reationships for someone
who in red life finds such gtuations uncomfortable. This mekes MMORPG's an ided place
to form new relationships, even more so for an individua high on Neurcticism.

The Neuroticiam persondity trat adso corrdaes negativdy and sgnificantly with the Killer
type (r=-.105). Empirical evidence behind Neuroticism suggests that individuas high on
this trait often experience anger, anxiety, guilt and dress (Benet-Martinez, 1998). These
fedings would be unpracticd as a Killer, conddering tha mogt of ther playtime is spent
imposing themsdves on other players. The Killer type enjoys causng distress, and if they
felt anxious or guilty every timethey did it, they would not have a very good time playing.

5.5 Openness

For someone who scores high on Openness, an MMORPG offers the perfect environment to
try new things and experiment with idess. With this in mind it is not surprigng that the
Openness  trait corrdlates podtively and ggnificantly with the Immerson  component
(r=.313) and dl subcomponents. If you are into creating a new history for your character,
exploring a new world or following an exciting storyline, MMORPG's are the perfect place
for you.

Batle defines the Explorer as interesed in interacting with the in-game world and its
internal machinations. As was the case with Agreesbleness, the corrdation with the
Openness trait is podtive, dgnificant (r=.164), and unclear. The Openness trait does not
incdude the rationd knowledge acquidtion process of the Batle Explorer, rather an
individuad high on Openness is curious for no gpparent reason and without a god in mind.
Individuds high on Openness are interested in aesthetic, emotional and novel experiences.
While this is partly covered by the Bartle Explorer, its focus remans on only a smdl pat of
the Openness trait. Our results indicate that the Explorer is more open and crestive than
Batle might have thought, and this is adso supported by prior sudies (Yee, 2005). In
addition to ther interest for trivia and finding bugs in the code, the Explorer seems to be
open towards new people and new experiences as well. This is a plausble explanation for
the somewha surprising correlations we found concerning the Bartle Explorer, and supports
Y egs clam that the Bartle Explorer typeis flawed.
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Openness dso correlated pogtively and sgnificantly with Yees Socid component (r=.183),
even though Openness generdly concerns persona vaues and interests rather than an
interest in other people. One explanation for this could be that being open to new things aso
makes you open to mesting new people. Also, the more new things you try the higher is the
chance of meeting new people.

Notable is that Openness did not corrdate Sgnificantly with the Teamwork subcomponent,
rather there was a weak negative correlaion between the two (r=-.017). It may be that as an
individual high on Openness it could be troublesome to be dependent on other people. If you
are part of a group, every decison will usualy be made in accordance with the wishes of a
magority. This could effectivdly kegp someone who wants to try something new from doing
S0, snce she has to go with the group decison. A person high on Openness may therefore
prefer to not be dependent on teamwork, as it could be a hindrance to their discovery of new

things.

The Openness trait is usudly charecterized by intdlectud curiodty, vivid imagination and
preference for a variety of experiences (John, 2008). In line with this, the corrdation to
Batles Achiever type is negaive and dgnificant (r=-.227). Since the Achiever is mostly
concerned with reaching gods in an efficdent manner, they do not enjoy a vaiety of
experience. Rather, an Achiever could fed dtressed or uncomfortable with new or
unexpected things in the game because it may interrupt ther progress. The intdlectud
curiosty only appears if there is an immediate benefit to the Achiever's current god, they are
not curious by nature.

Additionaly, Openness corrdates negativdy and dgnificantly  with the  Competition
subcomponent (r=-.106), but not with its overarching Achievement component or the other
subcomponents. The Competition subcomponent is characterized by a will for domination,
chdlenging other people or provoking them. Our results indicate that individuas high on
Openness would not act like this while playing. This could be due to their high receptiveness
to emotiond dates. The definition of the Openness trait gppears to mostly concern the
individuas inner fedings, but it may include a receptiveness to others emotions as well.
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6. Conclusion

The reault of this study indicates that persondity traits do affect why and how we play. The
dudy offers an explandion to why different players exhibit different motivations when
playing. Since every individud has more or less of each persondity trait, and persondity
traits affect how we play, every player will be as unique in her play style as we are unique in
our persondity. However, it is important to keep in mind that knowing what trats are
gronger in an individua does not necessarily reved the whole spectrum of her play syle
Just like our persondity traits do not reved explicitly who we are or how we act in red life,
neither will they reved explicitly how we play. Our actions are ill for us to choose, they are
not predetermined.

Knowing that persondity traits affect how we play brings us to the concluson that we
trandfer pat of our red life characteritics when we enter an MMORPG. This notion is
supported by prior studies suggesting that for example gender roles transfer to virtud
worlds. Yee (2005) found that women tend to take on supportive roles (eg. healing) far more
often than men, and he dso found the mirroring effect. While Yeeg's discoveries suggests that
physca attributes and behaviors transfer to the gaming world, our results indicate that
psychologica aspects, in this case persondity traits, are dso transfered. The knowledge that
we transfer parts of our persondity into the game brings us to the question of how much of
our experiences in the gaming world we bring back with us to the red world, and what
consequences it could have. For some people it may bring postive experiences by alowing
them to be part of a group of people and cooperate towards a common goa. This could have
a podtive effect on your red life confidence and encourage a person to try doing smilar
things in red life. There are sudies suggesting that making more online friends could have a
postivie effect on your offline socid life as wdl (eg. Axdsson & Reagan, 2002), but
empirical research has 0 far shown mixed results. It could dso have the opposte effect if
they have a humiliating experience. If you make a fool out of yursdf in a game, people are
not more accepting or forgiving than in red life.

Taunting, bullying and odracizing are not only a red life phenomenon, it happens just as
much or even more on the Internet, and games are no exception. It is important to keep in
mind that your actions towards others in a game will afect them in red life to some extent.
The extent of the effect may vary depending on persond factors such as sdf-confidence, but
aso depending on what game you play. The more you care about your character and the
more effort you have put in when playing, the more persond you may take it when
something happens to it, be it a podtive or negative experience. Games such as Quake or
Counterstrike that completdly lack a character cregtion phase and where dying is very
common, gives the player a wesker connection to their character, and causes the player less
digress and feding of loss when dying. Games like MMORPG'YMUD's where the player
typicdly spends a lot of time and effort in credting their character, ganing leves or
equipment cause greater disress and feding of loss when dying. This is an area that future
research should explore further, to examine what factors can affect the extent of the
psychologica experiences you bring out from the gaming world.

The results of this study could have implicaions for further studies of Internet addiction. If
more atention was pad to what dimulation the addicted individud enjoys from the game
she is dependent on, it could facilitate treatment. If the addict does a BFI test and scores high
on Neuroticisn and Extraverson, while not having many red life friends, perhaps he is
playing computer games primaily to satisfy his need for socid contact in a sdfer
environment. To take the computer away as part of his treetment could be directly harmful as
it would remove most of the addicts socid life. Instead, behavioral thergpy could be helpful
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to help the addict get rid of his socid anxiety and actively seek out new people to socidize
within red life

Another area where our study could prove useful is for educationd purposes. Depending on
the sudents different persondity traits the teacher could talor a method to better
accommodate the sudents needs. Consider the introductory quote. The femde player
complains that her red life tasks are repetitive and dull, and that she does not gan a
subdantia reward from doing her laundry. This is much like sudying ancient hisory in
school, where you are forced to learn about kings and historic events without seeing a point
in learning it. If you could tallor a method to specificdly aoped to a student high on
Openness, for example by setting up a play depicting a historicd event, they could be more
motivated to learn. At the same time, an Achiever might not need a specific method to be
motivated to study ancient kings, because the knowledge that they can get that A grade is
enough to keep them going.

Congder that this sudy has shown that we bring part of our persondity traits into the game,
and that these are trandormed into gpecific player types or gaming motivaions when
playing. These typedmotivetions are then a mixture of our persondity traits reflected
through the way we play. In essence they make up a new st of “gaming persondity traits’
tha ae digilayed through the play dyle These gaming persondity trats as this study
shows, originate from our red life persona, and the perhgps most common excuse for
offengve behavior, “who cares, it's only a game’, suddenly fals short. So, next time you are
about to kill a defensdess low-level newbie, stop for a moment and consder what this act
tells us about you.

19



References

Anissmov, M. (2007). "What isan MMORPG?"
URL: http://mwww.wisegeek.com/what- is-a-mmorpg.htm
Accessed on: 2009-05-04.

Axelsson, AS,, & Regan, T. (2002) How belonging to an online group affects socid behavior
—acase study of Asheron's Call, MSR-TR-2002-07.

Bartle, R. (1996) Players who suit MUDs.
URL: http://mww.mud.co.uk/richard/hcds.ntm
Accessed on: April 5, 2009.

Bartle, R. (2007). Why people play MMORPGS.
URL: http://mww.mud.co.uk/richard/Full ndiana2007.pdf
Accessed on: April 7, 2009.

Benet-Martinez, V., & John, O. P. (1998). Los Cinco Grandes across cultures and ethnic
groups. Multitrait multimethod andyses of the Big Five in Spanish and English. Journd of
Persondity and Socia Psychology, 75, 729-750.

Blizzard Entertainment. (2008).
URL: http:/Amwww.blizzard.com/us/press/081121.html
Accessed on: April 5, 2009.

Costa, P. T., & McCrae, R. R. (1992). Four ways five factors are basic. Personality and
Individual Differences, 13, 653-665.

Ded, David (2007). "Gamer Culture: A Brief Higtory of Community and Digita Games'.
URL: http://mww.journalism.wisc.edu/~mjchen/spring2007/david/doom.htm
Accessed on: April 5, 2009.

Hegdenberg, A. (2005). The Psychology Behind Games.
URL.: http://www.gamasutra.com/features’20050426/heldenberg 01.shtml
Accessed on: April 5, 2009.

John, O. P., Donahue, E. M., & Kentle, R. L. (1991). The Big Five Inventory--Versons 4a
and 54. Berkdey, CA: Univergty of CdiforniaBerkdey, Indtitute of Persondity and Sociad
Research.

John, O. P., Naumann, L. P., & Soto, C. J. (2008). Paradigm Shift to the Integrative Big-Five
Trait Taxonomy: History, Measurement, and Conceptual Issues. In O. P. John, R. W. Robins,
& L. A. Pervin (Eds), Handbook of personality: Theory and research (pp. 114-158). New

York, NY: Guilford Press.

Kassin, S. (2003). Psychology. USA, Prentice-Hdll, Inc.

Yee N. (2007). Mativations of Play in Online Games. Journal of Cyber Psychology and
Behavior, 9, 772-775.

20



Yee N. & Balenson, JN. (2007). The Proteus Effect: The Effect of Transformed Sdlf-
Representation on Behavior. Human Communication Research, 33, 271-290.

Yee, N. (2005). Motivations of Play in MMORPGs. DIGRA 2005, Vancouver, June, 2005.
Yee, N. (2005). In Ther Own Words. The Immersion Component. “ The Daedalus Project” .

URL: http://www.nickyee.com/daedal ug/archives’001302.php
Accessed on: April 5, 2009.

Yee, N. (2005). In Their Own Words: The Socid Component. “ The Daedalus Project” .
URL: http://mwww.nickyee.com/daedal us/archives/001301.php
Accessed on: April 5, 2009.

Yee, N. (2005). In Ther Own Words: The Achievement Component. “ The Daedalus
Project” . URL.: http://mww.nickyee.com/daeda us/archives/001300.php
Accessed on: April 5, 20009.

Yee, N. (2005). WoW Character Race Demographics. “ The Daedalus Project” .
URL: http://mww.nickyee.com/daeda us/archives'001368.php
Accessed on: April 5, 2009.

Yee, N. (2004). Why do you play?. “ The Daedalus Project” .
URL: http://mwww.nickyee.com/daedal us/archives/000777.php
Accessed on: April 5, 2009.

21



Appendix A - Big Five Inventory

ITEM NUMBERS BY PERSONALITY TRAIT

Agreeableness

Question 2-1 tend to find faults with others. (-)

Question 7-1 see mysdlf as helpful and unsdlfish with others.
Question 12-1 see mysdlf as someone who sarts quarrds with others.(-)
Question 17-1 have aforgiving nature.

Question 22-1 am generdly trusting towards other people.
Question 27-1 can be cold and distant. (-)

Question 32-1 am consderate and kind to amost everyone.
Question 37-1 am sometimes rude to others. (-)

Question 42-1 like to cooperate with others.
Conscientiousness

Question 3-1 am someone who does a thorough job.

Question 8-1 can be somewhat careless. (-)

Question 13-1 am ardiable worker.

Question 18- tend to be disorganized. (-)

Question 23-1 tend to be lazy. (-)

Question 28-1 persevere until the task is finished.

Question 33-1 s.e mysdlf as someone who does things efficiently.
Question 38-When | make plans | follow through with them.
Question 43-1 am eedlly distracted. (-)

Extraversion

Question 1-1 see mysdf as someone who is talkative.

Question 6-1 am reserved. (-)

Question 11-1 am full of energy.

Question 16-1 see mysdlf as someone who generates alot of enthusiasm.
Question 21-1 tend to be quiet. (-)

Question 26-1 have an assartive and decisive personality.
Question 31-1 am sometimes shy or inhibited. (-)

Question 36-1 am outgoing and sociable.
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Neuroticism

Question 4-1 am often depressed.

Question 9-1 am relaxed and handles stress well. (-)
Question 14-1 can be tense.

Question 19-1 worry alot.

Quedtion 24-1 am emotiondly stable, not easily upst. (-)
Question 29-1 can be moody sometimes.

Question 34-1 remain cam in tense Studtions. (-)
Question 39-1 tend to get nervous eadlly.

Openness

Quegtion 5-1 am origina, comes up with new idess.
Question 10-1 am curious about many different things.
Question 15-1 am ingenious, a deep thinker.

Question 20-1 have an active imagination.

Question 25-1 am inventive.

Question 30-1 vaue artidtic, aesthetic experiences.
Question 35-1 prefer work that isroutine. (-)

Question 40-1 like to reflect upon and play with idess.
Question 41-1 don't have many artidtic interests. (-)
Question 44-1 am sophidticated in art, music or literature.
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Appendix B - Y ee Assessment of Gaming Motivations

ITEM NUMBERS BY COMPONENTS

Achievement

Question 45-1 want to acquire rare items that most players will never have.
Question 46-1 am a becoming powerful in the game.

Question 47-1 enjoy accumulating resources, items or money.

Question 48-1t isimportant to to be well-known in the game.

Question 49- It isimportant for me to be part of a serious, raid/loot-oriented guild.

Question 50- It isimportant that my character is as optimized as possible for thelr
professon/role.

Question 51-1 often use a character builder or atemplate to plan out my character's
advancement at an early level.

Question 52- It isimportant to know as much about the game mechanics and rules as
possible.

Question 53-1 purposefully try to provoke or irritate other players.

Question 54-1 enjoy dominating/killing other players.

Question 55-1 enjoy doing things that annoy another person.

Social

Question 56-1 enjoy helping other players.

Question 57-1 enjoy chatting with other players.

Question 58-1 want to be part of afriendly, casud guild.

Question 59-1 talk to my online friends about my persond issues.

Question 60-My online friends offer me support when | have ared life problem.
Question 61- It isimportant to me that my character can solo well.

Question 62- 1 enjoy working with othersin agroup.

Question 63-1 enjoy having a sdf-sufficient character.

Immersion

Question 64-1 enjoy finding quests, NPCs or locations that most people do not know about.

Question 65-1 enjoy collecting distinctive objects or clothing that have no functiona vauein
the game.

Question 66-1 like to explore every map or zone in the world.
Question 67-1 enjoy being immersed in afantasy world.
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Question 68-1 often make up stories and histories for my characters.

Question 69-1 often role-play my character.

Question 70-It isimportant that my character's armor / outfit matchesin color and style.
Question 71- It isimportant thet my character |ooks different from other characters.
Question 72-1 often play to relax from the day's work.

Question 73-1 enjoy gaming because it dlows me to temporarily escape from the red world.
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Appendix C - Correlations
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