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Abstract  
The trend of remote work has led to a rise in the popularity of multiplayer online games among working adults, 
offering an escape from their daily routines. The COVID-19 pandemic further boosted the global gaming market, 
reaching USD 249.55 billion in 2022. This study focuses on Multiplayer Online Role-Playing Games (MORPGs) 
addiction specifically among working adults, as previous research has mostly centered on younger individuals and 
students. The paper has investigated the relationships between self-esteem, the need for advancement, emotional 
states, social motivation, and MORPG addiction. Data was collected from 89 respondents in the Greater Kuala 
Lumpur/Klang Valley region using convenience sampling. Results indicated that the need for advancement 
significantly influenced MORPG addiction, while self-esteem, emotional states, and social motivation have no 
significant impact on addiction among the prime working-age group. In view of the prevalence of MORPGs, the 
understanding of gamers' behavior in various markets is crucial for games developers' marketing and promotional 
efforts. 
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1. Introduction 

 

The popularity of online games, has seen significant growth due to cloud gaming and 5G support. 

According to the data from Fortune Business Insights, the global gaming market had a value of USD 249.55 

billion in 2022 and it is projected to experience substantial growth, reaching USD 281.77 billion in 2023 to USD 

665.77 billion by 2030 (Gaming Market Size, Share & Growth Revenues, n.d.). The intense rivalry in the 

gaming market and how multiplayer online games have become a beneficial industry due to social media sharing 

and international publications ("Gaming Market", 2020).  

 

Gaming has become a prominent form of entertainment worldwide, attracting a large number of people 

(Epstein, 2020). Engaging in multiplayer online games not only offers stress relief but also provides the 

opportunity to experience teamwork and a sense of accomplishment (Jenol & Pazil, 2020). Moreover, it serves as 

an effective means of entertainment for adults who have extra leisure time on their hands. During the COVID-19 

pandemic further increased the popularity of gaming as a form of stay-at-home entertainment ("Gaming Market", 

2020). 

The popular multiplayer online games are such as Minecraft, CrossFire, Call of Duty, Apex Legends and 

Dota. The popularity of multiplayer online games has been increasing in the recent years because of its 

accessibility, encouraging social interactions and varied gaming experience (Arbeau et al., 2020). The games are 

now easily accessible with the availability of internet where the games need a strong internet connections. The 

players are able to interact with friends as well as strangers and compete for rewards and glory. As for gaming 
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experience, the players experienced teamwork, in-game communication and problem solving (Arbeau et al., 

2020; Leonhardt & Overa, 2021). 
 

However, excessive gaming, termed Internet Gaming Addiction (IGA), has become a concern. The World 

Health Organization (WHO) classifies it as a mental health disorder, and studies highlight its potential harmful 

effects on gamers' mental health. Factors like gender, age, and time spent gaming influence the likelihood of 

developing IGA. 

In Malaysia, the number of internet users and multiplayer online gamers have increased tremendously, but 

this has raised concerns about unregulated gaming behavior and potential addiction, especially among the youth. 

The pandemic has also led to higher anxiety levels among Malaysians, with many working from home and 

facing challenges in achieving work-life balance. 

 

Gaming disorder is addictive (Columb et al., 2019) or, more accurately, an addictive mental disease (Wang 

et al., 2019). Hence, the study aims to examine factors that contribute to MORPG's addiction among working 

adults in the prime working-age group (25 – 54 years) as defined by the International Labor Organization (ILO) 

(Department of Statistics Malaysia, 2021). The 25 – 54 age bracket can be described as one's peak earning years, 

where any decision to leave one's employment would significantly affect his or her career ("The Malaysian 

workforce", 2018, p.81). This study also hopes to lay the groundwork for future behavioral research to identify 

other potential determinants that may influence addiction to internet gaming and MORPG among the 

population's various age working structures. 

Overall, the paper highlights the widespread popularity of online gaming, the concerns about its addictive 

nature, and the need for further research on its impact, particularly on working adults. 

 

2. Literature Review 
 

2.1 Internet Games Addiction 
 

The internet and its wide array of online applications have gained immense popularity as a source of 

entertainment in modern society. Particularly, online computer games and massively multiplayer online role-

playing games (MORPGs) have become highly favored, with many people spending a significant portion of their 

leisure time on them (Blinka & Mikuska, 2014). One notable MORPG had as many as 12 million subscribers in 

2010 (Blizzard, 2010), and the number of MORPG players has been steadily increasing over the years, turning 

them into pop-cultural symbols due to their widespread use (Blinka & Mikuska, 2014). On average, MORPG 

players dedicate about 25 hours per week to gaming (Blinka & Mikuska, 2014), but a considerable number of 

gamers surpass this, engaging in long and compulsive gaming sessions (Blinka & Mikuska, 2014). 

Consequently, this behavior has garnered attention from academics and the public alike. 

 

The addiction to technology use is a behavioral issue. It is classified as a disorder according to the 

Diagnostic and Statistical Manual of Mental Disorders (DSM-5) as cited in . This categorization implies the 

potential harm it can cause to individuals (Xun et al., 2023). As stated in Xun et al. (2023), striving for perfection 

within the virtual gaming realm serves as a precursor to addictive behavior. 

 

Among teenagers, online gaming addiction is the most common form of Internet addiction (Ayden & Sari, 

2011). These games provide a platform for young people to express themselves in ways they might not be able to 

do in real life, and the pleasure derived from such engagement makes it addictive. Additionally, these games 

present players with never-ending objectives and tasks, leading to feelings of empowerment and an elevated 

social status upon achievement. Essentially, Internet gaming can serve as a means for individuals to compensate 

for perceived shortcomings and temporarily maintain a positive self-perception (Ayden & Sari, 2011). 

 

Researchers suggest that individuals who are heavily engrossed in gaming may develop symptoms akin to 

behavioral addictions (Blinka & Mikuska, 2014). This addiction is characterized by a loss of control over gaming 

habits, resulting in an increase in gaming time and negative consequences in various aspects of a player's life 

(World Health Organization, 2018). Studies on brain activities have revealed similarities between substance use 

disorders and behavioral addictions, such as gaming disorders (Gros et al., 2020). Time spent online has been 

identified as a critical factor in Internet addiction, as longer durations allow for deeper exploration and 

connection, influencing psychological motivation and engagement (Yao et al., 2014). 
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While it is considered normal for working adults to unwind by playing MORPGs after a long day at work, 

excessive gaming becomes problematic when it leads to neglecting real-life responsibilities and negatively 

affecting health and well-being (Kaneaiakala, 2018). Moreover, high levels of Internet addiction have been 

associated with psychiatric symptoms, particularly those resembling obsessive-compulsive disorder (Alavi et al., 

2011). Billieux et al. (2015) proposed three impacts of MORPG addiction on working adults: first, it may lead to 

a lack of self-control over daily activities due to the impulsivity inherent in online games; second, poor decision-

making abilities may be exhibited due to this lack of self-control; and lastly, MORPG players may experience 

intrusive thoughts or cravings related to the online game, immediately triggering their reinforcement-seeking 

motivational system. 

 

2.2 Self-esteem 
 

Numerous researchers have acknowledged that individuals with lower self-esteem are more likely to 

develop internet addiction (Yao et al., 2014). Self-esteem is the way a person views themselves and their sense 

of self-worth (Rosenberg et al., 1989). It plays a crucial role in overall well-being and psychological health, as it 

has positive effects on various aspects of life. However, studies have shown that individuals with mental health 

disorders often experience lower self-esteem (Kim et al., 2020b). The link between self-esteem and internet 

addiction has been explored in previous research, with evidence indicating that people with poor self-esteem may 

turn to the internet to find solace and a sense of belonging (Yao et al., 2014). This connection between self-

esteem and addiction is well-established and has been supported by several studies (Aydin & Sari, 2011). 

 

Kim et al. (2020b) pointed out that excessive smartphone use, particularly through mobile gaming apps, can 

act as a trigger for internet addiction, negatively affecting both device health and overall well-being. Armstrong 

et al. (2000) also found that low self-esteem is a significant predictor of internet addiction. Furthermore, Kim et 

al. (2020b) conducted a study that revealed a negative correlation between self-esteem and the propensity for 

Korean smartphone addiction among individuals with internet gaming disorder. Interestingly, their research 

showed that male participants with internet gaming disorder tended to have lower self-esteem compared to 

female participants. In addition, Kim et al. (2020b) found that adults with internet gaming issues who reported 

dissatisfaction with their family ties had lower self-esteem than those who expressed contentment with their 

family relationships. Aydin & Sari (2011) conducted research that demonstrated a strong negative association 

between internet addiction and general self-esteem, social self-esteem, family-home self-esteem, and overall 

self-esteem. They also found that social and family-home self-esteem were significant predictors of internet 

addiction. 

 

2.3 Need for advancement 
 

The "need for advancement" refers to the desire to progress and excel in a game. It has been defined as the 

longing to gain power, make rapid progress, and accumulate in-game symbols of wealth or status (Xu et al., 

2012). This concept is rooted in the broader concept of the "need for achievement," which encompasses the 

desire to advance in games, become an expert, and compete with others (Yee, 2006). These motivational factors 

are associated with the need for a sense of control, which drives individuals to engage in online games (Xu et al., 

2012). 

 

Billieux et al. (2015) have elaborated on the specific structural characteristics of Massively Multiplayer 

Online Role-Playing Games (MORPG) that can have addictive effects on users. These characteristics include a 

permanent virtual world, a reinforcement schedule, advancement systems, and interfaces that encourage social 

interactions. Among these, the concept of "advancement" stands out as a key element in playing MORPG. 

Players are rewarded with new powers, skills, or in-game items after completing missions or quests. 

 

The relationship between the "need for advancement" and problematic internet use (PIU) has yielded mixed 

findings in previous studies (Chang et al., 2018). Xu et al. (2012) suggested that the "need for advancement" 

could be an essential motivating factor that has a positive impact on game playing, possibly contributing to 

higher levels of technology addiction. Both escapism and the desire for advancement have been identified as 
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significant mediators for PIU (Chang et al., 2018). It has been found that the pursuit of advancement 

may encourage players to spend more time in the game, potentially leading to problematic internet use. 
 

According to the findings of Chang et al. (2018), many gaming players are strongly attracted to virtual 

worlds, exhibiting symptoms of addiction, often referred to as the "pull effect." This effect is similar to the 

motivation behind seeking in-game advancement. Chang et al. (2019) hypothesized that gamers who actively 

seek challenging obstacles to achieve difficult gaming goals experience a sense of achievement, indicating a 

clear need for advancement. 

 

 

2.4 Emotional states 
 

According to Gros et al. (2020), emotional states encompass pleasure and happiness. Pleasure is described 

as a short-lived emotional state arising from the fulfillment of a desire, while happiness is a more enduring 

emotional state characterized by contentment. The psychophysiological and brain mechanisms underlying 

emotional states are complex, necessitating further research for a deeper understanding (Gros et al., 2020). 

However, there is currently a lack of formal research investigating the perception of emotional states in the 

context of addiction. To better comprehend the connection between emotional states and addiction, it is essential 

to distinguish clearly between pleasure and happiness (Gros et al., 2020). Previous studies suggest that emotional 

states may operate at both conscious and unconscious levels (Gros et al., 2020). 

 

Emotional states can be divided into two main categories: positive and negative emotional states 

(Longstreet et al., 2019). Positive emotional states include happiness and life satisfaction, while negative 

emotional states consist of depression, anxiety, and loneliness (Longstreet et al., 2019). Anxiety is characterized 

by inner turmoil and discomfort, often accompanied by nervous behaviors, and it involves negative feelings 

related to future events (Anxiety, n.d.). Internet addiction is primarily driven by the desire to alleviate negative 

emotions while increasing positive ones (Longstreet et al., 2019). Individuals experiencing symptoms of 

depression, loneliness, and unhappiness are more likely to develop Internet addiction (Longstreet et al., 2019). 

 

Initially, individuals may believe that using the Internet will help them achieve positive emotional states 

(Longstreet et al., 2019). They might see Internet usage as a solution to their negative emotional states. However, 

prolonged and excessive Internet use can lead to Internet addiction, ultimately weakening positive emotional 

states and increasing negative ones (Longstreet et al., 2019). The Internet may be used as a coping mechanism, 

resulting in a further increase in negative emotional states and a reduction in positive emotional states as the 

individual becomes more deeply entrenched in addictive behavior (Longstreet et al., 2019). 
 

In their research, Longstreet et al. (2019) concluded that Internet addiction has significant relationships 

with both positive and negative emotional states, indicating that it influences these states simultaneously rather 

than independently. There was a positive and significant relationship between Internet addiction and negative 

emotional states, while a negative and significant relationship was found with positive emotional states. The 

researchers emphasized that coping behavior is a crucial factor in the continued use of the Internet, which plays a 

significant role in the development of Internet addiction. 

 

Similarly, Gros et al. (2020) established a significant relationship between video game play and happiness 

(an emotional state) as expressed by addicted users. Additionally, Servidio et al. (2021) conducted research to 

examine the relationship between maladaptive behavior variables (including negative emotional states), fear of 

COVID-19, and Internet addiction disorder. Their findings indicated that anxiety (one of the negative emotional 

states considered in the study) was associated with Internet addiction disorder. 

 

2.5 Social motivation 
 

Identifying individual motivational differences among players of Massively Multiplayer Online Role-

Playing Games (MORPG) is crucial to better understand their interactions with other players (Yee, 2006). By 

exploring the underlying basis of different motivations within the player demographic, we can determine 

whether certain motivations are more strongly related to usage patterns or in-game behaviors (Yee, 2006). Yee's 
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motivations stand as one of the most prominent theories extensively utilized in the field of MORPG, as noted by 

Sun et al. (2023). Chang et al. (2021) research has incorporated socialization factors into their analysis of 

motivations for engaging in online games. The results revealed that socialization extends beyond online gaming 

environments. Thus they concluded that MORPG can enhance player experiences and at the same time gain 

insights into their social interactions be it online or offline. Studies have shown that online gamers often spend 

significant amounts of time playing, leading to potential addiction. Motivation plays a key role in this addiction 

to online games (Barnett & Coulson, 2010). 

 

Three distinct types of motivation have been identified: achievement motivation, social motivation, and 

immersion motivation (Barnett & Coulson, 2010). Social motivation refers to the enjoyment players derive from 

networking, helping others, seeking and providing support, building relationships, and playing as part of a team 

(Blinka & Mikuska, 2014). Higher levels of social motivation for gameplay have been found to be positively 

associated with online game addiction, suggesting that greater social motivation may lead to problematic 

gameplay (Blinka & Mikuska, 2014).  

 

The motivation to play MORPG varies among highly engaged and compulsive players. Social motivation 

emerges as a significant factor in gaming behavior, and interestingly, male and female players are motivated to 

participate in MORPG for different reasons (Yee, 2006). While social interaction in online games can be 

appealing, it may also bring about negative consequences related to online gaming (Blinka & Mikuska, 2014). 

The existence of social motivation in online games warrants examination to understand why people seek out 

online communities (Yee, 2006). Lou et al. (2019) found that social motivation significantly influences the team 

player selection process in MORPG, indicating its importance in shaping players' interactions and experiences 

within the game. 

 

In summary, understanding the various motivations driving players' engagement with MORPG is essential 

to comprehend their interactions, addiction patterns, and overall gaming behavior. Social motivation has been 

identified as a particularly significant factor in shaping gameplay experiences and can play a crucial role in 

players' online interactions. Thus the aim of the study is to understand MORPG addictions among working adults 

by examining self-esteem, the need for advancement, emotional states, and social motivation. Hence, the 

framework has been developed (Fig. 1). 
 
 

 
 
 

 

 

 

 

 

 

 

 

 

 

 
Fig. 1 The Conceptual Framework  

 

3. Methodology 
 

The study has used a self-administered e-questionnaire via Google Forms to collect the empirical data. The 

target population was working adults in the prime working-age group who plays MORPG in Malaysia. The 

assessment of all variables included in the conceptual framework was by a six-point Likert scale (from (1) 
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"strongly disagree" to (6) "strongly agree"). The items for gaming addiction are from Charlton & Danforth 

(2007), self-esteem from Yao et al. (2014), emotional states (Gros et al., 2020), the need for advancements (Xu 

et al., 2012) and social motivation (Koo, 2009; Yee, 2006). 

 

The questionnaire consisted of four sections. Section A was on questions pertaining to the respondent’s 

personal information or demographic profiles. This section had general questions and more specific questions 

were on the frequency of playing MORPG, hours spent to play MORPG in a day, the feelings after playing the 

games and the total amount of money spent in a month on MORPG. Section B was to compile the respondents’ 

replies on the addiction to MORPG. Section C, D, E and F were to gather the respondents’ responses on the 

independent variables namely, self-esteem, need for advancement, emotional states and social motivation 

respectively. 

 

The survey was administered using convenience and snowball sampling techniques (i.e., non-probability 

sampling methods) to recruit respondents. The invitation to participate in the survey was made via social media 

platforms, i.e., Facebook and WhatsApp. The respondents were then directed to the questionnaire using a link to 

a google form. SPSS version 26 has been used to test the model. The sample size of 89 online game users have 

been collected. 
 

4. Findings 
 

This paper has investigated the determinants of internet games addiction among working adults in the prime 

working age group. There are five (5) variables used where the dependent variable is the internet games 

addiction and the independent variables are self-esteem, need for advancement, emotional states, and social 

motivation. It was found that out of 89 respondents, 61% are male and 39% are female respondents, with 79% 

are within the age group of 25-34 years old and 43% have income tabulation between RM1001-RM2500.  

 
 

Table 1: Reliability Analysis 

 
Variables Number of 

items 

Cronbach 

Alpha 

Internet games addiction 7 0.887 

Self-esteem 5 0.730 

Need for advancement 5 0.925 

Emotional states 5 0.954 

Social motivation 5 0.943 

 

Based on the reliability analysis table above, the Cronbach alpha for internet games addiction with 7 items 

is 0.887, while for self-esteem with 5 items is 0.730, need for advancement with 5 items is 0.925, emotional 

states with 5 items is 0.954 and social motivation with 5 items is 0.943. From the reliability analysis table, of all 

the 5 variables have shown value of at least 0.7 which is considered acceptable. Thus, it can be concluded that all 

items for each construct are in the range of good, very good and excellent, which represent high stability and 

consistent results. 

 
Table 2: Correlation Analysis 

 

    

Internet 

games 

addiction Self esteem 

Need for 

advancement 

Emotional 

states 

Social 

motivation 

Internet games 

addiction 

Pearson 

correlation 1 -0.032 0.546** 0.292** 0.369** 

 Sig. (2-tailed)  0.766 <0.001 0.005 <0.001 

  N 89 89 89 89 89 

Self esteem 

Pearson 

correlation -0.032 1 0.158 0.236* 0.164 

 Sig. (2-tailed) 0.766  0.14 0.026 0.124 
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  N 89 89 89 89 89 

Need for 

advancement 

Pearson 

correlation 0.546** 0.158 1 0.542** 0.539** 

 Sig. (2-tailed) <0.001 0.14  <0.001 <0.001 

  N 89 89 89 89 89 

Emotional 

states 

Pearson 

correlation 0.292** 0.236* 0.542** 1 0.767** 

 Sig. (2-tailed) 0.005 0.026 <0.001  <0.001 

  N 89 89 89 89 89 

Social 

motivation 

Pearson 

correlation 0.369** 0.164 0.539** 0.767** 1 

 Sig. (2-tailed) <0.001 0.124 <0.001 <0.001  

  N 89 89 89 89 89 

**Correlation is significant at the 0.01 level (2-tailed)     
* Correlation is significant at the 0.05 level (2-tailed)    

 

From Table 2,  correlation analysis, the construct on self-esteem has the lowest p value of -0.032 which 

indicate negative and negligible association to internet games addiction. A negative association or inverse 

association is where when self-esteem level is high, internet games addiction level is low and vice versa. The 

second construct which is need for advancement p value is 0.546, shows a moderate and positive correlation with 

internet games addiction. A low association is found for emotional states with p value of 0.292 and social 

motivation p value of 0.369.  

 
Table 3: Regression Analysis 

 

Model Summary 

Model R R Square 

Adjusted R 

Square 

Std. Error of 

the Estimate 

1 0.571* 0.326 0.294 1.06499 

* Predictors: (Constant), Social motivation, Self esteem, Need for 

advancement, Emotional States 
 

Coefficients* 

Model   

Standarized 

Coefficients 

Beta t Sig. 

1 (Constant)  2.878 0.005 

 Self esteem -0.120 -1.300 0.197 

 

Need for 

advancement 0.520 4.745 <0.001 

 Emotional states -0.107 -0.734 0.465 

  

Social 

motivation 0.190 1.323 0.189 

* Dependent variable: Internet games addiction  
 

In the model summary has R square of 0.326, it means that 32.6% of the variance in the internet games 

addiction can be explained by self-esteem, need for advancement, emotional states, and social motivation. The 

remaining 67.4% cannot be explained due to the omission of other variables that are not included in the study. 
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From the coefficient table above, the most significant independent variable is need for advancement with less 

than 0.001. Leaving the other three independent variable as insignificant. 

 

From the regression table the most significant variable is need for advancement has a significant 

relationship with internet games addiction (p<0.001). While self-esteem, emotional states and social motivation 

are not significant for internet games addiction. From the correlation analysis, self-esteem has shown a negative 

relationship with internet games addiction. When the variables are regressed, another independent variable 

(emotional states) is found to have a negative relations with internet games addiction. 

 

5. Discussion & Conclusion 
 

From this study, it is obvious that the need for advancement is important element in developing internet 

games. Where from this study r value is significant (p<0.001). The results of this study suggest that game 

vendors or designers can leverage the identified need for advancement to enhance their game designs for 

engaging players in an online environment. By incorporating elements that cater to players' desire for progress 

and a sense of value, game developers can create more appealing and desirable activities that will attract and 

retain players in the online setting. Thus it is necessary to effectuate improvements to make games more 

attractive to players to make players more interested and engaged in their games.This finding is consistent with 

the study conducted by Lin et al (2015) which found that advancement need has derived a highly engaged 

internet game players in their games. Therefore, the element of need of advancement is essential in any internet 

game design to ensure players’ engagement.  

 

However, on the players well-being aspect, the internet games addiction (IGA) should sound an alarm for 

concern as it would affect players’ mental state. Gupta et al. (2023) has stated that IGA is a disorder that 

necessitate focused efforts to comprehend and mitigate its impact. Thus, internet gaming addiction, if left 

uncontrolled and unsupervised, could lead to mental health disorder. Indeed, this study can provide valuable 

insights for countries, governments, and industries to address the threats associated with IGA. By understanding 

the factors contributing to gaming addiction, policymakers can formulate targeted strategies and interventions to 

tackle the issue effectively. It can aid in the development of appropriate regulations, educational programs, and 

support systems to protect vulnerable individuals from the negative consequences of excessive gaming. 

Furthermore, industries involved in the gaming sector can use this research to design games responsibly, taking 

into account potential addiction risks and implementing features that promote a healthy gaming experience. 

Overall, the study's findings can contribute to a more comprehensive approach in managing and mitigating the 

challenges posed by IGA. 
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