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Abstract. The aim of this cross-sectional online study was to test the role of mo-
tivation factors for playing online video games in predicting the relative contribution 
of variance in the construct of life satisfaction in preadolescents. The Pertinent sample 
included (N = 423) children in rural areas of the Republic of Serbia (M age = 10.56, 
SD = 1.10). The following original measuring instruments were applied: Motivation For 
Massive Multiplayer Online Role-Playing Game Questionnaire (MMORPG), Satisfaction 
with Life Scale (SWLS),and Video game genre. The reliability coefficients of the ana-
lyzed variables are satisfactory (≥ 0.70). Exploratory factor analysis extracted 10 factors 
interpreted as: progression, game mechanics, competition, communication, relationship, 
teamwork, discovery, role-playing, character editing, and escaping reality. The extracted 
latent dimensions suggest that the 10-factor structure of motivation for playing online 
video games is differentiated, with certain factors being more relevant than others for 
interpreting motivation for playing. The multiple regression analysis explained 25% of 
the variance of the criterion variable of life satisfaction. In the prediction of the depen-
dent variable of life satisfaction based on a model of 10 motivation factors – the factors 
advancement (β = -0.52, p ≤ 0.01) and escaping reality (β = -0.48, p ≤ 0.01) showed sta-
tistical significance. This suggests that they have a significant function in predicting the 
perception of life satisfaction among students living in rural areas. The results obtained 
expand knowledge about the relevance of the relationship between motivation factors and 
life satisfaction in the pre-adolescent rural population.

Keywords: motivation, video game genre, online gaming, pre-adolescents, rural 
population

introduction

At the start of the 20th century, children and pre-adolescents spent their free time 
playing in nature. Yet, with the development of modern electronic technologies and the 
creation of an environment in which there are fewer and fewer children’s playgrounds for 
leisure activities, they moved to a virtual environment, where online video games with 
the help of audiovisual technology are becoming the most used entertainment medium, 
where the concept implies a background story that, according to certain rules, relates to 
the plot of a fictional, non-productive and voluntary entertainment video game, character 
or event (Utomo, 2025). As electronic devices have become more accessible to the wider 
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public, virtual games – whether played on a computer, game console, or mobile phone 
– have become more accessible, with around 3.5 billion people in the world’s population 
playing them in 2023 (Nash & Brady, 2022). The aforementioned authors list various 
categories of video games: action, action-adventure, adventure, role-playing games, sim-
ulations, strategy games, sports games, puzzle games, and idle games. In the virtual 
stage domain, i.e. in the temporary social community formed by the players, discourses 
of different virtual roles are encountered, which are both retold and contribute to the 
construction and transformation of the entered identities, as the players maintain the 
accepted diversities from the virtual world even when they stop playing digitally, and in 
this way become characters shaped by the narrative (Yi et al., 2025).

The authors have established a negative correlation between gaming and pro-social 
behavior and empathy, risky determinants of video game addiction, and negative conse-
quences of MMORPG (Massive Multiplayer Online RolePlaying Game) games in those 
who play for a large number of hours every day (Razum & Glavak-Tkalić, 2025). Re-
search findings (Cabellos et al., 2021) indicate that males, singles, younger players, and 
those with obsessive-compulsive disorders, depression, and lower levels of anxiety man-
ifest a tendency toward addictive video game playing. Preadolescents with video game 
addiction symptoms showed a lower level of satisfaction with real life than adolescents 
without such symptoms, i.e. they were more satisfied with their virtual life compared to 
their objective life, with the consequences being reversed for those who were not addicted 
to gaming (Rahimi et al. 2023). On the other hand, the results of the study (Razum and 
Huić, 2023) draw attention to the fact that problematic gaming is manifested in children 
who play video games, where the negative implications were perceived by a minimal pro-
portion of those who recovered after such unpleasant experiences. Players of MMORPG 
games are generally not addicted to video games, they claim (Vandewalle et al., 2022). 
Those who attend parties in bars or clubs choose games instead of socializing, so they 
are more likely to socialize online instead of in person. Also, researchers (Jun et al., 
2025) believe that moderate use of digital technology by preadolescents is not negatively 
correlated with mental health. An empirical study (Rutledge et al., 2025) found a low 
intensity but significant positive interaction between enjoyment of digital content and 
personal well-being.

The relationship between playing video games and mental health is complex. The ob-
tained differential results are probably a consequence of the motivation for playing games 
being in close analogy with the individual well-being of the player, where intrinsically 
motivated playing has positive, while extrinsically motivated playing has negative impli-
cations on the level of individual well-being (Razum et al., 2025). However, the authors 
(Gao et al., 2025) found that the satisfaction of basic psychological needs through playing 
video games is partially interdependent with subjective well-being. Other researchers 
have found that characteristic motivation patterns are correlated with Internet video 
games. Such networking with other players presupposes co-dependence in the virtual 
domain. The original motivation model (Yee, 2006) was oriented exclusively to video 
games of the MMORPG genre. The original motivation model (Yee, 2006) was oriented 
exclusively to video games of the MMORPG genre. It hypothesized 10 lower-order fac-
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tors: progression, game mechanics, competition, socialization, relationships, teamwork, 
discovery, role-playing, character editing, and escaping reality, which are condensed into 
three basic factors: achievement, socialization, and immersion (Kahila et al., 2025). Re-
searchers (Haltigan et al., 2023) identified three components: achieving game results, 
socialization through pleasant communication with other players, and coping with reality 
through different video game genres.

The aim of this research is to examine the relevant factors of motivation for playing 
online video games in the prediction of the variance of life satisfaction – a component 
of the perceived subjective well-being of players in pre-adolescence. In accordance with 
the results of previous research and the aim of this study, designed as a cross-sectional 
study, two alternative hypotheses were tested: It is expected to define a ten-dimensional 
model of the construct of motivation factors in pre-adolescents (H1) and it is expected 
that motivation factors for playing video games are statistically significant in predicting 
the level of life satisfaction in online video game players, with the motivating factors 
of advancement, competition and escaping reality being negatively correlated with the 
criterion of life satisfaction, and the factors of game mechanics, communication, relation-
ships, teamwork, discovery, role-playing and character editing being positively correlated 
with the perception of life satisfaction in elementary school students (H2).

Method

Based on a brief overview of empirical studies, it is noted that entertaining video 
games are correlated with both negative and positive consequences of life satisfaction, i.e. 
psychological well-being, and that additional empirical studies to test their relationships 
are still lacking.

Participants and procedure

The pertinent online sample (N = 423) consisted of preadolescents living in rural ar-
eas. The average age of participants across the entire territory of the Republic of Serbia 
was 10.56 ± 1.10 years. The link to the survey measuring instruments was distributed via 
e-mail addresses available from personal contacts and social networks. After giving in-
formed consent, participants were asked to forward the invitation to participate with the 
instruments designed in a digital version to other people via electronic technology using 
the platform (Google Forms). The online completed battery of measuring instruments 
could not be correlated with the identity of the participants, because instead of their 
names and e-mail addresses, the participants entered their passwords using all available 
characters. At the beginning of the research, the participants were given brief explana-
tions in electronic form on how to respond, and they could quit at any time without any 
consequences. The survey lasted approximately 20 minutes. The research was conducted 
in September 2025, and was approved by the Ethics Committee of the Serbian Academy 
of Innovation Sciences in Belgrade.
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Motivation Questionnaire for Playing Massive Multiplayer Online Games 
(MMORPG)

The MMORPG (Williams et al., 2008) includes 21 items that measure the preference 
of motives for playing online video games. Since this measuring instrument is used for 
the first time in the Serbian population, it was back-translated from English to Serbian 
and adapted to represent the original content. Participants were asked to answer each 
question using a five-point Likert-type scale, with a higher score indicating a greater 
salience of certain motives. The overall internal reliability of the scale, i.e. Cronbach’s 
alpha, is α = 0.80.

Satisfaction with Life Scale (SWLS)

The Satisfaction with Life Scale (Pavot & Diener, 1993) contains five items that as-
sess the level of satisfaction with life. An example of a statement: “My life is very close 
to what I consider ideal.” Participants responded on a seven-point scale (1= strongly 
disagree to 7= strongly agree). The final score is the sum of the ratings on individual 
statements, where a higher value indicates greater satisfaction with life. The internal 
reliability of the Cronbach’s α coefficient is (α = 0.79).

Video game genre

The participants were given 11 distributions of online video games, where they had 
to choose for each one whether they play it or not. The genres of these games were taken 
from well-known websites for computer and information technology (Bug. hr1). In order 
to more fully describe the different forms of games and to make it easier to evaluate 
which type of game they play most often, the most popular video game genres were add-
ed: “shooters” (First Person Shooter, FPS), action games, strategy games, role-playing 
games (RPG), massive multiplayer online games (MMO), adventure, platform, simula-
tion and sports games. In addition, the following genres were added: Multiplayer Online 
Battle Arena (MOBA) and Survival games. For each selected genre, respondents are 
asked to write the name of a video game of that genre that they play. For each selected 
genre, participants were asked to write the name of a video game of that genre that they 
played. This was used to control how participants categorized video games. Subsequently, 
all participants were tested for classifying a particular video game into the selected genre. 
If participants disagreed, the game was added to the genre that the majority of other 
players had chosen for the same game. Given the relatively large number of participants 
who listed a fun video game that fit the MMORPG genre, these 12 categories were also 
formed during data processing. In addition, participants were offered the option Other in 
which players were asked to list an example of a specific game.

 Video game playing time

During the survey, participants were asked to estimate the average number of hours 
they spent playing online video games over a seven-day period.
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Statistical data processing methods

Before conducting multivariate analysis, the normality of the distributions of all man-
ifest variables was checked. The reliability of the results was determined by Chrombach’s 
α coefficient of internal coexistence. The normality of the distribution of variables was 
tested by the coefficient of skewness and kurtosis. The statistical procedures of descrip-
tive statistics, exploratory factor analysis (EFA) and multiple linear regression analysis 
were used. Conclusions were drawn at the level of statistical error (p ≤ 0.05, p ≤ 0.05). 
The data were analyzed in the computer program SPSS, version 26, using the IBM sta-
tistical software package.

Results

Descriptive data

Table 1 calculates the frequencies and percentages in the sense of “out of a hundred” 
of participants who play a particular genre of online video game.

Table 1. Frequencies and percentages of participants in games of certain genres of 
video games

Video game genre Frequency %
“First person shooter” (FPS) 82 19.38
Role-playing games (RPG) 71 16.78

Massive multiplayer online game (MMO) 59 13.94
Strategy games 60 14.18

Multiplayer Online Battle Arena (MOBA) 54 12.76
MMOROG 25 5.91

Action games 19 4.49
Sports games 20 4.72
Adventures 12 3.08

Survival games 9 2.83
Simulations 6 1.32
Platform 4 0.94
Other 2 0.47

Inspection of the table cells reveals that participants frequently play video games of dif-
ferent genres online: the mean value of the genres they enjoy is 3.95 (SD = 2.14). They 
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play on average 17.88 hours per week (SD = 14.03).
Using the multivariate statistical method of confirmatory factor analysis, the principal 
components method and the given Promax factor rotation on the online video game 
motivation questionnaire and life satisfaction scale in Table 2, the following factors 
were extracted: progression (FI), game mechanics (F2), competition (F3), communication 
(F4), relationship (F5), teamwork (F6), discovery (F7), role-playing (F8), character editing 
(F9), escaping reality, (F10), and life satisfaction (FI1). An identical configuration of the la-
tent structures of online video game motivation and life satisfaction has also been defined 
in research (Johannes et al., 2021; Razum & Huić, 2023).
Testing the structural model revealed the following indices: χ2/df (130, N = 487) = 
218.56, p ≤ .000; CFI = .964; TLI = .915; RMSEA = .039, 90% CI [.026, .052]; SRMR = 
.035, which shows a satisfactory fit to the data (Jovičić & Mitrović-Dragutinović, 2018).

Table 2.  Scope of rotated Promax main components and utilities

Factor Item Standard fac-
tor saturation h2

Progression

Fastest character level up 0.60 0.40
Obtaining rare items that most players 
will never have 0.78 0.82

Becoming powerful 0.67 0.38

Game mechanics

Optimizing the character for the role 0.80 0.53
Using a character builder or template 
to plan character development from the 
lowest level

0.29 0.75

Knowing as much as possible about the 
mechanics and rules of the game 0.50 0.68

Competition Competing against other players 0.78 0.39

Communication
Meeting other players 0.60 0.47
Chating with other players 0.90 0.52

Relationship

Having important conversations with 
other players 0.77 0.78

Share your personal problems with your 
online friends 0.62 0.65

Teamwork
Playing in a group 0.66 0.82
Enjoing working with others in a group 0.76 0.43
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Discovery

Enjoying exploring the world for the 
sake of exploring 0.75 0.64

Enjoying searching for computer-con-
trolled characters or a location that 
most people don’t know about

0.70 0.56

Role-playing
Making up stories and personal histories 
for your characters 0.73 0.37

Playing the role of your character 0.64 0.45

Character editing

Matching character’s clothing/armor in 
color and style 0.70 0.83

Character appearance different from 
other characters’ appearance 0.83 0.59

Escaping reality
Escaping the real world 0.76 0.77
Playing to avoid thinking about your 
real-life problems and worries 0.75 0.61

Life satisfaction

My life is very close to what I consider 
ideal. 0.77 0.40

My living conditions are extraordinary. 0.60 0.54
I am satisfied with my life. 0.90 0.36
I have achieved important things in my 
life so far. 0.71 0.78

If I were to live my life over again, I 
wouldn’t change almost anything. 0.59 0.62

Annotation. h2 = Communality (sum of squared factor loadings or percentage of 
variance on the extracted factor); All factor loadings are statistically significant (p ≤ 0.01).

The basic descriptive statistical parameters of motivation for playing online video 
games and life satisfaction are shown in Table 3.

Table 3. Basic descriptive parameters of the examined items

Items M SD Sk Ku
Progression
Fastest character level up 3.25 1.60 0.17 0.92

Obtaining rare items that 
most players will never 
have

3.28 1.17 0.92 0.10
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Becoming powerful 3.66 1.01 0.25 0.87
Game mechanics 
Optimizing the character 
for the role

4.01 0.87 0.84 0.20

Using a character builder 
or template to plan 
character development from 
the lowest level

3.33 1.16 0.36 0.77

Knowing as much as 
possible about the 
mechanics and rules of the 
game

3.57 3.53 0.77 0.34

Competition
Competing against other 
players

3.50 1.08 0.45 0.65

Communication
Meeting other players 3,38 1.10 0.59 0.36

Chating with other players 1.22 1.05 0.62 0.59
Relationship 
Having important 
conversations with other 
players

2.83 0.88 0.10 0.05

Share your personal 
problems with your online 
friends

2.24 1.20 0.93 0.93

Teamwork 
Playing in a group 3.57 1.22 0.84 0.12

Enjoing working with 
others in a group 3.90 0.86

Discovery 
Enjoying exploring the 
world for the sake of 
exploring

3.86 0.86 0.36 0.32

Enjoying searching for 
computer-controlled 
characters or a location 
that most people don’t 
know about

3.74 1.12 0.52 0.43
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Role-playing
Making up stories and 
personal histories for your 
characters

1.85 1.03 0.44 0.67

Playing the role of your 
character 2.18 1.24 0.67 0.70

Character editing
Matching character’s 
clothing/armor in color and 
style

2.15 1.29

Character appearance 
different from other 
characters’ appearance

2.90 1.30 0.15 0.45

Escaping reality
Escaping the real world 2.72 1.38 0.28 0.15

Playing to avoid thinking 
about your real-life 
problems and worries

2.93 1.25 0.35 0.66

Life satisfaction
My life is very close to 
what I consider ideal.

3.82 1.66 0.49 0.78

My living conditions are 
extraordinary. 4.58 1.70 0.80 0.90

I am satisfied with my life. 4.84 1.72 0.12 0.84
I have achieved important 
things in my life so far. 4.53 1.80 0.23 0.56

If I were to live my life over 
again, I wouldn’t change 
almost anything.

3.60 1.87 0.36 0.42

Legend. M ‒ arithmetic mean; SD ‒ standard deviation; Sk =  skewness; Ku = kustosis;  
The value of the standard error (SE) of indicator Sk is 0.13, and of Ku is 0.22.

Based on empirically calculated arithmetic means, it is observed that participants 
have the maximum average for the item (Life satisfaction M = 4.84), and the minimum 
for the item (Chatting with other players M = 1.22), while the maximum variability of 
results was achieved for the item (Knowing as much as possible about the mechanics and 
rules of the game SD = 3.53), and the minimum for the item (Becoming powerful SD = 
1.03). The obtained coefficients of skewness and kurtosis are not outside the standard 



ISAE 2025 - Book of Abstracts
The 7th International Symposium on Agricultural Engineering

34

range of ±2, which is a prerequisite for conducting subsequent statistical multivariate 
analyses (Kline, 2023).

In order to examine the contribution of predictors of motivation factors for playing 
video games in explaining the variance of the criterion variable of life satisfaction in 
pre-adolescence, multiple linear regression analysis was applied (Table 4).

Table 4.  Prediction of life satisfaction factors based on motivation factors

Predictors β SE
Progression -0.52** 0.05
Game mechanics 0.15* 0.02
Competition 0.30 ** 0.03
Communication 0.38** 0.09
Relationship 0.19* 0.06
Teamwork 0.16* 0.08
Discovery 0.28** 0.03
Role-playing 0.14* 0.04
Character editing -0.48** 0.01
Escaping reality 0.62
R 0.28
R² 0.25

Legend. β = Standardized regression partial coefficient Beta; R = coefficient of multi-
ple correlation, R² = coefficient of multiple determination; SE = The standard error of 
estimate of the regression parameter β; ** p ≤ 0.01.* p ≤ 0.05.

By inspecting the cells of the regression matrix, it is observed that the analyzed 
factors of motivation for playing video games explained a total of 25% of the average 
square deviation from the arithmetic mean – the variance of the life satisfaction crite-
rion. The extracted factors progression (β = -0.52, p ≤ 0.01) and escaping reality (β = 
-0.48, p ≤ 0.01) had the highest statistically significant values of standardized regression 
coefficients. This suggests that players who had a more prominent motivational factor 
(progression) during the fun game, as well as those who perceived the factor (escaping 
reality) more intensely, manifested lower levels of satisfaction with their lives. However, 
multiple regression analysis, despite a significant probability level, did not explain 75% 
of the variability in life satisfaction. Therefore, it is recommended for future research 
with a longitudinal design to examine some other predictor variables in the preadolescent 
population.
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Discussion

Given that the motivation to play and life satisfaction are increasingly researched in the 
world, the aim of this cross-sectional study was to test the role of the motivation factor for 
playing video games in predicting the variability of the dependent variable life satisfaction 
in online video game players. The pertinent online sample included (N = 423) participants 
from rural areas of the Republic of Serbia, with an age range of 10 to 11 years.

Studies of online video game players are mainly based on male participants (Amal, et 
al., 2025; Pan et al., 2025). It is possible that female video game players participate less 
in psychological research because, compared to men, they are perceived to be “serious” 
gamers to a lesser extent, and instead of perceiving gaming as a daily hobby of great 
importance, they perceive it as a second-rate activity. However, in the United States, 
an approximate number of male and female gamers has been observed (Saffari et al., 
2025), where female gamers are recognized as “core gamers” in whom video games are 
an important part of life, in which they invest a lot of free time, and who enjoy playing 
with others.

The preadolescents tested in this study played for an average of 2 hours and 30 min-
utes each day, which is consistent with previous research (Iskandar & Kamila, 2024; Liu 
et al., 2025). It is possible that some players spend more time playing because they are 
more intensely motivated by goals that require longer-term play to achieve, and future 
empirical studies may further test this hypothesis. Realistically, more time is probably 
needed to realize goals that are interdependent with the factor of advancement or the 
achievement of power than with socialization with other players, since in online video 
games interaction with other players is usually present from the beginning of the video 
game. Since different motives have differential cohesion with subjective well-being, it is 
likely that examining them as time-directed and as psychological health status could pre-
dict different results. This is especially important because the general conclusion formed 
by the health public that longer gaming is correlated with undesirable implications such 
as video game addiction, so it is important to correct these attitudes if they are not ex-
act, they emphasize (Jun et al., 2025).

Exploratory factor analysis – using the principal components method on the Moti-
vation Questionnaire for Playing Massive Multiplayer Online Games, 10 factors were 
extracted, interpreted as: progression, game mechanics, competition, communication, 
relationship, teamwork, discovery, role-playing, character editing, and escaping reality. 
The multiple regression analysis explained 25% of the variance in life satisfaction among 
online video game players. In the prediction of the criterion variable of life satisfaction 
based on the 10-factor model of motivation structure – the factors progression and escap-
ing reality showed statistical significance. A lower level of perceived life satisfaction was 
demonstrated by players who play to bring their character to a high level and achieve 
power, along with collecting original items and pieces of equipment, as well as players 
who play to escape reality. The obtained factor results suggest that the latent factor 
structure of motivation for playing online video games is differentiated, with some latent 
dimensions being more relevant for interpreting motivation for playing than others.
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In this study, the following motivation factors for playing video games were extracted 
from pre-adolescent gamers: progression, game mechanics, competition, communication, 
relationship, teamwork, discovery, role-playing, character editing, and escaping reality, 
which are consistent with the factor structure (Williams et al., 2008). The tested model 
suggests a good fit to the data (overfitting), which implies flexibility in the application of 
these 10 motivation factors outside the genre of multiplayer online games. Also, in accor-
dance with the results of the study (Fuster et al., 2012), it was found that players are en-
couraged by various motivation factors, which are generally interpreted as the realization 
of goals in the game (progression, game mechanics and competition), correlation with 
other players (communication, relationship, teamwork), exploration of the virtual world 
and its content (discovery, role-playing and character editing), and especially the escap-
ing reality is emphasized. However, a smaller number of isolated motivational factors 
influence the subjective well-being of online video game players. The factors progression 
and escaping reality significantly negatively predict the level of life satisfaction construct. 
Players who are more motivated by the factor of progression during the game, as well 
as those who are more intensely motivated to play by escaping the realities of life, man-
ifested a lower level of the dependent variable – life satisfaction. The motivation factor 
for advancement includes the elements of quickly leveling up a character and acquiring 
rare items so that an imaginary character in clothing or armor becomes powerful. Char-
acter level in video games is a weaker indicator of efficiency since in most entertainment 
games, players, with effort and time, achieve the maximum character level. However, rare 
items or pieces of equipment rarely manifest in an online video game, suggesting that the 
player has invested a lot of time and effort, so they are a kind of status symbol and indi-
cator of achievement. Therefore, power in video games is correlated with the possession 
of a significant amount of resources or, most often, strength in combat. Being powerful 
presupposes that what other individuals cannot do. At the same time, power is realized 
through time, effort, and the development of gaming skills, which draws attention to the 
fact that the player has experience and is effective in that video game. In other words, 
players who are dissatisfied with their lives are expected to look for ways to compensate 
for their perceived failure. Perhaps they therefore dedicate themselves to gaming in order 
to manifest their abilities in a virtual environment and to have their success identified. 
In this context, it is important to additionally report why acquiring rare items and 
achieving power showed a slightly higher degree of saturation with the progression factor 
compared to quickly raising the character’s level.

The relevance of the motivating factor of escaping reality in predicting life satisfac-
tion is not unexpected. It is assumed that individuals who are less satisfied with life will 
try to distance themselves from the factor of escaping reality. They achieve this through 
immersion in unreal worlds and the perception of potential characters, especially if they 
complement in video games what they assume to be their limitations in reality. These 
findings are consistent with the authors’ (Kalınkara & Talan, 2025) statement that chil-
dren with symptoms of addictive gaming are less satisfied with their lives than those who 
are not addicted to playing virtual games. Additionally, addicted gamers are less satisfied 
with their real lives than with those in virtual life, while the opposite is true for non-ad-
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dicted gamers. Since escape from reality has been identified as a relevant factor, it is 
concluded that video games generally provide a distraction from everyday life, especially 
if the player is dissatisfied with their everyday life.

The remaining eight extracted motivation factors in this study are not statistically 
significant in predicting players’ life satisfaction, probably because they are in significant 
interaction with the factors of progression and escaping reality. For example, the factor of 
game mechanics is strongly interconnected with the factor of advancement. For example, 
the game mechanics factor is closely interconnected with the progression factor. Perhaps 
knowledge of the rules of the game is essential for efficiency in achieving goals in a video 
game, so the game mechanics factor does not directly explain the player’s life satisfac-
tion, but rather does so through the progression factor. At the same time, it is possible 
that because the model was applied to players of games of different genres, and not only 
to players of the original MMORPG genre (Yee, 2007), some isolated factors do not have 
statistical relevance. For example: discovery, role-playingand character editing, which are 
characteristic of the genres of online video games RPG, MMO and MMORPG, since the 
elements of these games allow for creative imagination of the story and appearance of the 
character. However, the separate factors of communication, relationships and team are 
not emphasized because these latent socialization dimensions are satisfied by players in 
reality. Given that players use games of different genres, it is likely that their motivation 
for social life has a wider range than staying in potential worlds such as the MMORPG 
genre for players (Amal et al., 2025).

Previous empirical studies on the positive and negative implications of playing video 
games have given inconsistent findings. Differences in gaming time between dependent 
and independent gamers and correlations between gaming time and other problematic 
behaviors, such as aggression, have been identified in research (Khalid et al., 2025). On 
the other hand, the authors (Jun et al., 2025) did not identify a correlation between 
playing video games and subjective well-being. The discrepancy in negative consequences 
identified in previous studies is likely explained by the differentiation between mental 
health status or psychological well-being. Mental health status is defined by two correlat-
ed components: positive mental health, i.e. subjective well-being and life satisfaction, 
and mental disorders, i.e. the manifestation or non-manifestation of mental disorders 
(Fahrudin et al., 2024). Previous research on the interdependence of mental health prob-
lems and video game addiction has not sufficiently focused on the positive mental health 
of gamers. The results of this research suggest that certain motivation factors interact 
more intensely with life satisfaction than other factors, so it is possible that introducing 
factors of motivation for gaming would allow for a more complete examination of the 
relationship between playing fun video games and mental health status. For example, it 
can be expected that online video games due to motivational factors, such as escaping 
reality, have moderating effects between playing time and negative implications, and that 
playing due to motivational factors (socialization) is a moderator between playing time 
and positive consequences of playing.

Also, in studies of motivation for playing video games, age has been minimally ex-
amined as a possible determinant of certain motivational factors. Future studies should 
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test whether players differ in the genre of video games they choose based on their age, 
with the assumption that adult players are more motivated by relaxation than pre-ado-
lescents and less motivated by motivational factors (competition or advancement). The 
explanation for such a hypothesis is their need for efficiency, which they satisfy in real 
life at their daily workplace or family life, while they use video games for relaxation after 
work and other obligations.

Different video game genres differ in terms of the player’s goals and the forms of 
communication with the player’s environment. Therefore, genre choice can be positively 
and negatively correlated with different motives for playing. Given that video games 
emphasize different elements, the following dilemmas arise: 1) do players who play for 
achievement prefer genres in which their success is realistically scored, e.g., shooters, and 
2) do players with a more salient motivation factor, e.g., character customization, tend 
to prefer video games in which they can optimize the appearance and behavior of their 
character in color and style, as they can in games of the role-playing genre. Additional-
ly, playing video games with multiple genres simultaneously complicates the findings of 
studies that test a single genre or specific video game, and explain their findings only in 
that discourse. It is assumed that such players also play other games, so the fact that the 
researcher approached the participants through a particular game should not be used to 
strictly classify players according to genre or to generalize about players and the distribu-
tion of specific forms of game. If certain motivational factors generate the use of games of 
differentiated genres, it is likely that players play games of multiple characteristic game 
forms at the same time in order to respond to all their motives. Therefore, it is interesting 
to examine differences in motivational patterns in players who prefer only one genre of 
online video games compared to those who play multiple genres simultaneously, with the 
possible moderating effect of motives for playing video games.

Conclusion

In this cross-sectional study on a pre-adolescent rural population, the Cronbach’s 
alpha coefficient values for the applied questionnaire (MMORPG) and scale (SWLS) are 
satisfactory, which shows that the measuring instruments are adequate for research in 
the Serbian-speaking area. Exploratory factor analysis on a Serbian sample of pre-adoles-
cents confirmed the 10-factor latent structure of the Motivation For Massive Multiplayer 
Online Role-Playing Game (MMORPG) Questionnaire. A ten-dimensional model of ex-
tracted factors (progression, game mechanics, competition, communication, relationship, 
teamwork, discovery, role-playing, character editing, and escaping reality) of motivation 
allows for the identification of inconsistent results on the effects on the subjective per-
ception of well-being of video game players, as well as testing the negative and positive 
effects of playing online video games. The conducted multiple regression analysis deter-
mined that the motivation for playing entertaining video games explains more than 1/4 
of the variability of the players’ life satisfaction criteria, with a lower level of perceived 
life satisfaction being shown by players who entertain themselves to bring their character 
(armor) to a high level in color and style, with the distribution of unique items and pieces 
of equipment to achieve success, as well as players who entertain themselves to escape 
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reality. In the prediction of dimensions of the life satisfaction construct based on a model 
of 10 motivation factors – factors progression (β = -0.52, p ≤ 0.01) and escaping reality (β 
= -0.48, p ≤ 0.01) manifested statistical significance, suggesting that they have a relevant 
role in predicting life satisfaction in pre-adolescents from rural areas. The findings of 
empirical research allow for the creation of interventions to form motivational factors to 
improve life satisfaction in pre-adolescents between the ages of 10 and 11.
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