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ABSTRACT

Drawing on the self-development theory (SDT), this study examines the relation between the factors
that motivate online gaming and the effects of addiction, shyness, and loneliness. The authors have
modified the SDT theory by adding intrinsic and extrinsic factors to measure the degree of its effect
on addiction in online gaming settings. Next, they develop a special instrument to measure gamers’
experience and their level of addiction. The sample is 671 online gamers who participated in an
online survey. A confirmatory factor analysis and structured equation modeling tests are conducted
to identify reliable factors and the goodness of fit of the research model. The findings show that the
effect of addiction on shyness and loneliness is minor. Furthermore, loneliness is affected mostly by
anxiety of others. In addition, the challenge of meeting the goals of gaming has the greatest effect on
addiction. The study offers important implications for decision makers among family members such as
parents and among society in general such as policy makers to avoid the side effects of online gaming.
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INTRODUCTION

Hofstede (2014) identifies Kuwait as a collectivist society. This type means the Kuwaiti population
leans more towards being socially driven than individually driven. Also, he considers Kuwait to have
a masculine dimension based on his research. However, after the diffusion in Kuwait, many cultural
values have changed. For example, Wheeler, (2001) concludes that the wide spread of the internet
in Kuwait during the 1990s has made people cross gender boundaries “and to protest the state’s new
gender law.”

Since the massive inflation of online gaming usage around the globe, professionals and researchers
have shown an exceptional interest in understanding the effects of this overuse and its psychological
underpinnings (Kuss et al., 2012). Players of online games have different motivations to engage in
playing and are faced with different side effects if playing reaches an exaggerated limit. Players aim

DOI: 10.4018/1JGCMS.295873 *Corresponding Author

This article, originally published under IGI Global’s copyright on February 25, 2022 will proceed with publication as an Open Access article
starting on February 20, 2024 in the gold Open Access journal, International Journal of Gaming and Computer-Mediated Simulations (con-
verted to gold Open Access January 1, 2023) and will be distributed under the terms of the Creative Commons Attribution License (http://
creativecommons.org/ licenses/by/4.0/) which permits unrestricted use, distribution, and production in any medium, provided the author of
the original work and original publication source are properly credited.

91



International Journal of Gaming and Computer-Mediated Simulations
Volume 14 « Issue 1

is to satisfy unmet needs such as interpersonal connections (Billieux et al., 2013) and other reasons
(Lemercier et al., 2021).

Although studying the motivation behind online gaming is an important topic, there are few
formal theories on motivation in the literature on online gaming (Demetrovics et al., 2011; Z. Hussain
et al., 2015; King & Delfabbro, 2014). The Self-Determination Theory (SDT) “is a broad framework
for understanding factors that facilitate or undermine intrinsic motivation, autonomous extrinsic
motivation, and psychological wellness” (Richard M. Ryan & Deci, 2020). Accordingly, the SDT is
an important theory that studies intrinsic and extrinsic motivations related to the research on gaming.
This theory offers multidimensional conceptualizations that describe the motivations behind gaming
to assess level and type of motivation (Lafreniere et al., 2012, p. 827). Since its introduction, this
theory has attracted a wide range of scholars who have applied it to many domains such as health
care (Ntoumanis et al., 2021), leadership (Kanat et al., 2020), exercising (Kanat et al., 2020), and
academia (Kaur & Noman, 2020). However, it has not been applied to measure the negative effects
of motivational factors on personality disorders, such as addiction, loneliness, and shyness.

Addiction is an excessive use of something and the inability to stop that use. According to
Goodman (1990), it is characterized by powerlessness and unmanageability. The overuse of online
gaming makes the gamer feel the need to be alone more and more, not to be disturbed while enjoying
playing, and to not be concerned about the negative consequences. This overuse should have a
negative effect and push the gamer to avoid offline social meetings that leads to the development of
a sense of shyness that leads to a greater feeling of loneliness. Loneliness is a crucial area of research,
especially recently due to the intensive use of information and communication technologies (ICT)
and the massive exploration of online games. Most definitions follow that of Peplau & Perlman
(1982); they say that loneliness is “a subjective unpleasant or even uncomfortable state as a result
of the contradiction between one’s social expectation and her/his actual social network”. Shyness
is another crucial individual trait that the research has focused on recently. Loneliness and shyness
both are responsible for negative emotions and an undesirable degree of satisfaction with life (Jones
et al., 1990). The combination of these negative personality traits with factors that motivate gaming
is scarce in the literature because formal theories of motivation are rarely applied to video games
(Beard & Wickham, 2016; Demetrovics et al., 2011). In general, a disorder resulting from new
technologies such as social media and online gaming can negatively affect human’s life (Kuss et al.,
2012; Marttila et al., 2021).

In the Arab region, there is a noticeable lack of profound studies that focus on the relationship
between gaming as a whole along with the relationship’s effects on personality and behavioral attitude
(Abbas, 2020; Saquib et al., 2017). Although more work is required, there are a few research studies
in the field of technological adoption that are relevant to this topic. For example, Rouibah & Hamdy,
(2009) investigate factors that have an effect on user satisfaction with instant messaging (IM) in
Kuwait. Abbas (2014b) adopts the Theory of Reasoned Action (TRA) to study the association between
Kuwaiti users and their behavioral intention to use such technological gadgets. (Abbas, 2015; Abbas
& Hamdy, 2015) examine the factors that affect the adoption of smartphones in Kuwait. Moreover,
(Rouibah et al., 2011) study the effects of mobile phone cameras on actual usage in Kuwait.

It is important to highlight at this point that our study focuses on Kuwait due to noticeable cultural
differences between the Arabian Gulf societies (Qatar, Kuwait, Saudi Arabia, Bahrain, United Arab
Emirates, and Oman) versus Western or Far Eastern societies. This is well-known and well established
in scientific studies. For example, Korpershoek et al., (2021) study gender and cultural differences
in school motivation. They found Qatary students are “strongly deviated from the other samples”
compared to eight culturally diversed groups from Hong Kong, Philippines, Singapore, Australia,
and Netherlands (Korpershoek et al., 2021, p. 27). Other studies show such differences as well. One
example late study of El Haddad (2021) where findings show that administrative decisions differences
between Oman versus Lebanon corporate leaders. Although they are both an Arab countries, the
differences between them are obvious.
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Compared to studies published by Western and Asian scholars, Arab scientific communities have
not published enough studies that associate online gaming with the social and psychological effects
on society and individuals. Therefore, the aim of our study is twofold: First, the study will focus
on exploring this relationship further by examining such associations between online gaming and
the impact on Middle Eastern societies (Abbas, 2020; Saquib et al., 2017). Second, the association
between addiction and shyness and loneliness is still unclear in the literature. While many scholars
explore the effect of depression and loneliness on internet addiction (Bozoglan et al., 2013; Meena et
al., 2021), other studies show the opposite is also true (Btachnio et al., 2016). Therefore, this study is
of great importance since intensive research studies should be identifying the degree of the effect of
the type of use on the negative output of such usage to reach a more standard point of view towards
such associations.

In next section I present theoretical background. After that in section three I present the research
design, method, and statistical analysis. In section four discussions and implications of the study.
Lastly, conclusion is in section five.

LITERATURE REVIEW AND HYPOTHESES DEVELOPMENT

The research has developed many theories on the adoption of information technology such as the
Theory of Reasoned Action (TRA) (Fishbein & Ajzen, 1975), Innovation Diffusion Theory (IDT)
(Rogers, 1983), Technology Acceptance Model (TAM), and its related modifications and extensions
(Davis, 1989; Rouibah & Abbas, 2010; Venkatesh & Davis, 2000; Venkatesh et al., 2003). However,
there is still no well-established theory for online gaming and its negative effects on behavior and
attitudes. In this study, I apply the SDT framework (Ryan & Deci, 2020) to identify the factors that
motivate online gaming. Furthermore, I am interested in measuring the effect of the pathological use
of online gaming on an individual’s behavior in Middle Eastern country, namely the State of Kuwait.

Further, the literature lacks studies that investigate the link between the use of online gaming
and negative psychological symptoms such as shyness, loneliness, and addiction. I have reviewed
the last five years of publications in the Arab world and have found research studies focused on
shyness and loneliness. However, these studies are not precisely related to the link between usage and
psychological disorders. For example, (Stanger et al., 2017) investigate how regional cultural factors
shape online engagement. The authors adopt Hofstede’s cultural dimensions to evaluate religious
and cultural factors that are associated with social media engagement in Saudi Arabia. (AlGhamdi,
2018) studies the effect of the social network Instagram in teaching English to Saudi high school
students. (Alyedreessy et al., 2017) examines the effect of social media on Saudi females’ imaginary
audiences and self-esteem. Hossain et al., (2018) investigate the sharing of political content on an
online social media platform and discuss how dangerous it is to do so in Saudi Arabia. Studies have
also examined other behavioral problems in the Arab region. For example, Yousef et al., (2014), in
their study of the UAE, find that the hours spent online are significantly correlated with childhood
behavioral problems. These limited studies are evidence of the lack of research projects in this field.

Self-Determination Theory and Motivation Factors for Online Games

Although exploring the motivations behind online gaming is an important issue, few formal
theories have been applied to this field (Beard & Wickham, 2016; Demetrovics et al., 2011; King &
Delfabbro, 2014; Lafreniere et al., 2012; Ntoumanis et al., 2021). SDT (Ryan & Deci, 2020) presents
a multidimensional motivation for online gaming. The SDT theorizes that the motivation falls under
two broad types: intrinsic and extrinsic. Intrinsic motivation is the intention to play (perform) for the
activity itself and nothing beyond this goal. Thus, when players enjoy the game and find it thrilling,
he or she is doing so for the sake of intrinsic enjoyment and nothing beyond the activity itself. By
contrast, when players engage in the game to some end and not for the activity’s own sake, like
gaining money or points or avoiding the annoyance of friends for example, in this case the player is
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extrinsically motivated to do so. After this theory, plenty of research studies were published and in
several domains of field study.

Based upon the SDT, people normally have three psychological needs (autonomy, competence,
and relatedness) for well-being and psychological progress. First, autonomy refers to voluntary and
self-decision actions. It is “activities that are imposed, controlling, or in conflict with one’s true self
are detrimental to autonomy needs. Competence refers to feeling effective, capable, and optimally
challenged... Finally, relatedness refers to having a sense of belongingness and meaningful connection
to others” (Uysal & Yildirim, 2016, p. 129). Figure 1 shows the three factors that compose the SDT.
These three factors combined give individuals the motivation to perform. However, most research
studies focus on the motivational effects of the three psychological factors.

The sense of belonging is relatedness in the SDT concept. Based on this, belonging is a socially
driven factor that encourages people who live in a collectivist society (such as Kuwait) to participate
more in groupware settings. Some scholars find that users of World of Warcraft who played in a
community spent more time playing than individuals who did not belong to any specific community.
The reason behind this behavior is justified by (Seay et al., 2004) who think social communities place
social pressure on their community members in order to make them play more and more and for longer
periods of time. In addition, the systematic literature review performed by (Liu et al., 2020) covers
24 papers on online gaming and user behavior in video game live streaming. The review finds only
one study that highlights the importance of the feeling of belonging as a factor that attracts gamers.
In another systematic literature review in the field of social network sites (SNS) driven by (Seabrook
et al., 2016a), the sense of belonging shows a negative relation with depression and loneliness and
a positive association with life well-being. Although these studies discuss social and personality
disorders, they do not relate belonging with addiction and the pathological use of IT.

The human motivation theory claims that the reason why people are motivated to carry on social
interaction with others is that they are aiming to fulfil their desire for affiliation (McClelland, 1961).
Thus, many studies in the literature support the assumption that the virtual community may lead
internet addiction (Chebbi et al., 2020; Chi et al., 2020). This is why I think people with high degrees
of belonging are more engaged in online gaming communities and aim to satisfy their cybersocial needs
(Hsu et al., 2009). A study by (Gao et al., 2017) explores the association between a sense of belonging
and addiction through the subcategorized factor of enjoyment. They hypothesize that the sense of
belonging encourages and promotes the use of social media and the need to be in social circles. The
more they think they need enjoyment, the more likely they will be affected by the pathological use of
SNS. Accordingly, they find a strong association between belonging and addiction. Therefore, I also

Figure 1. SDT Framework
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argue that such incremental dependency on online gaming to satisfy social and personal psychological
needs through a sense of belonging develops an addiction disorder overtime as well.

Additionally, experts have proposed many factors to model user’s experiences when involved
in interacting with online gaming content. Malone & Lepper (1987) state that the challenge refers
to achieving the goals of the game. Under the framework of the SDT, the challenge is related to the
concept of competence. Since online gaming has many small goals and strategic goals, I argue that
gamers are continuously attracted to achieving their gaming goals and, hence, are affected by an
addiction disorder.

Few research studies explore the antecedents of online gaming. For example, Hsu et al., (2009)
study the motivation for online game through ten factors, their results show that only five are significant
(curiosity, role-playing, belonging, obligation, and reward). Additionally, (Lafreniere et al., 2012)
identify six motivational factors for online gaming. However, and in accordance with previous
studies, I apply the personal and social factors proposed by (Choi & Kim, 2004). Accordingly, and
in line with the SDT, I think the intrinsic motivation and integrated regulations will have a positive
association with addiction.

In general, the SDT is rarely applied to the field of online gaming according to Lafreniére et
al., (2012) and other scholars. In order to improve the research model, this study extends the SDT
framework with additional factors from the literature.

Addiction

Addiction is an excessive use of something and the inability to stop that use. In general, technology
addiction refers to a maladaptive and obsessive pattern of technology use that conflicts with one’s
normal functioning or other important activities (Chi et al., 2019; Sers et al., 2011).

Online gaming impose negative pressure on users that may induce what is scientifically known as
game addiction (Gong et al., 2019). Studies show that excessive use of online gaming can cause less
sleep with more disturbances (Khan et al., 2019), stress (Hawk et al., 2019), depression (Brunborg
et al., 2019), academic failure (Alnjadat et al., 2019), and other mental and social problems.

Some argue that the “true prevalence of video game addiction is still uncertain” (Hussain et al.,
2015). However, a sector of studies show that there is a high probability that players may be affected
by the problematic behavior of addiction (Bargeron & Hormes, 2017; Hsu et al., 2009). A respectable
number of papers confirm this relation and its significant correlation with technology overuse and
personality disorders such as addiction and anxiety (Bérail et al., 2019; Seki et al., 2019), stress (You
et al., 2019), and academic achievement (Zhang et al., 2018).

Another important negative effect of addiction is shyness. For example, (Han et al., 2017) indicate
through a correlation analysis that shyness and addiction have a positive correlation with each other,
similar to other studies (Blackwell et al., 2017; Zhang et al., 2019). Additionally, very few studies
expose the relation between the two personality traits in the field of online gaming and whether there
is an effect of online gaming addiction on shyness. Even more rare are studies that discuss the issue
in an Arab region.

As I stated previously, in-depth discussions and research on the association between belonging
and addiction in the literature in general are rare, specifically among Arab scholars. The case becomes
even worse when it comes to online gaming. I cannot find many studies that talk about online gaming
addiction in Arabian Gulf region. For example, Bener & Bhugra, 2013; Khan & Hammami, (2018)
study problematic internet use in the Arabian Gulf region. They examine their research in Saudi Arabia
and find that the educational level is the most influential factor in internet addiction. The findings
of Alkhawaja & Alshabibi, (2020) also come to a similar conclusion. Hussain et al., (2020) do an
exploratory study that uses Dubai school children aged 13-15 and find that children who excessively
use online games face social, emotional, and behavioral problems as well as physiological pressures
(e.g., stress, dehydration, and eye fatigue). Similarly, Rajab et al., (2020) explore gaming addiction
in Saudi school students. They find that 5% of gamers are addicted and 11.4% have a high level of
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stress that leads them to conclude that gaming is strongly associated with stress. To measure the
effect of psychopathological variables and psychological variables, (Vally et al., 2020) find that a
total of 67.3% of their sample population has PIU. (Almourad et al., 2020) follow a different approach
by searching for better conceptualizations of PIU or addictive behaviors. In general, most research
centers and Arab scholars focus on school students and neglect other sectors of society. Zhan &
Chan, (2012) examine the regulations imposed by 20 different governments in the GCC region to
reduce negative effects of online game addiction. Furthermore, their focus is mainly concentrated
on addiction and other personality disorders or symptoms such as anxiety and stress but neglect the
human side in general such as well-being, happiness, and life satisfaction, which is my concern in
this study. In conclusion, after reviewing the systematic literature reviews such as the one done by
Y. Liu et al., (2020) on online gaming and user behavior in video game live streaming and Seabrook
et al., (2016b) on the SNS platform, I conclude that in-depth research in the Arab world that target
this issue precisely is sparse.

There is some confusion in the research because it finds a reciprocal effect between addiction
and shyness and loneliness. There is a school of thought that sees addiction as affecting loneliness
and shyness (Bozoglan et al., 2013). Yet, another group of studies show the association between
intensive use of social media and online gaming and negative behavioral and social output as being
insignificant (Ferguson, 2017). For example, Ferguson (2017) does not find any correlation between
children playing computer games and having aggressive or violent behavior. Similarly, Chae, (2018)
finds no significant association between social media platforms and life satisfaction. Due to the lack
of agreement on how the association between the pathological use of online gaming and its negative
psychological effects works in the Arab region, my study fills this gap.

Loneliness Definition and Effects

According to Teppers et al., (2014) and several personality theories (McCrae & Costa, 1987),
individual differences in behavioral consistency fall into two groups: dispositional characteristics and
characteristic adaptations. The first category comprises people who have long-term stable feelings,
thoughts, and behaviors while the second group comprises people who are less stable and have
more situation-specific thoughts, feelings, and behaviors. The Big Five (Neuroticism, Extraversion,
Openness, Conscientiousness, and Agreeableness) (McCrae & Costa, 1987) is an example of the first,
and loneliness is an example of the second group (Asendorpf & Aken, 2003).

Loneliness is a universal human emotion that appears to affect everyone. However, the importance
of loneliness as a personality trait comes from its acuteness. There is no one cause that is responsible
for loneliness and a variety of treatments may be required to cure the condition (Cherry, 2018). Group
of scholars describe loneliness as the discrepancy between the desired and acquired degrees of social
relationships (Jin, 2013; Peplau & Perlman, 1982; Teppers et al., 2014). Yet another group refers to
the negative effects of emotional and social isolation (Weiss, 1973).

The effects of acute degree of loneliness can be disastrous. Wootton et al., (2021) and
Cherry, (2018) and others, find a group of health problems that are related to loneliness
(depression, suicide, cardiovascular diseases, increased stress levels, and many more) (Haslam
et al., 2018; Wilson et al., 2007).

Many articles are written about loneliness regarding Arabs (Jaradat et al., 2020; Gazo et al., 2020;
Vally & El-Hichami, 2019; Heiman & Olenik, 2016). For example, Jaradat et al., (2020) investigate
the relationship between using the internet and social media and ambition, unemployment, loneliness,
and insomnia. Their findings show a strong correlation with all four dimensions. Gazo et al., (2020),
find similar results in which a positive correlation exists between loneliness and internet addiction.

However, still more research is needed to discover the associations between advanced technologies
and online gaming and its effect on Arabs. According to Jaradat et al., (2020), “a great deal must be
done to achieve a deep understanding of the benefits and risks of technology*“. This is too obvious after
reviewing all the research studies about loneliness. Most of these studies do not relate to technologies.
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Therefore, I argue that more research is needed to explore and highlight the type of association
between loneliness and advanced technologies such as social media applications and online gaming.

Shyness Definition and Effects

Although the term shyness is used widely among people’s daily expressions, the term is difficult to
define. Crozier, (2000) describes shyness as facets that characterize a person’s internal feelings towards
social interactions. Saunders & Chester, (2008), state: “Although shyness is a term commonly used to
interpret behavior, its widespread use means that precise meaning is often lacking; shyness is a label
that is often applied but not so clearly understood. Indeed, some psychologists are not even convinced
that shyness is anything more than a common language label used to define an aspect of personality.”

In one dimension, shyness is considered an extreme concern about oneself. Even though a shy
person shows the motivation to create a positive interaction with others, he or she lacks the ability to
do so because of a lack of self-confidence. Based on the self-presentation theory, Stritzke et al., (2004)
describe shyness as individuals in social situations who attempt to control images of identity-relevant
information to an acute degree to find themselves stuck and unable to move forward socially. This
immobilization results in taking many precautions to avoid any mistakes or being negatively evaluated
in social contexts (Zimbardo, 1977). The feelings of awkwardness and tension arise in social gatherings
and with normal acquaintances (Jonathan et al., 1981). The discomfort that accompanies some people
as a result of shyness ranges from mild to dramatic degrees of anxiety that reach disastrous levels
that can disrupt their entire life (Zimbardo, 1977). Leary, (1995) was able to create a mathematical
formula to reflect the fact that shyness is a function of the degree of an individual’s motivation in
building a positive evaluation in others. Some researchers state that the level of shyness can escalate
and be noticeable in five situations: important authority figures, interactions with the opposite sex,
opening dialogue with strangers, being under focus in small groups, and evaluative situations such
as formal interviews or being on TV shows (Jonathan et al., 1986; L. Henderson & Zimbardo, 1998).

Crozier, (2000) states that shy people tend to be rather quiet and remain silent in social situations
to avoid being evaluated negatively. Although shyness can be at acceptable levels where an individual
can live his or her life normally, there are circumstances where results can be devastating. Zimbardo,
(1977) claims that in some cases the levels of social interactions decrease to where it makes a person
unable to make new friendships, meet new people, and enjoy positive life experiences.

Shy people have negative ideas about themselves as well as others. They normally interpret
events according to their own pre-occupied beliefs. According to the literature, this is why a shyness
disorder can develop into other psychological problems such as depression (Williams & Galliher,
2006; Bekhus et al., 2021). An important attribute of shy people is that they blame themselves more
often and, accordingly, see themselves as less physically attractive (Henderson & Zimbardo, 1998).
Furthermore, Federoff & Harvey, (1976) express shyness as a social failure phenomenon because
this type of person cannot achieve his or her goals, and frequently justify his or her success as due to
external factors and any failure to internal ones.

This personality trait restricts the individual’s cognition (Moor et al., 2018; Zhao et al., 2018).
Other studies show that shy people are at greater risk of other physiological as well as psychological
problems compared to non-shy people (Coplan et al., 2018; Lahatet al., 2018; Liu et al., 2018). Because
shy people fail to seek help from professionals, most of them develop further psychological, physical,
and health problems (Peterson, 1988). According to Bell et al., (1993), shy people suffer more from
health disorders and higher rates of hay fever, insomnia, and constipation than non-shy individuals.

The literature shows that shyness differs from culture to culture and from society to society. For
example, Zimbardo, (1977) studies the historical differences between societies through shyness levels.
Furthermore, Henderson & Zimbardo, (1998) show in a cross-cultural study that shyness is a universal
challenge, and all societies suffer from this disorder to some degree. For example, Al-Saggaf & Begg,
(2004) find Saudi females change and become less shy after the internet had penetrated their society
during the 90s. However, in Kuwait, Al-Fadhli, (2009) investigates the importance of e-learning in
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general and high education and finds that e-learning overcomes shyness among students, especially
females. He concludes that shyness can still be found among youngsters who think electronic gadgets
help them mitigate it and become more active in class discussions.

Shy people normally use other forms of social interaction, such as the internet and social
technologies. Group of studies show the negative impact of shyness on social life of people with this
negative facet. For example, Yang et al., (2021) exploit the negative impact of shyness on friendship.
One study shows that shyness is positively associated with the tendency to become dependent on the
internet (Chak & Leung, 2004). Another study shows shy people are involved more in online dating
(Ward & Tracey, 2004). Finally, a group of studies shows that shy people tend to depend on the internet
and other technologies to seek recreational activities (Peng & Liu, 2010; Scealy & Stevenson, 2002).
Thus, I state the following hypotheses:

H1: The motivation factors for online gaming encourage players to overuse and become addicted to
playing the games.

H2: Online game addiction is positively associated with shyness.

H3: Online game addiction is positively associated with loneliness.

H4: Arab game players who are shy feel a greater need to be alone because of the inadequacies in
their social abilities.

METHODOLOGY

Population Sampling and Data

I designed a special instrument for this study. At the beginning the questionnaire was presented to
two faculty members at the College of Business Administration to review for possible semantic or
grammatical errors. Before the collection data stage, I initiated the process through a small sample to
examine the validity of the study questionnaire. The pilot study composed of two cycles. The sample
in the first cycle had a size of 27 that did not get an acceptable score in the Cronbach reliability test.
The second cycle generated an acceptable and fit instrument. The new questionnaire was presented
to the general public and asked them about their opinions regarding their attitudes on and experiences
with online gaming. In order to conduct the distribution of the questionnaire, the researcher first
presented the survey to students in my Introduction to Management Information Systems course.
After that, I asked them to participate in distributing the instrument among their friends and relatives
who are online gamers.

The questionnaire was divided into two sections. The first section collected the respondent’s
personal data. The second section was based on the research model and comprised four parts:
motivational factors, addiction items, shyness items, and loneliness items. The questions on the

Figure 2. The initial research model for this study

H3

H1 H2 H4
Addiction > >

98



International Journal of Gaming and Computer-Mediated Simulations
Volume 14 « Issue 1

research constructs were assessed using a five-point Likert scale (1=" Strongly disagree” to 5="
Strongly agree”).

A random sample size of 671 online game players was collected that represented different groups
and sectors. The gender distribution was 78.4% female (frequency=>526) and 21.6% male. The social
status in the sample was 28.3% married and 68.3% single. The academic background was 17.4% high
school or less, 13.1% two years of college, B.S. degree 66.9%, and 2.5% were graduates (M.D. and
Ph.D.). Table 1 shows the demographics of the study sample.

Table 1. Demographics

Variable Category Frequency %
Male 145 21.6%
Gender
Female 526 78.4%
Married 190 28.3%
Single 458 68.3%
Social Status
Separate 19 2.8%
Widow 2 3%
High school or less 117 17.4%
Two years college 88 13.1%
Academic Background
B.S. 449 66.9%
M.S./PhD. 17 2.5%
High school or less 233 34.7%
Two years college 138 20.6%
Father Academic Background
B.S. 232 34.6%
M.S./PhD. 65 9.7%
High school or less 215 32%
Two years college 154 23%
Mother Academic Background
B.S. 271 40.4%
M.S./PhD. 27 4%
Less than 14 8 1.2%
14-18 45 6.7%
18-22 285 42.5%
22-26 106 15.8%
Age
26-30 73 10.9%
30-40 86 12.8%
40-50 52 7.7%
50+ 14 2.1%
500 or less 48 7.2%
500-1000 125 18.6%
1000-1500 137 20.4%
Family monthly income
1500-2000 130 19.4%
2000-3000 114 17%
3000+ 113 16.8%
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Statistical Analysis

In order to examine the validity and dependency of the instrument and data collection procedure, I
used many statistical tools. First, data reduction was tested through a factor analysis because of its
validity in removing “redundancy that might exist between questions” (Aladwani, 2012).

I used the 21-item game addiction scale (Hussain et al., 2015), 20-item UCLA loneliness scale
(Russell et al., 1978), 20-item shyness and sociability scale (Cheek & Melchior, 1985), challenge
and belonging (Hsu et al., 2009), and intrinsic motivation and integrated regulation (Lafreniére et
al., 2012). Table 2 shows the significant items loaded on their factors and all cross-loaded items
were removed. It shows only four items (intrinsic motivation, integrated regulation, challenge, and
belonging) were identified as having a significant explained variance and an acceptable reliability
threshold. Additionally, the factorial validity test resulted in two different types of shyness (I named
shyness 1 as “anxiety of others”, and shyness 2 becomes “self-trust”). Figure 3 shows the improved
research model and study hypotheses.

Table 3 shows the explained variance and the reliability of the measurement items. It shows that
all of the reliabilities are above 70% and all of the variances are above 60% (see for further details
Hair, et al., 2010).

Fitness of Conceptual Model and Latent Constructs Validation

Tused the Lisrel 8.54 software to test the fitness of the conceptual model. Table 4 shows the goodness
of fit, and it clearly supports the claim that my research model is statistically satisfied and verified.
Precisely, the RMR = 0.06, GFI = 0.91, and AGFI = 0.89 (Hair et al., 2010).

For more verification, further statistical testing is needed. After verifying the conceptual model
through the goodness of fit, the research needed two more tests for the validation and reliability of
the latent constructs. “According to Hair et al. (2010), the Cronbach’s reliability test presumes the
unidimensionality of the constructs that is not always true” (Abbas & Hamdy, 2015). This is why
the use of composite reliability is important to ensure the existence of the internal consistency in
measurements per each construct. The composite reliability is calculated as follows:

Figure 3. Research model

Intrinsic
Motivation
(INTM)

Shyness1:
Anxiety of
Integrated others
regulation
(INTER)

Addiction

Challenge
(CHA)

Belonging
(BEL)
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Table 2. Factor analysis

INTM1 .816
INTM2 .846
INTM3 .804
INTER2 .800
INTER3 816
IDER3 782
RANDS 154
RAND6 .854
RAND7 .848
GADD2 812
GADD3 798
GADD4 .824
SHY6 .822
SHY8 .853
SHY9 794
SHY10 .836
SHY14 .800
SHY17 .816
LON11 .835
LON12 .851
LON14 .830
CHAI .847
CHA2 .838
CHA3 738

(Z Standardized loadz’ngs)2
Composite Reliability =

(Z Standardized loadings)2 + Z|er7"0r|

The second test for measuring the reliability is the amount of variance extracted. According to
(Al-Dosiry et al., 2012), “the variance extracted is used to evaluate the overall amount of explained
variations accounted for by the construct”. It is computed as follows:

Z(Standardized loadings)2

Variance extracted = -
E(Standardized loadings) + Z|e7’ror|
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Table 3. Variance explained and reliability coefficient

Factor Items Variance Explained Reliability Coefficient
Intrinsic Motivation (INTM) | INTM1, INTM2, INTM3 74% 82%
g;;ﬁ;g;ejna(‘}‘#fggfied INTER2, INTER3, IDER3 | 72% 80.5%
Challenge (CHA) CHA1, CHA2, CHA3 80.01% 87.4%
Belonging (BEL) RANDS, RAND6, RAND7 | 75.6% 83.8%
?Srl’l’;iggs‘ifl;’thers SHY6, SHYS, SHY9 75.8% 84%
Self-trust (Shyness_2) SY10, SHY 14, SHY 17 69.5% 78.1%
Loneliness LONI1, LON12, LON14 77.8% 85.8%
Addiction (ADD) GADD2, GADD3, GADD4 76% 84%
General Conceptual Model All items 76.77% 87%

Table 4. Goodness of fit statistics

Goodness of fit test Indicator
Chi-Square for Independence Model with 276 Degrees of Freedom 17336.63
Independence AIC 17384.63
Model AIC 924.09
Saturated AIC 600.00
Independence CAIC 17516.84
Model CAIC 1271.15
Saturated CAIC 2252.63
Normed Fit Index (NFI) 0.96
Non-Normed Fit Index (NNFI) 0.96
Parsimony Normed Fit Index (PNFI) 0.82
Comparative Fit Index (CFI) 0.97
Incremental Fit Index (IFI) 0.97
Relative Fit Index (RFI) 0.95
Critical N (CN) 252.33
Root Mean Square Residual (RMR) 0.06
Standardized RMR 0.06
Goodness of Fit Index (GFI) 091
Adjusted Goodness of Fit Index (AGFI) 0.89
Parsimony Goodness of Fit Index (PGFI) 0.72
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Table 5. Construct composite reliability and Average variance extracted and the coefficient of the determination R?

Construct Composite Reliability AVE =
(>50%) (>70%)
INTM 0.855 0.7 -
INTER 0.814 0.6
CHA 0.900 0.8
BEL 0.855 0.7
AoO 0.874 0.7 0.14
ST 0.811 0.6 0.10
LON 0.888 0.7 0.36
ADD 0.870 0.7 0.35

One more test to validate the importance of the research model is discriminant validity (DV). DV
ensures there is no overlapping among the study measurements. If DV <= 0.85, it is acceptable and,
hence, the measurements lack any overlap. Table 6 shows the results for DV of the study measurements.

Path Analysis and Verification of Proposed Research Model

After different statistical tests and verifying the research model through goodness of fit, there is a
need to test the path significance between the constructs. Table 7 shows the results. All research
model hypotheses are significant and only one hypothesis (H9) is not significant.

DISCUSSION AND IMPLICATIONS

My research is based on the Self-Determination Theory (SDT) where the motivations behind playing
are social and personal. For identifying these factors, I adopt those developed by other scholars (Hsu
et al., 2009; Lafreniere et al., 2012). I identify four significant factors that press players to play that
lead to addiction to online games. The most influential effect on addiction is the motivation factor of
challenge (x=0.34). The total effect of the conceptual model shows that this factor explained (R2)
35% of the addiction. Furthermore, the overall conceptual model explains 36% of the loneliness,
most of which is the effect of shyness.

Table 6. Discriminant validity test

INTM INTER CHA BEL AoO ST LON ADD
INTM 1
INTER 0.34764 1
CHA 0.59276 0.5491 1
BEL 0.38598 0.6234 0.627 1
AoO 0.17355 0.2016 0.214 0.139 1
ST 0.15609 0.1723 0.187 0.12 0.1306 1
LON 0.16064 0.1764 0.19 0.126 0.6583 0.059 1
ADD 0.47526 0.5346 0.599 0.371 0.4242 0.369 0.375 1
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Table 7. Path coefficients

€tue | - Path Coeff. Stg:;l::d Hypotheses Significance
INTM->ADD 11.6268 0.0000000 0.18 0.05 H1 Sig
INTER->ADD 13.0335 0.0000000 0.27 0.05 H2 Sig
CHA->ADD 16.1657 0.0000000 0.34 0.05 H3 Sig
BEL->ADD 8.7362 0.0000000 0.05 0.05 H4 Sig
ADD->A00 10.3011 0.0000000 0.37 0.04 H5 Sig
ADD->ST 8.4336 0.0000000 0.31 0.05 H6 Sig
ADD->LON 9.0420 0.0000000 0.15 0.04 H7 Sig
AoO-LON 18.4157 0.0000000 0.54 0.04 H8 Sig
ST-LON 1.2949 0.0979057 -0.05 0.04 H9 Not Sig
Figure 4. Research model with path coefficients
Intrinsic
Motivation
(INTM)
Shyness1:
Anxiety of
Integrated others

regulation

(INTER)

Challenge
(CHA)

Belonging

(BEL)

As discussed before, shyness is the fear and discomfort in the presence of others. Mainly, shy
people fear being evaluated by others because of the reluctance to make spontaneous utterances, to
make opinions, and to make any responses that leads to the limited likelihood of further interaction.
A majority of studies find a strong relation and effect between shyness and technology addiction.
All of those studies verify the significance of shyness as a predictor of addiction (Hong et al., 2019;
Zhang et al., 2019). However, these studies rarely examine the effect of addiction as a predictor of
shyness. My study confirms this result and finds there is a significant relation between addiction and
shyness and loneliness, although the effect is not very strong (a=0.04). This means that addiction has
limited effects on shyness and loneliness that is similar to other studies in other parts of the world
and precisely findings of Ferguson (2017), Chae, (2018) and many others. In other terms, cultural

differences does not play a role in this regard.
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Another important issue is that shyness has two forms. Most studies in the literature talk about
one while my results show two distinct types of shyness. However, only the anxiety of others is
influential and most of its effect is on loneliness (x=0.54).

This study has different implications. The first implication for school administrations, parents,
and academic authorities should be very aware of the negative effects of online gaming addiction. It
may lead students and youngsters to develop bad habits and avoid being socially active and become
shier and prefer to being alone than being with others. This study empirically proves that addiction
can cause shyness and loneliness even in minor degrees. Therefore, the administrators in a student’s
life should take responsibility and control online gaming.

The second implication is that teachers and parents should encourage their students and children
to engage in a more social life, instead of leaving them with their online gaming. Stable relationships
with friends, family members, and school colleagues help youngsters to build healthy personalities
and to be more satisfied socially and mentally.

Another implication is that researchers should be aware of the negative effects of motivational
factors in some fields. Although the SDT is applied mostly to positive settings, I found in this research
that motivational factors in online gaming are responsible for the negative effects such as addiction.

CONCUSION AND LIMITATIONS

The aim of this study is to examine the negative effects of online gaming on Arab society by using
Kuwait as a case study. I adopted the Self-Determined Theory (SDT) to examine the association
between factors that pressure individuals to be engaged in online gaming, and the negative results
from pathological play that leads to more shyness and loneliness. My findings show that all hypotheses
are significant. The most powerful effect on loneliness comes from anxiety of others (a = 0.54).
Challenge to meet gaming goals has the greatest effect on addiction (a =0.34).

I have showed through the literature that the associations between shyness and loneliness and
addiction are reciprocal (Tian et al., 2021). Many studies show that the former affects addiction
(Bozoglan et al., 2013; Foroughi et al., 2019; Longstreet & Gonzalez, 2018), and another group of
studies show they have no effect on addiction (Btachnio et al., 2016; Shahnaz & Karim, 2014). My
findings show that although addiction has a significant association with shyness and loneliness, their
effect is almost insignificant, which supports the opposite claim (Buyukbayraktar, 2020).

My study finds a group of factors that encourage players to become addicted to online games that
are similar to the findings of (Liu & Chang, 2016). However, there are many other factors that may
play crucial roles in becoming addicted to online gaming. For example, online gaming plays only a
small part in a Kuwaiti youngster’s time. Kuwait has a high rate of technology penetration and most
young people have more than one mobile phone and many social media accounts. Snapchat alone
occupies 1.65 million active users in Kuwait (Social Media Insights, 2019). These programs and
technologies occupy most of their time daily. Thus, more research should be conducted to examine
the roles and effects of other types of media and technologies. Accordingly, my research sheds light
on critical issues related to online gaming and intensive technology use and their effects on the
psychological and social behaviors of people. The findings do not show an important association
between addiction and shyness and loneliness; however, addiction has other negative outcomes such
as bad health outcomes, bad eating habits, bad sleeping habits, bad family relationships, and degraded
social interactions in general as well as a critical decrease in attendance at work or school (Kuss et
al., 2012; Wang et al., 2021).

An important output of this research is that the challenge to meet the goals of gaming has the
greatest effect on addiction. This finding as compared to belonging (socially driven factor) means
Arab society does not experience a social atmosphere like in offline relationships. Challenge plays a
significant role in pushing them to play and engage in the online gaming community instead of the
feeling of belonging to the real community. Maybe this is true because most online players do not
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know each other, and many are in neighboring areas or even thousands of miles away in the US and
Europe, which reflects the minimal effect on their feelings and socially triggered emotions.

One limitation of this study is having participants self-evaluate themselves can be considered a
limitation. Another limitation is that the sample is homogenous as the participants are all Kuwaiti.
According to demographical data, Kuwaiti nationals constitute 30% of the total population, and 70%
are other nationalities (Arabs and non-Arabs). My results may be more biased towards one side and
not fully representative of the actual current population in Kuwait. The third limitation is that my
study does not consider other important factors that influence addiction. In this regard, we propose
different directions for future studies: first, to develop comparative studies against Eastern societies.
Second, it is known negative impacts of addiction, in is interesting to research the relationship between
online gaming addiction and divorce rates.
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