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Abstract


The study aimed to answer what factor or factors motivated online gamers to engage in casual massive multiplayer online games as their recreation. The tool used in gathering data is a 5 point likert scale and random sampling was used. A pre-set factor loading was used to classify the 20 questions in the questionnaire to their respective factors ( relationship, immersion, grief, achievement, leadership) and scoring was done by the average percentage of the answers by the respondents. The scores gathered for each respondent were tabulated and analyzed with two procedures : Cluster graph (graphical method) and Statistical analysis , specifically multivariate analysis of variance (quantitative method) at alpha = .05 for gender classification and alpha = .01 for the general population (n = 132). Statistical results showed that females (n =16) show no correlation between all factors, though they exhibited  a strong positive affinity with the relationship factor in terms of mean at a 95% confidence interval. Males ( n=  116) showed a weak correlation between achievement and relationship omega = 0.238 at alpha = .05. AS a whole, the dominance of male ration in the total sample population exhibited the same weak correlation between achievement and relationship with omega = 0.252 at alpha =.01 ( 99% confidence interval). A Least Significance Difference method (LSD) on pairwise  comparisons between the 5 factors showed a very strong direct negative affinity against grief at omega = -23.125 to -46.875, all at alpha = .05 . Graphical analysis showed the same pattern, with plotted summation of x's and y's of each factor per respondent. Plotted points showed a direct negative relationship with grief and a weak positive affinity with relationship and achievement. All results suggest a combination of achievement and relationship as the main factors for the engagement of online gamers to CMMOG's.
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