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 In the study conducted by Barr (2017), the researcher investigated video games as a 
vehicle for graduate skills in higher education. The findings indicate that playing 
commercialized video games may positively affect adaptability, resourcefulness, and 
communication abilities.
∙ These attributes are essential to graduate school success. 
∙ Prior research does not account for extracurricular activities or employment for 

those participants in the college setting. 
∙ The participant’s intent to pursue graduate education is unclear. 
∙ The positive aspects of video gameplay and its influence on academic motivation 

are central to this study. 
∙ In this study, we sought to investigate the relationship between academic 

motivation and the motives for videogame play among students who identify as 
videogame players. Other factors, such as GPA, academic major, and time spent 
in employment, are explored.

∙ We hypothesize a relationship between academic motivation, hours employed per 
week, and motives for playing video games. 

Participants

∙ 71 Undergraduate students (M age = 22.79) from across 17 majors.
∙ Mean GPA was 3.27. 
∙ 43 Females, 21 Males, and 7 others.

Materials and Procedures

∙ Demographic questionnaire with informed consent was completed. 
∙ Participants completed the Gaming Attitudes, Motives, and Experiences Scales 

(Hilgard et al., 2013): We explored the motives behind videogame play by 
measuring responses to questions such as “I like making things in video games, 
like houses and outfits.”

∙ Participants completed the Videogaming Motives Questionnaire 
(Lopez-Fernandez et al., 2020): We explored the motives behind videogame play 
by measuring responses to questions such as “I make new friends.”

∙ Participants completed the Academic Motivation Scale (AMS-C 28) (Vallerand et 
al., 1992): We explored the motives behind why students go to college by 
measuring responses to questions such as “Because I experience pleasure and 
satisfaction while learning new things.”

∙ Customization, a subscale of the Videogaming Motives Questionnaire 
(VMQ), positively correlated with grinding/completion r (71) = .432, p 
=.01.

∙ Escapism, a subscale of VMQ, positively correlated with 
grinding/completion r (71) = .523, p<.001.

∙ Intrinsic motivation to know, a subscale of the AMS – C28), positively 
correlated with the Cognitive development subscale of the VMQ r (71) = 
.630, p<.001.

∙ Extrinsic motivation identified, a subscale of the AMS- C 28, positively 
correlated with the cognitive development subscale of the VMQ r (71) = 
.707, p<.001.

∙ There was no correlation between hours worked per week and any 
measures.
 
 

∙  Intrinsic motivation was correlated with cognitive 
development, which makes sense because cognitive 
development would likely reflect localizing of motivation to 
internal sources rather than external resources. Intrinsic 
motivation to know is a category of the AMS, and cognitive 
development is a category from the VMQ.  

∙ Extrinsic motivation identified was correlated with cognitive 
development. Since extrinsic motivation is defined as a 
person understanding the importance of regulating behavior, 
it makes sense that there is a relationship with cognitive 
development in video gaming. Extrinsic motivation identified 
is from the AMS. 

∙ The relationship between customization, a subscale of the 
Videogaming Motives Questionnaire (VMQ), and 
grinding/completion was significant. Grinding/completion 
refers to the repetitive tasks in videogames were to advance; 
repetition is needed, such as building experience or points to 
succeed. 

∙ The relationship between escapism and grinding/completion 
was significant. Escapism refers to the engagement of 
videogame. Since grinding is defined as the repetitive tasks 
in video gaming, escapism is likely to happen as the player 
engages.

∙ Hours worked per week were not correlated with any of the 
other measures, contrary to our hypothesis.

∙ The limitations of this study include the use of self-report 
surveys. 
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In the study conducted by Barr (2017), the researcher investigated video games as a 
vehicle for graduate skills in higher education, where the findings suggest that playing 
commercialized video games may positively affect adaptability, resourcefulness, and 
communication abilities. These attributes are essential to graduate school success. 
Furthermore, prior research does not account for extracurricular activities or employment 
for those participants in the college setting. In addition, the participant’s intent to pursue 
graduate education is unclear. The positive aspects of video gameplay and its influence 
on academic motivation are central to this study. We investigated the correlation between 
video gameplay and academic motivation. This study hypothesizes a relationship 
between academic motivation, hours employed per week, and motives for playing video 
games. We used three scales: The Video gaming Motives Questionnaire (VMQ), The 
Gaming Attitudes, Motives, and Experiences Scales, and the Academic Motivation Scale 
(AMS-C 28). We found a positive correlation between Extrinsic Motivation (AMS) and 
Cognitive Development (VMQ), r (71) = .707, p <.001. Furthermore, there was no 
correlation between hours worked per week and any measures.
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