
lable at ScienceDirect

Computers in Human Behavior 66 (2017) 122e128
Contents lists avai
Computers in Human Behavior

journal homepage: www.elsevier .com/locate/comphumbeh
Full length article
How passion and impulsivity influence a player's choice of videogame,
intensity of playing and time spent playing

Diana Ximena Puerta-Cort�es a, b, Tayana Panova b, Xavier Carbonell b, *, Andr�es Chamarro c

a Universidad de Ibagu�e, Psychology Program, Carrera 22 Calle 67 B/Ambal�a, Ibagu�e, Colombia
b Universitat Ramon Llull (FPCEE Blanquerna), Císter, 34, 08022 Barcelona, Spain
c Universitat Aut�onoma de Barcelona, Psychology Department, 08193 Bellaterra, Spain
a r t i c l e i n f o

Article history:
Received 18 May 2016
Received in revised form
9 September 2016
Accepted 16 September 2016

Keywords:
Harmonious passion
Obsessive passion
Functional impulsivity
Dysfunctional impulsivity
Videogames
MMORPG
* Corresponding author.
E-mail address: xaviercs@blanquerna.url.edu (X. C

http://dx.doi.org/10.1016/j.chb.2016.09.029
0747-5632/© 2016 Elsevier Ltd. All rights reserved.
a b s t r a c t

Videogames have received much attention in addiction research due to their popularity and frequent use.
However, few studies have addressed the effect of passion and impulsivity in gamers. Therefore, the aim
of the current study was to examine the influence of passion and impulsivity on the intensity of play,
playing time, and choice of Massive Multiplayer Online Role Play Game (MMORPG) vs. non-MMORPG. A
sample of 630 university students (40.7% Colombian, 59.3% Spanish) responded to a questionnaire on
gaming habits, the Passion scale and the Inventory of Impulsivity. Results showed that men preferred
sports and MMORPG games and women played more simulation and strategy games and mini-games.
The predictor variables for Intensity of Play were: playing MMORPG games, harmonious and obsessive
passion and dysfunctional impulsivity. The predictor variables for Hours of Play were: age, harmonious
passion and dysfunctional impulsivity. Age, both passions, and functional impulsivity predicted prefer-
ence for MMORPGs. Impulsivity and passion help explain how players engage with videogames.
Dysfunctional impulsivity is related to higher hours and intensity of play and functional impulsivity is a
defining feature of MMORPG players. The presence of both passions was related to a higher intensity of
play, however only harmonious passion was positively associated with playing for a longer time. These
results suggest that the different types of passion and impulsivity have distinct influences on the manner
of game play and the experience of that play.

© 2016 Elsevier Ltd. All rights reserved.
In 2014 there were an estimated 1.78 billion videogame players
around the world regularly spending hours playing videogames in
genres such as action, sport, simulation, adventure, strategy, puz-
zles, mini-games and/or role play (AEVI, 2015; Baniqued et al.,
2013; Connolly, Boyle, MacArthur, Hainey, & Boyle, 2012; ESA,
2015; Fuster, 2015). Among these, Massively Multiplayer Online
Role Playing Games (MMORPGs) have generated a serious concern
about their problematic use (Beranuy, Carbonell, & Griffiths, 2012;
Kuss & Griffiths, 2012; Smahel, Blinka, & Ledabyl, 2008) which has
led to the inclusion of Internet Gaming Disorder in the section of
conditions for further study in the Diagnostic and Statistical
Manual of Mental Disorders (American Psychiatric Association,
2013; Kuss & Griffiths, 2012; Petry et al., 2014).

In MMORPG gamers a higher prevalence of problematic use has
been identified, more so than among players of other types of
arbonell).
videogames (Collins, Freeman,& Chamarro-Premuzic, 2012; Kuss&
Griffiths, 2012; Li, Liau,& Khoo, 2013; Mentzoni et al., 2011) and the
growing popularity of MMORPGs has focused researchers’ atten-
tion on describing and better understanding the gamer profile.
College students and workers prefer MMORPGs (Yee, 2006b), and
men play more than women and are more likely to exhibit exces-
sive play (Greenberg, Sherry, Lachlan, Lucas, & Holmstrom, 2008;
Griffiths, Davies, & Chappell, 2004).

Although it was considered that an excessive player is one who
plays over 5 h daily (Griffiths et al., 2004), this is not the only in-
dicator of problematic use; identification with avatars, loss of
control, gender, and consequences on everyday life are also rele-
vant factors (King, Haagsma, Delfabbro, Gradisar, & Griffiths, 2013;
Ko, Yen, Chen, Chen, & Yen, 2005; Smahel et al., 2008). For some
players the motivation to play is entertainment, for others it is
profit, and for still others it is fulfillment of needs unmet in other
aspects of daily life. The present day spectrum of videogamers -
from professional players in multiplayer videogame competitions
(eSports) to casual mobile phone players - highlights the wide
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Table 1
Socio-demographic variables and playing habits.

Variables Gender

Male Female n %

n % n %

Country of origin
Colombia 212 40.7 88 80.7 300 47.6
Spain 309 59.3 21 19.3 330 52.2

Hours of play
1e2 123 23.6 11 10.1 134 21.3
2e5 232 44.5 55 50.5 287 45.6
>5 166 31.9 43 39.4 207 33.2

Genre of game
Sport 179 34.4 16 14.7 195 30.9
Action 123 24 27 24.8 150 23.8
Simulation 43 8.3 23 21.1 66 10.4
Strategy 41 7.9 11 10.1 52 8.2
MMORPG 119 22.8 13 11.9 132 20.9
Mini-games 16 3.1 19 17.4 35 5.5
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variety of gamer profiles in the videogame world (Juul, 2009).
Learning what kind of player profile is drawn to which kinds of
games and gaming styles can shed light on where and when
problematic attachment to videogame play is likely to develop.

Style of play is an important aspect of understanding video-
gaming behavior (Feldman, Monteserin, & Amandi, 2014). Players
with intensive gaming styles have different skills and behaviors
than novices and casual gamers because they are likely to possess
greater gaming-related knowledge and experience, and therefore
know the roles and rules of the game better and develop more
game-relevant abilities. Intensive gamers are also more likely to
report feeling that videogame play is an important part of their
identity (Adams, 2002; McCreery, Schrader, & Krach, 2011; Zhong,
2011). However, not all people who play videogames consider
themselves “gamers” (Duggan, 2015), and this distinction is
important in understanding the role that games play in a player's
life. For example, unlike intensive gamers, novice players are
motivated primarily by the desire for diversion, relaxation and
entertainment, and are less likely to identify with the game on a
deeper level. Understanding the motivations behind videogame
play and the sociopsychological characteristics behind the moti-
vations is important for predicting and studying problematic use.

The study on videogames has revealed that passion and
impulsivity are important factors in gaming behavior. Vallerand
et al. (2003) designed the Dual Model of Passion, defining passion
as a strong inclination toward an activity that is liked, is important
to the individual and inwhich time is invested. Themodel identifies
two types of passion - harmonious and obsessive - each associated
with different outcomes and experiences (Vallerand et al., 2003,
2007). Harmonious passion is caused by the free acceptance of an
activity which is in harmony with other aspects of the person's life.
Obsessive passion is an uncontrollable urge to engage in the activity
with a rigid persistence that creates intra- and interpersonal con-
flicts (Vallerand & Verner-Filion, 2013; Vallerand et al., 2007).
Harmonious passion contributes to raising the game performance
and enjoyment of the game (Przybylski, Weinstein, Ryan, & Rigby,
2009) while obsessive passion favors a disordered pattern of play,
more tension after playing and less enjoyment, along with negative
affect (Lafreni�ere, Vallerand, Donahue, & Lavigne, 2009), and the
difficulty to regulate time spent playing (Fuster, Chamarro,
Carbonell, & Vallerand, 2014).

In the attempt to understand the player profile, impulsivity has
also been studied in relation to videogame play (Choi et al., 2014;
Collins et al., 2012; Metcalf & Pammer, 2014). The general the-
ories of impulsivity have to do with the tendency to act without
forethought and the negative consequences of that behavior
(Eysenck, 1993). Studies suggest that impulsivity influences risky
behaviors, such as pathological gambling, in that players cannot
resist the impulse to gamble despite negative consequences for
themselves and their families (Blaszczynski & Nower, 2002;
Maccallum, Blaszczynski, Ladouceur, & Nower, 2007). In video-
game research, it is suggested that MMORPG players have low
dysfunctional impulsivity (Collins et al., 2012), in contrast to the
action game players who have higher dysfunctional impulsivity
(Metcalf & Pammer, 2014). However, more research is needed to
support and elaborate on these conclusions.

To Dickman (1990, 2000) the consequences of impulsivity are
not always negative. The author proposes a multidimensional
model of impulsivity based on the relationship between functional
impulsivity, dysfunctional impulsivity, and cognitive functioning.
The way the two types of impulsivity interact in the context of
making quick decisions determines their consequences and the
individual's response to them (Maccallum et al., 2007). Dickman
(1990) describes functional impulsives as individuals who are
willing to take risks, make quick decisions, and have the traits of
enthusiasm, adventurousness, and higher activity. They are prone
to making errors due to faster processing times, however, they can
take advantage of this processing style and performance accuracy is
often higher overall because their sheer output of responses is
much greater (due to faster reactions). In contrast, dysfunctional
impulsives are characterized by less conscientiousness and more
disorderliness than functional impulsives, and while they have the
similar tendency to make quick decisions and errors in the pro-
cessing of information, Dickman (1990) suggests that this is the
case because they are unable to carry out effective slow and
methodical processing under stress.

Considering the arguments above, the specific objectives of this
study were twofold:

1. The first objective was to analyze whether it is possible to pre-
dict the intensity of play and hours of play according to passion
and impulsivity, controlling for age, gender, and type of game.
According to Fuster et al. (2014) it is expected that both
harmonious and obsessive passion will predict intensity and
hours of game play. According to Metcalf and Pammer (2014)
dysfunctional impulsivity will also be a predictor of the two
measures.

2. The second objectivewas to predict the preference for MMORPG
vs. non-MMORPG gaming according to passion and impulsivity,
controlling for age, gender, the intensity of play and time spent
playing. According to Fuster et al (Fuster et al., 2014). it is ex-
pected that both harmonious and obsessive passion and func-
tional impulsivity will predict MMORPG use. According to
Collins et al. (2012) functional impulsivity will be a predictor
of MMORPG use.
1. Method

1.1. Participants

The study participants were 630 students from the Universidad
de Ibagu�e and the Universidad de Tolima in Colombia (47.6%) and
the Universitat Ramon Llull in Spain (52.2%). Of these, 82.6% were
men and their average age was 19.53 years (SD ¼ 2.43, range
16e31) (Table 1). All participants were active gamers over the past
six months. Participants did not receive any remuneration or aca-
demic incentives for their participation. Students participated
voluntarily and signed an informed consent. The confidentiality
and anonymity of responses was guaranteed. Students answered
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the questionnaires in class and took about 15 min to complete
them. The Institutional Review Board of the FPCEE Blanquerna
(Universitat Ramon Llull) approved the study.
1.2. Measures

1.2.1. Demographic information and videogame usage habits
The study collected information on the participant's country of

origin, gender, type of preferred videogame (sport, action, simula-
tion, strategy, mini-games and/or MMORPG), time spent playing
(number of hours) and self-perceived play intensity, on an ordinal
scale ranging from 0 (rarely) to 4 (always).
1.2.2. The passion scale (Vallerand et al., 2003)
The version used was the Spanish one utilized by Fuster et al.

(2014). The instrument contains two subscales of six items and
five criteria items. The answers were presented in a Likert scale
from 1 (strongly disagree) to 7 (strongly agree). The first scale
assessed harmonious passion (eg. “This game reflects the qualities
that I like in myself”) and the second evaluated obsessive passion
(eg. “I am emotionally dependent on this game”). The test items
examined the extent to which the player likes the activity, values it,
devotes time to it and considers it a passion, as well as the level of
attachment the player has to the activity. In this study, Cronbach's
alpha coefficients were adequate (harmonious passion a ¼ 0.84;
obsessive passion a ¼ 0.78 and passion criteria a ¼ 0.77).
1.2.3. The impulsivity inventory (Dickman, 1990)
The scale was validated in Spanish by Chico, Tous, Lorenzo-Seva

and Vigil-Colet (2003). It consists of 23 items of which eleven
evaluate functional impulsivity (eg. “I'm good at taking advantage
of unexpected opportunities, where you have to do something
immediately or lose your chance”) and twelve evaluate dysfunc-
tional impulsivity (eg. “I often say what comes to mind without
thinking first”) in a dichotomous (yes/no) response format. For
functional impulsivity a ¼ 0.77 was obtained and a ¼ 0.76 was
obtained for dysfunctional impulsivity.
1.3. Data analyses

Descriptive statistics were calculated for gaming usage habits
and gender differences. In order to obtain the effects of passion and
impulsivity on a player's intensity and playing time, controlling for
the socio-demographic variables and habits of gaming, two hier-
archical regression analyses were calculated in which the socio-
demographic variables were introduced on the first step, followed
by gaming habits, harmonious and obsessive passion and, finally,
functional and dysfunctional impulsivity. To analyze the effect of
passion and impulsivity on the style of use, a logistic regression
analysis was calculated with the same predictors as in the hierar-
chical regression analysis.
Table 2
Correlations between the hours of game play, intensity of play, passion, and impulsivity.

M SD 1

1. Hours of play 4.63 2.52 1
2. Intensity of play 1.8 1.3 0.25**

3. Harmonious passion 15.47 7.21 0.27**

4. Obsessive passion 8.12 4.01 0.19**

5. Functional impulsivity 6.48 6.36 -0.00
6. Dysfunctional impulsivity 9.95 1.46 0.33**

**Correlation significant at 0.001 bilateral.
2. Results

Table 1 presents themeans, standard deviations and frequencies
of socio-demographic variables and playing habits The total num-
ber of students spent an average of 4.63 h a week playing video-
games (SD: 2.52); 45.6% played between 2 and 5 h aweek and 33.2%
played more than 5 h a week. The sports games were most
preferred by the sample (30.9%), followed by action games (23.8%),
then MMORPG games (20.9%). When comparing menwith women,
it was found that men spent more hours playing videogames
(c2 ¼ 10.00 (3); p < 0.001), played more sport and MMPORPG
videogames and less simulation videogames and mini-games
(c2 ¼ 64.65 (5); p < 0.001). However women perceived their in-
tensity of play as superior (F ¼ 18.36; p < 0.001).

The correlational analysis (see Table 2) shows low positive
correlations between hours of play and intensity of play, and also
between hours of play and harmonious passion, obsessive passion
and dysfunctional impulsivity. A high correlation between intensity
of play and dysfunctional impulsivity was found. Obsessive passion
is correlated to functional impulsivity and inversely to dysfunc-
tional impulsivity. Harmonious passion does not correlate with
either impulsivity. Correlation between both impulsivities is low
and negative, providing evidence for their distinction from one
another.

The results of the hierarchical regression are shown in Table 3.
For hours of play as the dependent variable, gender, type of game,
obsessive passion and functional impulsivity variables did not
contribute much to explain variance. Age, harmonious passion and
dysfunctional impulsivity accounted for 46.5% of the variance.
Younger age, harmonious passion and dysfunctional impulsivity
were related to playing for a longer time. For intensity of play as the
dependent variable, type of game, harmonious passion, obsessive
passion and dysfunctional impulsivity accounted for a 66% of
variance. Playing MMORPGs, experiencing passion and having
dysfunctional impulsivity were related to the self-perceived in-
tensity of play.

Finally, a binary analysis of logistic regression was conducted to
identify predictors of the kind of preferred videogame, where 0 was
non-MMORPG and 1 was MMORPG. Age (OR ¼ 1.14), time playing
(OR ¼ 1.00), harmonious passion (OR ¼ 1.08), obsessive passion
(OR ¼ 1.05) and functional impulsivity (OR ¼ 1.29) accounted for
80.5% of the classification. According to these results, MMORPG
players tend to be older, dedicate more hours to playing video-
games and possess functional impulsivity, harmonious passion and
obsessive passion (Table 4).

3. Discussion

In the present study, the influence of the different types of
passion and impulsivity in videogame playing time, intensity of
playing and type of videogame preferred was examined. Results
show that men prefer MMORPGs (Collins et al., 2012; Fuster et al.,
2012; Li et al., 2013), sports games, and competitive online
2 3 4 5 6

1
0.13** 1
-0.03 0.42** 1
-0.09 -0.004 0.17** 1
0.64** -0.005 -0.16** -0.13** 1



Table 3
Results of the hierarchical regression analyses of the predictor variables about the hours and intensity of play.

b t p R2

Hours of play 0.465

Predictive variables Gender -0.03 -0.09 0.93
Age 0.03* �2.23 0.022
Type of game 0.08 1.58 0.11
Harmonious passion 0.17* 3.26 0.001
Obsessive passion 0.16 0.67 0.50
Functional impulsivity -0.01 -0.90 0.37
Dysfunctional impulsivity 0.38** 18.36 0.000

Intensity of play 0.661

Predictive variables Gender -0.003 -0.82 0.40
Age -0.07 0.77 0.44
Type of game 0.05* 2.26 0.024
Harmonious passion 0.11** 4.20 0.000
Obsessive passion 0.02** 3.88 0.000
Functional impulsivity -0.03 -0.03 0.97
Dysfunctional impulsivity 0.62** 9.63 0.000

Note: * ¼ p < 0.05; ** ¼ p < 0.001.

Table 4
Results of Logistic Regression Analysis for MMORPG vs non-MMORPG preferences.

Variables B S.D. Wald df p OR CI 95%

Gender 0.14 0.35 0.16 1 0.68 1.15 [0.58e2.26]
Age 0.13* 0.04 9.58 1 0.002 1.14 [1.05e1.28]
Intensity 0.19 0.11 2.82 1 0.09 1.20 [0.97e1.50]
Hours 0.001* 0.001 3.92 1 0.048 1.00 [1.00e1.00]
Harmonious passion 0.08** 0.02 21.28 1 0.000 1.08 [1.04e1.11]
Obsessive passion 0.05* 0.03 4.08 1 0.043 1.05 [1.00e1.11]
Functional impulsivity 0.26* 0.08 11.24 1 0.001 1.29 [0.95e1.50]
Dysfunctional impulsivity -0.001 0.02 0.001 1 0.977 0.999 [0.95e1.05]

Note: * ¼ p < 0.05; ** ¼ p < 0.001.
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videogames, (Ratan, Taylor, Hogan, Kennedy, & Williams, 2015).
Women tend to play for entertainment and to pass the time (Ko
et al., 2005) and prefer videogames involving simulation, strategy
games and mini-games.

Intensity of play was predicted by obsessive passion and
harmonious passion whereas time spent playing was only pre-
dicted by harmonious passion. This could be the case because
people experiencing harmonious passion for an activity perceive it
as an important part of their lives and self-concept, thereby they are
more likely to play for a longer time and in a more intense manner.
On the other hand, obsessive passion may be more indicative of the
psychological state of the player and how much he invests of
himself emotionally while playing, and may not necessarily be
indicative of the amount of time spent in the game. Obsessively
passionate players may ruminate more on the game while not
playing it or feel overwhelmed by the emotions stirred by playing,
therefore gaming in shorter bursts. More research is needed to
explore the relationship. Playing videogames represents an
attractive and important activity that meets players’ needs for au-
tonomy, competence and relationships (Vallerand & Verner-Filion,
2013) and interest in the game for passionate players has been
show to lie in achievement levels and scores (Fuster et al., 2014)
among other motivations such as enhanced self-perception and
social needs fulfillment; therefore, the presence of both passions is
expected with videogaming. However, as the Dualistic Model of
Passion postulates, different types of passion for an activity means
engaging with it in different ways (Fuster et al., 2014; Stoeber,
Harvey, Ward, & Childs, 2011; Wang & Chu, 2007), and as the
current study shows, one of these differences is in the amount of
hours spent playing.

Results also showed that dysfunctional impulsivity is a
predictive factor of hours of play and intensity of play, whereas
functional impulsivity is not a predictor of either. This suggests that
gamers who invest a lot of time playing and who play more
intensively are likely to be less conscientious, have the tendency to
make quick decisions and errors, and also to have difficulty with
slower, more methodical processing when under stress (Dickman,
1990). It may be that individuals who have these characteristics
related to dysfunctional impulsivity are more drawn to video-
gaming because gaming: a) may provide a reinforcing outlet for
them that other activities involving slow methodical processing
(such as academic ones) do not provide them with; b) may reward
their dysfunctional impulsivity in some unique way thereby mak-
ing it a strength in the context of the game; or c) may serve a
stronger compensatory function for them than for players with
lower dysfunctional impulsivity or higher functional impulsivity.

Regarding the second objective, to predict the preference for
MMORPG games according to passion, impulsivity, gender, and
time and intensity of playing, our findings show that gender,
harmonious and obsessive passion and functional impulsivity
predict the use of MMORPGs. The lack of a relationship between
MMORPGs and dysfunctional impulsivity may be because the na-
ture of MMORPG games is not as rewarding for dysfunctional im-
pulsives as other types of videogames. Many non-MMORPG
videogames are often focused on fast action that takes place pri-
marily in the present, requiring little planning about consequences
and the future of the game's storyline. It is possible that the short-
term rewards and immediate gratifications of dynamic non-
MMORPG games such as shooter games are particularly reinforc-
ing for players with deficits in inhibitory control (Hall & Parsons,
2001). Possibly the ongoing quest structure and community/
teamwork design of MMORPGs appeals to a more adventurous



D.X. Puerta-Cort�es et al. / Computers in Human Behavior 66 (2017) 122e128126
player profile characteristic of the functional impulsive but not the
dysfunctional impulsive. MMORPG type videogames require im-
mersion in a fantastical community and engaging in adventurous
risk-taking to progress successfully through the game, which is a
behavior in which functional impulsives are skilled (Dickman,
1990). Also, although age was a significant positive predictor for
the preference forMMORPG games there is a strong possibility that,
if participants were older than 30, agewould cease to be a predictor
because older gamers typically tend to prefer casual and mobile
games due to job and family responsibilities which make free time
less available (Juul, 2009).

Although some characteristics of impulsive individuals such as
deficit in attention, lack of reflection, insensitivity to consequences,
delayed reward discounting and inhibition of impulsive responses
have a role in addictive behaviors (Crews & Boettiger, 2009;
MacKillop et al., 2011) the study of impulsivity can be difficult
because researchers use different scales. The three measures most
used in the study of impulsivity's role in technological addictions
have been those of Dickman (see Collins et al., 2012), Barrat (see
Choi et al., 2014; Gentile et al., 2011; Metcalf & Pammer, 2014) and
Whiteside and Lynam (see Billieux, 2012; Billieux et al., 2011).
Despite the scales' differences, our research suggests that studying
the different kinds of impulsivity is useful to understand why
MMORPG players are different than other videogame players and to
examine the progression from casual to problematic play, in com-
bination with other characteristics such as harmonious and
obsessive passion. These results are in line with previous findings
about the role of different types of impulsivity on shooter games
(Metcalf & Pammer, 2014) and strategy games (Bailey, West, &
Kuffel, 2013).

From the comparisons of the predictive models on intensity,
hours of game play and MMORPG vs. non-MMORPG preferences,
results suggest that passion is a strong predictor for relevant di-
mensions of videogame use and that it is important to differentiate
between adaptive (harmonious) and maladaptive (obsessive) pas-
sion in order to evaluate gaming behavior and consequences.
Regarding impulsivity, most studies suggest that it influences risky
behaviors such as pathological gambling (Billieux et al., 2012;
Blaszczynski & Nower, 2002; Maccallum et al., 2007), mobile
phone addiction (Billieux, 2012) and Internet addiction (Cao, Su,
Liu, & Gao, 2007; Meerkerk, van den Eijnden, Franken, &
Garretsen, 2010). However, in evaluating its relationship with the
use of videogames the results are inconclusive. Our study suggests
that excessive play is more likely to be done by dysfunctional im-
pulsives whereasMMORPGs aremore likely preferred by functional
impulsives. However, the relationships between self-reported
impulsivity and addictive Multiplayer Online Battle Arena
(MOBA) game use are not yet clear (Nuyens et al., 2016). Other
variables associated with the gamer, like passion and motivation,
and the game's own characteristics (e.g. MMORPG vs. first shooter,
and even the specificities of the individual game within those
broader categories) need to be considered in the effort to explain
why certain players develop problems associated with gaming.

That being said, research supports that MMORPG players have
lower dysfunctional impulsivity (Collins et al., 2012), and action
gamers have higher dysfunctional impulsivity (Metcalf & Pammer,
2014). A possible explanation for this is that in MMORPGs,
dysfunctional impulsivity causes a disadvantage in respect to other
players and does not permit excelling in the game (Collins et al.,
2012). It has been found that one of the main motivations for
playing MMORPGs is socializing (Fuster, Carbonell, Chamarro, &
Oberst, 2013; Yee, 2006a), and the social design of MMORPGs
may be more rewarding for players with higher functional impul-
sivity and lower dysfunctional impulsivity. However, the
complexity of MMORPG indicates that other variables are also
relevant for understanding problematic use. For example, another
proposed explanation for the development of negative conse-
quences due to videogaming is identification with an avatar and
preferring the videogame world over the real world (Carbonell
et al., 2012; Smahel et al., 2008).

When discussing “excessive” or problematic videogame use, it is
important to understand the reasons for play. Some videogames,
such as eSports, are a competitive activity where professional
players spend many hours training in teams, go to competitions,
and even earn money. In this case, the high engagement with the
activity is more similar to competitive athletics than to addiction
behaviors. Charlton and Danforth (2007) therefore propose the
term “high engagement” for this kind of videogaming which may
be more appropriate than “addiction”. Other reasons for play
include wanting to make friends, emotional escapism, stress
reduction, boredom alleviation and experiencing increased self-
esteem and autonomy (Ferguson & Olson, 2013; Olson, 2010; Yee,
2006a). Understanding the motivations behind the hours and in-
tensity of play in a problematic user will put the behavior in context
and thereby facilitate the development of a treatment plan. The
evaluation of type of impulsivity could also help identify players
who are most at risk for developing problematic play and cognitive
rehabilitation for dysfunctional impulsivity could optimize the
treatment for problematic videogamers (Pedrero, Ruiz, Rojo,
Llanero, & Puerta, 2012). Dysfunctional impulsivity, as seen in
drug addiction, is partially reversible and corresponds to the
duration of abstinence and improving associated psychosocial
problems (Bankston et al., 2009; Bates, Voelbel, Buckman,
Labouvie, & Barry, 2005).

This study has some limitations. The first is the low sample of
female videogamers, as seen in other studies (Achab et al., 2011;
Billieux et al., 2011; Campello de Souza, de Lima e Silva, & Roazzi,
2010). The second limitation is that there were no adult partici-
pants; the average age of videogame players is increasing, therefore
research on videogame play should aim to study the older de-
mographic as well as the younger. The third limitation is the low
proportion of variance explained by impulsivity. It is therefore
recommended to interpret our findings with caution. Another
limitation is that we have not included a sample of videogamers in
addiction treatment and that we have not identified addictive
players in our sample. Finally, university students are only a part of
the videogamer population (Achab et al., 2011; Collins & Freeman,
2014; Fuster et al., 2014), therefore our university sample is not
representative of all videogame players.

In conclusion, despite the limitations, our study's findings
contribute interesting insight on the role of impulsivity and passion
in the videogamer profile. Different types of passion have predic-
tive power in different aspects of game play such as the game
player's hours of play, while the presence of both types of passion
are predictors of intensity of play and MMORPG preference. A
higher level of invested hours and a higher intensity of play are
associated with dysfunctional impulsivity, whereas preference for
MMORPGs is associated with higher levels of functional impul-
sivity. Utilizing these insights about the different types of passion
and impulsivity in videogamers' playing habits will assist in a more
accurate development of diagnosis and treatment procedures for
problematic videogame play.
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