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ABSTRACT

In this study, we tried to find out various characteristics of adolescents’ computer
game using out of functionalism. We used in-depth interviews to 18 adolescents to
investigate what they think about games and how they use games. Adolescents showed
positive perspectives and had mature attitudes to games. Games are leisure activities
which can be carried out only after finishing homework, the fiction which is less
important than the reality, something that needs proper restriction. Also, peer group
strongly affected their game using.
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[Table 1] The status of the interviewees

educational
background

B

game using gender
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deschooling
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non-users
females

deschooling
middle school
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high school

light
users
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game high school

users

middle school
males

high school

heavy
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TO|T(O|Z|Z TR |— |~ |Z |0 0|=| >

N

-

rlo

oo 4o

3. o7 2

3.1 A2l 2joj

3.1.1 CHetol gl= wedet

2
X
o £
9
X
juies

rlo
=
2
e
e

r

Folgha gyt
Abell AT Z=AE dide] 50% o]l
dow FAFEHAYS AFATH22],
TEAY 99 of7teEol

AP A RS

¢
fo

ol 4y Lo

B
L

o A BN
&

R )
L o
fe

2
N
il
2z
£

}6],

t}

)

Beood bl

—
—
Do

3

p

>

ojft

o o]

Jo
il
s
32

B v RE skul A F

1y h o 1
[16,17].

b

HYS o7t2 &2Ch= 7 AHe HEE Zols
7| W2ol2P 2ok Y Eolshs 2 ® HW
Z:

mf2of Aetttn dASIAER. =M HE &

ol

Il

(HadoH sol2sh Moin 4zise. Al
| & NS

=
Ll

rlo

=
o - oa
A Fe oie Ass27) golp Aakst

| = ey

i)
X

1>
2 ©

.—ﬂ‘}..o

oo
M
o
(ot
lo,
N
olr
g Mo of

)
o,
o2
i
o

[>
[t
=
>
o
B
lo, EE

g.ﬁ_ll
T

Ir
N
xe
0
N
©
X

offl m1o rLood
=
o
of
2
QL
rir
>
Rl

ol
ol
H
=

o Ao
ot
o
>
1>
tjo

=
N
N
o
BN
L)
32
ol
o
o
oy
o
o
i r\r
=5
il
1
:OLL

,19,20].

X
N
=~
R
O
a

of ahi= YAle

o)
Ao g HQlth

LISt A Qo] ofzteld], L FHoj U= Al
2HE2 I JHX|1 2| MotE W2t si¥ot
AdsiM R Eel?’ st WEeR ZeiH,
MZio| == XL ‘0| JIX|m ¥ H 91
ofo} (B)

HY =0l SHEEOIRH A A= A

A oM @S0l s Sheot.

m

E[Lp??

S a3

Zhh thEol| Bo] (B7RI0IR). B)
Held Wis 2= & 0Z si2l2l ol ok=zo|
=1, HASIH T FotR. F|sui-- &ETE
o) Sol= 2, dF e 2L 22 A =

&2
ie)
fO
]
)
X
]
m
W
inl
H
7]
ro
2
my
ro
N
.

J
0
i
r

Journal of Korea Game Society JKGS | 109



CBEIEE

L
e

43

[e)
pid

]

o

3

b

o K N T B B

T T o " G TR - -
TEEB ISR T W O T2 %%_._n_q_ o w W oo T .wrmH_m ou_ia
T I -l ¢ ® 5 Moy X e o R

A T —_ ' - o= LS e - ol =
ﬂ;ﬂmﬂammﬂor WL T © T O g T %_5
W T T B P g T oo X T X o PR AT T m T y i
B w T = = 5 ® e TR AR " o
T = R ol 1o E - XN 0 H oy
i A WM R RGN B A
o e TR g <35 =) ° B o o
ﬂ&eﬂﬂﬂwm@“o .__._.o_.mJ_w.A_ ||_ro+.,_ul_u_ ﬁﬂwi@ﬂ%i% o K
JEEAZEITZY  Sauy =¥ig EFeETLIe mi g
! T I.I_|_ - mL\ o IFﬂ R _.;_”_D Tl
V=g L L SEEET SRS g mﬁm_n
U = 0 mo T ol Tl w . 0 — g R
Eﬁmﬁﬂw%ﬂwuﬂ _,Aﬂo@ oﬂn._.x;mx_ _n_.u.mu_.ﬂ NEﬂMoATé.Lm% .._..._x_WE._ﬂ._
- R o T oae O A D =R B _ oo of o ol oo
TSRS PSR ® Tl T o 2d° x
< N S N TX_swmynn PwL AL iy T30 %3
N T X230 g TETLNEwm SarEs

w oo W% E T VST i B T AH o T ) W oo <0 — 4 ol
oo - XL X Wﬂ_uwu.h_.uL_ln_Vn_m Doy BN OS¢ o
_ mE o) T oo OF _ E Rl X 2 & o 58 2 3l bk T & R — =0 — =1 nl
X L~ o X = R o o)) Xq <X @ o 1 ol of)
X o) o= X _ X & S - & T = i sy = = B = o =
T & g X T = ol 10 io H ml o T o o T T L KRR
o me L R0 gr o nt — xR 2T =
S NG T ® 8 WO RlH LU o T T . nooR J Al M
- By s e - S B s = N K lw ol T
< o Jo W R 7 G o ar o ~ ~ Al K oy <
< ek wwE N RE®R®E ™R LS WUoR rE A g
o B PN T _ n MR - CE <4 B
_®m M X T M Wg - - =T 2 @ U ) ®
T Mop B r=og wo MyHF B oof W B
Mkdﬁii_s7dr.o 7o“_|_._.._|7 .N R.Ww? Mﬂo_u &H Nl_ﬁ
r oy 0 eyt .ol c = I o o = O
LE8F2aexZ  dEZH AR 2o943% LTECS &
]Eﬂﬂmumuo]uqou}ﬂr ﬂvumr_u“__ﬂ_ u._ao o .3 o o 1__/|E_zumme _ iy
SR~ TS ,ET 2°° %X ggEguggur® FE_y,o E T2
° Y - = L 3 = = =3 =
ﬂﬂrﬂ%ﬂ%aﬂm% M2y woﬁ_&z_m____t@:u %M%Qm D
on M WOR o = = ol 2 Moo © Tl L So oF ol o) X
TER S =% 2 x Romg UWIaR I FTFTagw T ous
G = ErCRXT Y Z2Epik S w_@m _g@on P T
TLEETNPF L 8% 2 8%y RpgzxrR_ _STo ZoaowodW o om 4y
TR0 S o X o= ol £ I | — > N o il oK oo of — O
m — 2o O T ==zl RN R - S - =T o % = e
»i = X _ﬁﬁ ,m..ﬂ o = N = o_n =~ = T 3 m0 ol o0s o Lo 0 ) W2 -

o R el E el gTfrl PCUEE a4l 4 =¥l oH
ST e L me o T SUHELN RIDO _dgh =42 4 7
e 3 A~ ~ I M= - ol < o T = K ol RO Mo 0l WE
= O my ,A...ﬂ .UI - O_H 0 0 _.__E w- —_ \n:)v N T <0 |ro - = < n ° - ,A...ﬂ o
bW & T Mol w KM ©Sg L H BN g B N o
- L WeET o Mmard N gga S o = E o Ch
G o W o (llmmmmo Ll.__._._o ol & x 3l £ o A s o
o wo o MY < oo P mTXT3S UM g3 3 TLEsFT o T
AN ol R R R TR AR W oo B

f{7t =0| c}

o

ch 20|

& %7

3

I Aae] A

110 ] Journal of Korea Game Society 2013 Jun; 13(3): 105-120




— What are Computer Games for Adolescents?

It g, L)

R R C T o 4 o . "W AT W R T oo X o R
mw s TFyx Ho HAHgdx Ao RE W T MWW W R T W
cEm @T® L RFPTA gy ﬂ%%%%%éﬂﬂumﬂ
o 7w T TN G o o = AN KF WE P ET F B T
T B e ® R Sg Wz xme ll ®g B YR T W NW R
TEI_ %4 r Tm oxEoVk . R A
u.,ﬂﬂar_,@éa. < nes K m_&%m EM%M@A%%I%MW
oW x oh = CI S =) D . T O om 9 = o R N
Te _wh=i XZx BEsIT LR S U N = N
T X ss o o) Sga YELod-=RREEL
=T iR E e SRS sfgTIsE PTG
-~ 5 nom o of S 2 < 0 o XO
oﬁqﬂaﬂﬂmmﬂ g d malm.cpummoa R ﬂﬁ?wfﬂo%%M%ﬂwﬁw
— B o W = ~ O o — RO _ = = - T w N ol o © X
e Uyt dEemge o KRNI oo Hg o T &g ® g
) ™ ok T3 = . 0 = ) o) X
b X; of- =0 6% f{ll ol ) ay = 3N e °
%kar%ﬂr% . S He o a = [ ﬁﬂ%&ﬂiqﬁmﬂ%%%
= N &ﬂxﬁx T 0 & ,E|_“_.@.D|._\_Ho|_um_._ﬂ A mwl;ﬂ%oﬂﬂﬂugmﬁurmoT
=Py pombzeore _Tox T oo o %
FEEPLY paml-oRRda4ny TETC R
g X W° | = = S 3 1 ~ - e m oF T
Fiﬂﬁo%ﬁ jo clgyHzTTEM 4K au%v%drmc.ulﬂsﬂ%%
o m CxEY MHeR _ocmz @8y ®TTHa0 s Ly " X0
° o T T W 2 gl @l oo M o T N DT e T T
T oMK T T TR KB MR T ol 4 o
= o TR M R A AR W W Em o w o)W H i - - N W o
BB A g PTR LT R W TR o we i oot @ o
o 5 a ﬂm.ﬁmoﬂo#ﬁﬂaﬁ%a_ noﬂawmni _J_%___EO___ T o ﬁ? ) do
- ~ 0 N 3 B — TR = = < =
xR T I Y < - - B T o= Y Tl oenNH W W
02 BT T E s T w o Ak of ol LW ool D A
i ' [ = il ™ = = =
ol W._ i_.zlﬂ,] _n&uorq%_@ﬂ wjr nnmum_w O||,)H.Ju_.._ X N B
o = & oL o DRy F o =) o BT B T N = < o m - "
K .__|..M_ n o Gl x o el W w_lﬂ_l o T o= ol fo ._.Mm. N .__|__._ N M 7o T H T o
&1 of H| el oF o ﬁ]T T A =N =) I o Lo,_ ﬂ% o= = = o i - Wru_ mA=_ oo
2y o Tl dbNMERL % LT oy s w2 aTd W N
Tor = 0 —_ o ~
T P e P o W E N ® ST . I N
i == = X o B! T X lo ol Hj 1 = 3 oo O - 0l 0 =
an oL S A 7 o) of W mw <o N;Em__m.foﬂ% 33 i
<3 TN 2 T T RE G o®O_ 5P W "
W w5 Tl TR g Ex wR g dBgToo@m g Y T
SRS 4 5 W — P E 4T o ™R B = O W B35 o W o] =
T o o4 PR Mo o T e 7oK (I D i L (N e
L.H o | —n 1:1 N iy EE ° iﬁ ‘q .ﬁ o o <X = 4V o3 < oll Bl = —~ N UT
o o8 By W R oL me N T _ T opddep®x B_oSXgipT MTo T
- W X =% m.%ﬂ?]ﬂVmui - Zo B w __oMo__:quu . oS
VR s o RERATOLNT YN Mmoo g Ko S FTKK T
=) ~ O |y %o 75 = RO o 1 B = o Wixr=x 0ol il 15 3 & - 4
=il ol — - ) Jxe o F X X9 Mo oy o — _ ol T mo 2@ RN =
ob &y oll il ) =3 R o = 3 W o m KX H = = .-~ 5 K ol ol T _
RVNma 4 g omgel amE s wTew  SBEOOATD AT N s
m < oF RO U T ST ON T oo w B B K < s H o2 < XK S o T l~a
N~ AR T T R w Ao MoE R R I

Journal of Korea Game Society JKGS | 111




CBEIEE

L
e

15t

e e
_ R oo RPN - o %o
Mo LW @ i o HE ®=WE W3 o B
o o8 of M nw = P e T N T Kit ol o A~ 0% o Mt 3
o <u == po g% ok 2T ]| - Bl N
ol M o Ny — o=y N M 5
— i M o g o o ol 50 ™= " N oH ~
o ml T Al W 7 do R = = _._._@._E ~ [S) ol —— _ = N
ok =F ] X 1) i I~ = o X Wo 2 w0
ol ™ - ol ~e I R < N3 H DR I "
I o 0 . N BRI J TP oD e
[ N R ) B o N % g <<y M N s M
Kofo kX E PR o B B ey DH Az
i s K > N o F o _@xTupds = E
- MK —_ o X = ol . Wi 312 _ = —
g T < PR TR oS~ H T o &
nr_ﬂlﬂu)__.__.)u“muu_._n_ o H%@Eﬂﬂﬂr n_7o”*o|_umh_.._om_sn:/ulr._|ﬂm i =
R Hy A M e Lo w KMWNE S ® DT gy N
Yo sd=ng S20PFLes FHlgochamdw R B R
B EEYFIRE L8 8y w¥cH2T 0Ty D <
S — b3 I~ 7 0 g RO R o = N F o 0= -
m < o~ T o 2 2 - Mm TR ow a0 of M o 8w HEZ o o 5
N omaplks T XY~ ux Mz o ® ol i X g
BAd g S ER FThoE jjmel EZHs8 5wz ™
M@ TSy = 7z = I LU S A 4 "
Uo = & &) 98 fo . Mo T T©DT o 'R -Ram =< 4 °
O_L_ll_ ] o) = ‘:L — ||__| o S ol m = ,Zo]r‘_
How "mkY o w3 d % <AgdF gWRDS P
o o = J o Ao = o R B oob o o Ki ~ ol = o o T
T e T T W o
W s N B ook T T e A% S M Ea= Bowe Mmoo o T oo T
" . o %o 1o ~ o ol
%_moﬁ_c_tﬁ%ﬂﬂwz_t I S T ﬂmwbﬂw«_ﬁ%%
0 Ly — = L = N iy Nl T = = JJ = XK 0 oo A0 T
I T woERRE TE o PN 4R
e o= . K & B o = ; _ 2 % T 4 o
_Lmo@uorurmrwzyg%vr. e [y =S g BT
B o g¢ o — T oA WE = nd ° © o ol = T o W o o H "
A L CIE i T = Ko o - TSR P
I U TR T, s o PR - gt 5
ﬁMﬂoﬂ%@rAﬂmﬁwﬁEwﬁ% L ﬁE_“d____m C e DT %
= T - SR . B R (- TR Mg W T ok
HTW_M%%W%Q%H%@ME %1 J_H_,L:.mw Maﬂfr%mwmﬁ,%ﬁ
R LN = < ; - — W o oo
TERTH N Ggr N cx Zd ZR g R B g ok B
ROT W E g N B Kooy 00 L (S G |
Ex moo s e S Ny wadWA s g o = o
T K W R RN o K mo oﬂ mmm o o = Wo " ~J = MW 2 oo % wjr w T T # o_#n
— G SO S o - W< . o1 P X
%%Mﬂr‘o%.@%m.%m% __oe_n_MuT_A_JEn__u_ﬁ mLMmHmﬂpmuﬂouﬂLW
X0 X o o —~ ' ofl —= - e A i
%w,,ﬂwm%moawer%a;_a% SR TN F W Ey S <
ﬂ%]%ﬂ%%fﬂﬂomﬂafﬂ uolkgl__uw_m_m.ﬁﬂ m B W .Eowaaﬂ
o N No o R Mo = T KON RS o TR R W o) R o o
oy PRy ps E R mw w4t B S
Gl T T N e T o o X I 7o [N B o~ I3 e
R HRHER T AW T P g AT H R DT

Z

Ak
il

o] Faylel

i
112 Journal of Korea Game Society 2013 Jun; 13(3): 105-120

Pl o

3}

o/



— What are Computer Games for Adolescents? —

e gg
GAANAY A4 e Al AeE PET gl
(1,131 e} of dApelne 7lEe] daay
A A em F5 w289 Aae) 75l
AdEGA WS Fad ouE A Al
Cllelg Sah 224 2 o
S ofvlo A2 = UL, HstH ofSo| F

e RS (D)

L7t SHFE MEE AHe Zo

Sesiole. Ms= 93 2n aek, 2
[

H A2 ZSsiHM EHA SHM AL SOz
H £ U7 St (P)

[e]

o
o

o
B =

gade] 80% ol/dol A
A= Ade ‘cﬂﬂ
kel &3 diF
91‘3]2&‘3}[12]. o
olop71E s,
7 Abde 2 A .
PEEHZ“;WH el glof A

o]

]I
L;e_
py Lo
-4
T
o

o 3
:<,)1:4
re
o
st

>~
>
i
rlo
Loy

R
oo

tlo

X
julss
o

ol
ol

i
(T

X
bu rlo
[}
o
o
ol

32
)
-4
il
do I
1= X
oo

¢

1=

4

32

oo
to

o X
R

e

i

2

2

oL
B~
2

rlo
2 oo B oo

N ok B &
t Ho
:<,>1:t
0o
[ ﬂ
Y
O
i
R
N rlo
-4
X
0o 1o
|
s
L 2

e
-
]
o
&2
§1=A
>
X
a4
o
ol
o
Ry
&2
N
k1
of
o

)

o[ < G - S TS - T R A

EITE0| AR of7|S) 2 B0l of

Q. OIS of7|5H= Holl 50% N== A2l 0§,
O o AUE LAMA O & ofCiM F2
42 ol A % H siF 0 MLt (A)

olRD) SEs olgs o

sty ZiTt=0g 301

7IE StH 2TF ES6iXlE A 2otk ()

fET HTEOE % w7 Adle A7
of B ek I A ME I Al okt
OHSE ojoll LT okstm 221 HolaAf-rre. (R)

= vt oAy Padsll
A4 AR A9 ARE wrs olga
Aol vhehgomm, wes el Fulel o)
t ol 2EdAS Had] FEHL

719} i}t‘* sHETH21].

=

TSRl AY oIS B o sHe. ofxolS
olct 2Lzt Ae & oksim. oiSol| lE A
ot ZA 25 22 # wo| sUiAD, H2 A
o 22 A O] AR F 9F Lot K)

st ofS2 A Hel of she. JahM Ht

51 5
2! of7|sH= CHEE = LOIED, 71E shk= of
=)
[—

=
s fai»_%z} adl, o4 HadEe o
o BE AUE Bho X‘?Eﬂ AR

Journal of Korea Game Society JKGS | 113



o4 vhehd A9 olge] gaskE AgkR Asto
SHI217). 5 Al

X pud
o o) BrhE W, AFEe] Lok A

N _11_},
=
m e 9

o
N
)
B
R

d
2
r_“_‘i
ot
o

[
o
N
i

( ol
r
~
)
oX!
[

19 o o oL X

N, o

3.3 Al S=0i| Chst A2} - Xp7|=Ho| Aluj

Bade A9 FEol A7z wA Uk
1 AZSGY ade ALS & o] Al

] olge mAdol griu
Brkehn Qom, A7) AAE ofn AE 1 24

of FFssvta gastgn 1w oleld A4
_1'3_

(M2 Al=Fet ol AZESE A|ZE2) MZEsE ot
& X7, == 9ol Mz A0, AlgY|
= ARstH S50 2
SHX| otopict 2=l O3 &
(M7t s=sictn M243s =) Aot 72t
e O EH 2 N1e. S5 eH ot
FOR7IsHR, ‘Z==8H & oA (B)
FEE2 MPF 2ot = Siut olM A
I, Jefx U AYECH BN g
st sh= A RstAIE. (F)

£ siciE®) ‘oMz gksfoRct
08, 020l Aol & = HE (221 LHH
O g2 o ola) 42t ette. ofF2| Aol A
ol Ao Z=2 SHPE ASEUIt SR
JefM gz AR miEol ofzl A gl A Zot
2 @

oru ol-

oF MA|T

e >

S Mo o

=

rr

m]

Jadse FHdw e drA, 44
i A sAY, ARbe AslEn she T

FE WS gl A AY 01§ 23

i QAT 53 A5AES] AedE 55 sl
of stttz A7} wjiol, 1 sllof st FHEU &
AE kA &g AYLS ste Aol dEiAe 22
2 AASA FARIE BES BA

o8 HAiAde 22wl AY ol il
A% 7S 2835k éé;!é} 7] wel, o]
245 Hold A8 F, 222 JfAEA Xdhe
FES ALY FHolEL AYsAY dF £,
Hade AEHOR FFo| A At oS F
Akl Aldwk dopAL, Aale] sfof & d& R
st Aol wiA= S-S AYHY, T T50]
gt gt HALEES FHARE Hulste
V|Eo R ol gAY 72 A V|FRUE,
2nF ZHo] JheeA, ddAEe A8t vhe
Ao Ao} e wgH 7|Eg Agdof gl
T4t

A B=A= 2AiA A
M7t o == HEotR. (A)

AlZKAEQD JiEE of7lstke 2l ozl CiE
g Zdo| U=l azg o SHHMEK|---- ol
Cho|™ stwollM Alst=2t stuE 9 L7 Of
2 ofo|z UL, (HAFS=2) J2kslof sl
o sk= 7{? & 7 == (71|°') = ARE

Helo| :z:aﬂﬁ.olarz O|oF7| 40| StEol
T & p=70f HufstH 71 wos =
t

Zi0| YAMXMo=Z Zs5lof QUch Zy

=

114 ] Journal of Korea Game Society 2013 Jun; 13(3): 105-120



7 op

—

—

t

o? K)

— What are Computer Games for Adolescents?

OfA el 27t oh-|2p?Zt,

o| 2x[2l A%, (B)

AL
2 = U

sl o By o PP T B W _ 0y
W@ ET TG mnzm_w__n_w__o:_n_w__ oW OR R K i %
~ 0 = — = i K = ~
oo o N e Rm QoS uou.haeﬂar o X
,.#,Ll,mﬂoTJI i[[] _J_u._o_”_L|( 7o_eu] = —
us o Eo X mA_I I_H_.I o g s N Mm” o © mm_.__ IS WHE
Loy S E S adtazd ZTE®ERE TR X
~ = ol 21 = N = 7 Nx 3 - = ~
T ) WE S oy M E L R e o
7u%ﬂjﬂ_|mo§ qﬂmrww_m, [l ﬂ%ﬂﬁ@r S e
o e ® o Lo BTl R TR &
E RN TR ol R o e T FENTR H T il
f L, LeT Bgaw S Fwe g T I & X
=W T = . o Mo oo ot Ko O T L A X - i
™o BN LW ol o ¥ {7 = = B ST ™
oL e o Kgw R o P R DS x
%ﬂowﬁﬂqﬂclﬁ Wlme otu_.urﬂ_: I 1 w_ﬁ_ bl Nu%ﬂaﬂq |_N|_“_.A_.._ o
R He < maWo g i @Mlzﬁ%ﬁ n i
o T o mm op BK = 9 © 3 xd o B0 R ﬂrﬂ ol
wop o < X o o= ROE W £y 00 o1 _
g FomugT SsWZHgg "Iy T °FE
oo oo gy guinE X EET_ T dg g
w T Ap .= o .__._onz._._ < 0O XAﬁou];._.EEPL oL N T
S eZuwx L R_ZE®IX Faecg " wy Tai A
T T o A By S R N o oD o R 4 13 %
=B K)o o) T WP T
I %ﬁﬂwﬂjimmuﬁm:@% %wﬁ%%zoﬁa%ﬂfﬂ%w
= 2N Koy ool RR R W E L — o BH P D
= o2 Pow: ~ 2T g s lEidg=Rc3s
I L B~ -l o T r = — 0 o T o
= i RSO A= S HR S R T N T ST R
= R TG ICHIN A Sy i g SR I
- R T ER cmoo g T om P op T X o o g
=] o)) do ° - T o= - X0 Wrogp 2 o X T
ol e TR R R e BTy @Ay
= WX o = w5 o Nio o)y 4 5 ] g TR B
o o %@].mz%1%ﬂhmﬂ%%%%wwﬂjﬂﬂ@Wﬂ%%ﬂ%
K ®© S i No = & X o= 4 D Wogn ! T oon o B
- oF Sl T R o ol T - N 9 %m«] = i .
= R S S ) 5o X =
e ﬂxuﬁmw_dl%ourmioﬁwﬁ%muﬂﬂemn TET o4
o = = i~ — = _—
B M%W{AyewHW%oﬂ%w%ﬂ#mﬂ%wmwﬁ%wao%
K= ce.l_ "’ ) ~m oW . - o = ©° ! — O‘_LI.A
qoww ?ﬂ%%%ﬂ%%é@%iﬁr%ﬂabﬂﬂoﬂummﬁmzﬂ%WWﬁ
T. — — _.y X N - —
M A K el R do#%ﬂx%% o< oﬂa%frAi
. Boa oo dooom gy O W = T g =X B pET w0
= o AR RN R ERR 5T 0T g s
TR N b T =3 o o= o B = 9 o AP ol = 75
o Pwmowm_w e MIT T B A TR T o
wE D dorEPIETe T RETERT TR E R
TR XNBITE AT OFED S O KB oo AMdT W RRNT

o)

L

o7} 1371 o

z
Journal of Korea Game Society JKGS | 115

o

Z5o] ojn,



[

[

5t

O

ojo] A
=

O[Ok,

!
Aol |

=l

=

o] FtAlelA BlojuAl Hut.

=

=

3

=
R

ol

M7t ofol= . x| AMe=z
HoM| ol&tel xj7 |

o
—

ACIR
o

A

A
otof|

(@]
Ol

CBEIEE

HE0

L
e

=
=

DRI

A

—Hade] A3}

of AAAZe] W art F-S3ow, 1

=

weh 2 T AN EATE

1

o

=]
=

2 g2 of

ic}

A;
PN

Ul

A7} A7)

o]

AR q—

o)

Ej

S

&

2]
tod 71 v Al = 7] w2t

h=!

s

o] kil A
9]

oz}, Alddel

\
Z10]

A

T

7|20]| Lhte. (E-8)
5}

o]

i

=
k<]

=
o

A

2 A

ct
o

=
fL

Badel Aol
4

s

J
]
©

bl el Eo7HAl HaL, A= a25e] A

[e]

ol

o]
NIl

N
T

)
2H

of gtk e} A

¢+

&
eyl

N
oy

A=

o] 2R Aol &

~
o

0

il
)
,..%o

—

el

X

&
s

11 9
2l

=

=

15

k)
o

A

LN

h=i

tol o= 714

°©

i

SA

A A

(o]
=

=
[==]

[

A € Aele.

7}V 3

1=}

=
GFA EH K|
ol gifot. (B)

F717F A4l

°

12 ¥ob A7)

S

are

el
\eJ

<0

ao

¥

e Aslel

s

X

e
Skob w11}

=

=

3 H=

o]

L

.

RIEICL L
et ke

oy

Saf A Rkt

116 | Journal of Korea Game Society 2013 Jun; 13(3): 105-120




— What are Computer Games for Adolescents?

ﬂﬂwwmma%ﬁxﬂ i%w%wﬁgﬂiwﬂ%ﬂemﬂ S I G
T B do N R R o TW LR o o W W 2 Uy %
FH e T Wy M S g o w M o PEED
g o Wy K TR L B ERPE g BTy
T oy o= NN R L auzoﬂﬂﬂli;oﬂﬂﬂotz.c,ﬁ — = O g RB
o %ozf__%wogzﬁﬂ%ﬂ%%@ﬂﬂa@ﬂ? N, .
o Wy = w" CE R N IS ™= _ i TR T
lmmbfzmﬂq Fogwey _aw PPy Tel = _gTwo
SRR LT e NS g  RELTET ST oW e B g
N W o S = S A - S T L P R N
Ao oo © N He bore W ommom | z*oﬂrn#u]m A ogn Ao ° bu .,_Lo,# wroof ®¥
Rga g 9T NRY T m. M _XZRclk 2w
N H 2 B odo X = oy ol oE N 8 = .2 o
pRIETE S N ET LN TN Py OpowX
< ~ X — e 0 U~ SO
et LB T fex el elze Me¥ g f
Par P w L Aol TFaRY YL Pae wigT g
TITRHERIIFEEYTT wwpliw® gh 7 0T o
m P E T Tt TRy By FUFonl
~ = B- o TO —
ﬁ%.}%@%gixﬁm%%oW@ﬁguaaﬁaﬂWﬁtﬂ T owowm A Mg
S EHE TR T IR T T T CRATL T RT LB TR
TE _wedngr 8 _ TH aweXs waledw ooyl
W o T ook ol o _ W HE gy 5 R 4 0| oo o o o
CLEEruL.ETERETTIesscIErIvisced
= oy J 53 90 KW T oF T " N 3 ol
1ETETIEYEETERERSIE04T [T254TEL
o " = ey BT TR . o — e
. I I TP T BT FRZo2T I
< % ﬂyilﬂl\olﬂﬂOCMQLC‘mUﬂ ﬁeot‘ol ieﬂﬁoﬂL
BENMW T RET o Lo D w9 ATBTYHET TITBEE =B
A S W T o r® T KA AT T P T T LT o
o = oy o B o w AR o ™ = T wo e X
dﬂﬂuﬂmuﬂ_/? K oy T T o w &N < = = e o
%o SER® P ras P RSN 2L o U E =T
Pl TT® pgs 297 ,8° 2o MMMﬂ ST 4w
N m o ® o om WY o o N ~ ok R | G
— Do woB o ! _ = — 1
T BFCETazd o rRalrdaRTE cTESEVL L
e U I U~ s i T ? T on
= o i < @MQ@IW%,WNA%T%EE% CI T
o - o 0 3 [ R S Ry o S v d} . ol o oF -
TR gs R pg® pEa YTl T et SRS
G I TR T T e B A N -
. T Y ~ _—
P CFGETT g Tg o BT T MRy B ) _Eé%ﬁ%%@ro_
= X o —_ o DN o U oo TP oy 7 = W oo o B T
T Y g T @0 B xFa - omnpm o W AT d T w YT
FTPRL P rER g pX g TR armET oo W pw
o ol ) A s =
K S T "MW e mAT 2 __ T ed o w R
I ECIa TR TR 4T Tx¥ . Me = :
M,# 5 = e o P xR W o mh U = W oE RO Moo I = T odp
T e T e T W F ToOoRXRMWORRY BT EF T
PRGN FTITTATTFREPRTABEAPE NPT RET T

Journal of Korea Game Society JKGS | 117

FolAl e}
o] 1

e

il

71E A

A

EEREE!

Adel eru A%

?:]l
o, ol

L

1}
s

3l Al

3

27 9
397} et

e

=

o] el A
EfbA] S okt

L

L



REFERENCES

[1] Korea Creative Contents Agency, “2012 white

paper on Korean games”’, Seoul: Korea
Creative Contents Agency, 2012.
[2] Hankyoreh, “Improve shut-down system?

Rather much stronger regulation than
before”, from http:// www.hani.co.kr/arti/
economy/it/569593.html, 2013.01.14.

[3] Korea Creative Contents Agency, “Research
on the actual condition of adolescent game
using(pilot survey)”, Seoul: Korea Creative
Contents Agency, 2012.

[4] Jang, J., & Kim, G., “Research trends in

internet addiction in Korea and the West,

and recommendation to future research: from

1996 to 20077, Journal of Future Oriented

Youth Society, Vol. 6, No. 4, pp. 157-183,

2009.

Lee, S, & Kwon, J, “Impulsivity, social

problem - solving abilities, and communication

style of adolescent Internet game addicts”,

(5]

The Korean Journal of Clinical Psychology,
Vol. 20, No. 1, pp. 67-80, 2008.

Han, J., & Kim, S., “A study on the difference
in Internet activities, self-control, self-regulated

(6]

learning and academic achievement according
to the level of Internet addiction among middle
school students”, The Journal of Educational
Information and Media, Vol. 12, No. 2, pp.
161-188, 2006.

Lee, C., & Jung, G., “The relations between
elementary pupils’ game addiction, aggression
and personality”, Journal of the Korean
association of information education, Vol. 9,
No. 3, pp. 417-437, 2005.

Nocutnews, “Deadly addicted: the game
addiction”, from http://www.nocutnews.co.kr/
show.asp?idx=1635930, 2010.11.17.
Yonhapnews, “The suicide of a middle school
boy in Daegu”, from http://news.naver.com/
main/read.nhn? mode=LSD&mid=sec&sidl=
102&0id=001&aid=0005441085, 2012. 11. 28.
Yi, S, Suh, B., Lee, S., & Sung, M., “Effects
of computer on children’s spatial skills and
short - term memory ability”, The Korean
Journal of Child Studies, Vol. 20, No. 3, pp.

(7]

(8]

[9]

[10]

[11]

[12]

[13]

[14]

[15]

[16]

[17]

(18]

[19]

[20]

293-306, 1999.

Lim, S., & Yi, S, “The Effects of Computer
Games on Children’s Spatial Cognitive
Skills”, Journal of the Korean Home

Economics Association, Vol. 42, No. 10, pp.
79-89, 2004.
Kim, T., & Yi, S., “Children’s and Adolescents’
Achievement Level in Online Game, Sense of
Self-efficacy, School Adjustment and Life
Satisfaction”, Journal of Korea Game Society,
Vol. 11, No. 4, pp. 151-162, 2011.
Kim, T., Wi, J, & Yi, S., “The academic
effect of G-learning method on the motivation
of  mathematics of elementary school
students”, Journal of Korea Game Society,
Vol. 12, No, 2, pp. 43-52, 2012.
Suh, J., & Yoo, A. “Adolescent friendships:
Differences in function, structure, and satis
—faction by internet and real life variables”,
The Korean Journal of Child Studies, Vol
22, No. 4, pp. 149-166, 2001.
Buhrmester, D., & Furman, W. “The
development of companionship and intimacy”,
Child development, Vol. 58 No. 4, pp.
1101-1113, 1987.
Kim, J., Kim, H., Yang. M., & Noh, S., “The
world of adolescents after-school”, Korea
Youth Counseling, 2000.
Choi, N., & Han, Y. “Predictors of
Children’s and Adolescents’ Game Addiction
Impulsivity, Communication with Parents
and Expectation about the Internet Games”,
Journal of Korean Home Management
Association, Vol. 24, No. 2, pp209-219, 2006.
Hainey, T., Connolly, T. Stansfield, M., &
Bo2lyle, E., “The differences in motivations
of online game players and offline game
players: A combined analysis of three studies
at higher education level”, Computers &
Education, Vol. 57, No. 4, pp. 2197-2211,
2011.
Griffiths, M. D., “Computer game playing in
early adolescence”, Youth & Society, Vol. 29,
No. 2, pp. 223-237, 1997.
Durkin, K., & Barber, B, “Not so doomed:
computer game play and positive adolescent
development”, Journal of applied developmental
psychology, Vol. 23, No. 4, pp. 373-392, 2002.

118 Journal of Korea Game Society 2013 Jun; 13(3): 105-120



— What are Computer Games for Adolescents? —

[21] Griffiths, M. D., Davies Mark, N. O, &
Chappell, D., “Online computer gaming: A
comparison of adolescent and adult gamers”,
Journal of Adolescence, Vol, 27, No. 1, pp.
87-96, 2004.

[22] Lee, H., “Development of Children and Youth
Rights Index”, Youth Policy Institute of
Korea, 2009.

[23] Yang, S., & Han, Y., “The Mediated Effects of
Reality Ego-Identity and Cyber Ego-Identity
upon Family Relationship and School Life
Adjustment as determined by the Degree of
Indulgence of Adolescent’s Internet Gaming”,
The Korean journal of human development,
Vol. 15, No. 3, pp. 109-130, 2006.

[24] Yang, S. “Paths to bullying in online gaming:
The effects of gender, preference for playing

games, hostility and aggressive
behavior on bullying”, Journal of educational
computing research, Vol. 47, No. 3, pp.
235-249, 2012.

[25] Yi, S., “The Disparity of Identity Between
the Self of the Cyber-space and the Self of
the Virtual-space”, Journal of the Korean

violent

Home Economics Association, Vol. 40, No. 4,
pp. 59-71.

oN
=
re

(Kim, Tae Yeon)

N gl sl Aol EER (8
Agueta opE ket (A
Agrista oAb ets} (kg 45)

PAIRok 1 ol5- G ool LAY o) g, A A
HE(GE)

Z Lt OFChoi, Na Ya)

Ageeta Qolsk (st
Ageieta ohE7bE sk} (414
Agusta ob 7l etal (ahah

A7) AHELsta obE ot E 2as
TARE o} WS vlElol, o}F P
QY AHE

0] & &(Yi, Soon Hyung)

Agojeta g ekl (st
Mgdista opE 7t ekat (A4

A gostn o5 rhEs} (v
1998-2002 A &vhska 4 ofglolq 9%
2001-2003 gh=rols3t3s] 3%

2005-2007 S=QI7hurests] 3%

AA Agdisha o575 e ag

A Agdisha ARTedTe A7

TAEOR ¢ 2ol el Al Wal, 22kl AY S5

Journal of Korea Game Society JKGS | 119



120 | Journal of Korea Game Society 2013 Jun; 13(3): 105-120



