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ABSTRACT

This paper analyzed motivations of early adaptor students in using G-Learning. Also,
it has tested academic effectiveness in G-Learning process. As a result, it has found
that early adaptor students prefer G-Learning for social relationship, following the trend
and showing off to their colleagues. Furthermore, the students showed high academic
motivation, which made them taking high performance in their subject.
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[Fig. 1] G learning interaction map[13]
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[Table 1] research object

factor n (%)
gender male 57 (55.3)
female 46 (44.7)
Ist 17 (16.5)
2nd 15 (14.6)
grader 3rd 24 (23.3)
4th 19 (18.4)
5th 13 (12.6)
6th 15 (14.6)
High 32 (31.1)
score Middle 37 (35.9)
Low 34 (33.0)
absolutely no 15 (14.6)
no 22 (21.4)
preference
on game moddle 22 (21.4)
yes 22 (21.4)
absolutely yes 22 (21.4)
not at all 2 (1.9
not well 15 (14.6)
play skill middle 35 (34.0)
well 23 (22.3)
very well 28 (27.2)
total 103 (100.0)

9 1%@}9& Z aEgo 7 FAEgT o
G#HY e 7)¥ke] ZElxo]7] wjFo] i

&
h
I A QB Fr=E EER SAS A

Journal of Korea Game Society JKGS | 73



R |
=4

J

o ¢l
ofg 7

L

9% —
-

=
=
7}

[¢]

]

L

7}
RyE

[e]

]

I
W e

3}o] Cronbach’s a AlFE AF

[¢)

1717 Z2a9s 448
el olg&7Ist Geld &

oy

W g3

i

719} a3l wA
kL

E

=

L

of ¢

S 1T

[e

3
bl ofel 7hAel %74

Aol A
2

qA, o] &7
[e]

Windows E7
TE
o o

no
1-5
6-9
Iv. 10-14
IvV. 15-18
1-4
V. 9-12

Iv.
Iv.
V.

I.

m. 10-15

54
438kS Goldsmith and

question
gender, grader, score,
game preference and skill
time, payment
innovativeness,
internet motivation
information gain
social relationship
fashion/show up
usefulness
achievement
motivation
emmersiveness

J

—G¥H Y %7144 A (Early adopter) &
[Table 2] questionnaire design

factor
general info
using
player
characteristics
playing
motivation
G learning
effectiveness
total
3.4 ZAEA|

ARG 2R AkeE HRp g

Hofacker[17]¢]

N

el

ox

A

0

N

w
B
2ol

A
el

5

# 200

A& 1255824 &

hvA
s

uf

Al

p

T

}
AR 717k 20129 0949 10949 20129

o

1

=
H

fe]

[e)
10¥ 25U7HA] oF 45U 7k o]FofHtTh

ol

wo

!

o
ﬂo
W
i
A

o

iy
o

T

i

e}

o] &

45 AA SPSS 20.0 for

L

bl A" AR EA A

B

74| Journal of Korea Game Society 2014 Oct; 14(5): 69-78




— The Analysis on the Characteristics of G Learning Early Adaptors: Focused on Motivation and Effectiveness —

[Table 3] validity and use characteristics

factorl factor 2
factor question innovativ  internet
eness  motivation
new prf)duct buy 979 019
time
o new product 979 -019
interest
7 nhew product 979 019
interest
6 new product 979 -.019
nteres
new product
8 . 931 -.012
possession
3 new product 929 016
possession
4 new product 868 -.006
interest
5 new product 832 - 055
interest
11 internet motivation  -.031 .946
14  internet motivation -.031 .946
13 internet motivation -.053 876
12  internet motivation -.053 876
10 internet motivation .050 .692
15 internet motivation .005 617
total 7.016 4.192
% 50.12 29.95
% accumulated 50.12 80.06
credibility 978 887
B AT AL SAWSE 2457 e B
R AAE ARgEe AHEE Pk b
DEAS W UH AR =S A g
yd  d#Ads velllE @9l Cronbach’s
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Nunnally(1978) &= =

ARl At FofellA
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st o19]. T8 Ven de Ven &
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[Table 4] validity and credibility analysis of using

. info | social |useful .
question fashion

gain |relation| nesss

5| info gain speed | .940 | -.038 | -.022 | .010

9 other ust?rsmfo 940 | 038 | =022 | 010
gain

4| various info gain | .885 | -.012 | .133 | -.148
3 info gain for

Problem Solving 885 | -.012 | 133 | -.148

1| new info gain | .719 | -.139 | .002 | .258

g| newrelation 1 or 1 ges | 056 | 069
creation

new relation
7| creation between |-.039| .885 | .061 | .011

users
p7 Speed ininfo o0 009 | 843 | —.050
using
19 Speedininfo 1 oot 146 | 806 | 025
using
10 fashion ~060| -.094 | -.022 | 790
11 show up 028 | 162 | -.003| 666
total 3874 1647 1403 1187
% 3622 1497 1275 1079
% accumulated 35.22 50.19 6294 7373
credibility 940 759 638 691
3.6.2 =X EMof| OE 0|8 7| 24
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[Table 5] influence on info gain/social
relation/fashion and show up/usfulness by users
characteristics

info social show useful
gain relation up ness
standardized coefficient (Beta)
t
innovati 117 258*kkk 255k (0,100

veness 1.598 3.847 3.573 1.346
internet

. S 392wk 306k 7]k
motivat
ion 5.263 5.857 4.300 5.013
R2 211 344 247 189

##xp<001, F=.000
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[Table 6] effectiveness on G learning
achievement, interest and immersiveness by
user's characteristics

achievem . immesiven
interest
division ent €ss
standardized coefficient(Beta)
t
innova 220 30853k 179%
tiveness 3.092 4595 2.474
internet 3403k 3438k 3483k
motva 77y 5108 4813
tion
R2=.248 R2=.332 R2=.223

#*p<.05, **p<.01, **#xp<.001, F=.000
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