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ABSTRACT

This study started for the verification of the worry in the relationship within violent
game use and youth moral. The survey was conducted and analyze some personal factor:
self control, self esteem, aggression and game time. Self control and self esteem show
positive relationship with moral, but aggression shows negative relationship. The other
side, game use time doesn’t show any relationship with moral whether the game is
aggressive or not. It is significant for the game has no relations about a laxity of moral
fiber of youth and the aggression of the game doesn’t show any negative influence on
moral.
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2ads g8sslen Agd A WS A

BA AEA Multiple regressions 2 A5}

3.2 dME|Y BN

golg  dEo] gk AFEE =AHE {9
Cronbach’s Alpha A& o]&3 W& d#Ad v

e F8saih

1 A¥e v [Table 1,234]3 2Zow 2lg]
A A AT BF 700 o] #E R 24
of & A7 fle o' vEhth

[Table 1] Reliability Statistics — morality
Reliability Statistics
Cronbach's Alpha N of Items
.954 16

[Table 2] Reliability Statistics — Self—control
Reliability Statistics
Cronbach's Alpha N of Items
751 13

[Table 3] Reliability Statistics — Self—esteem
Reliability Statistics
Cronbach's Alpha N of Items
.954 10

[Table 4] Reliability Statistics — Aggression

and game violence type on Adolescents’ morality —

[Table 5] Correlations

Moral
Game play time —.148™
Aggression —.250™
Self—esteem 126"
Self—control .324™
sex .069™
age -.071"
Game violence type -.102"
«x_ Correlation is significant at the 0.01
level (2—tailed).

3.4 71d A

Atd AT JHdE HFE] sl EaelA
[Table 6]°14*]3 Multiple regression S
o} L EENL= ct—lx—] o7 /K—\?G } gu:]
s A=, AlsA, 3847 22 7
A agly g duty Ald o83 FAH AY

ol gl meh FRE AY ol §AoE HAstck

[Table 6] Multiple regression

Predictor B T P

Self—control 243 8.023 | .000#*:x

game play | _ 5011 797| 073
Nonvi ume -

aggression —.150| —5.078 | .000=*x*x*
olence I'self—esteem | .133] 5.168] .000%+

sex —.005| —.185| .853

age .008 291 771

Reliability Statistics
Cronbach's Alpha N of Items
.954 12

3.3 AR

3| AEA o] g4 [Table 5lolA" WA Az
4 #AE AHEqdt AUdA A Ay 4
del meAn £, AVEA, FAHN 2e
W4 ase BE AR} 9 Ao g
wom A A f7sh Aels Az 9A
e} A Qe Ao vehbt

R square = .369 (p<.001), *p<.05,
##p<. 01, #*+xp<.001

Self—control | .278| 6.389 | .000#x*x*

game play | _ o551y 471|142
Violen time -
aggression —.088 | —2.104| .036%
ce self—esteem 176 4.807 | .000#*:x
sex .053 1.472| .142
age .033 .888| .375
R square = .375 (p<.001), *p<.05,
#xp<.01, #xxp<.001
WA WERA A olg gelA A
(t=-.185, P>.05)7} ¥ (t=.291, P>.05) EY7

N
o

o 2 9%F= mAA
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