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ABSTRACT

This study attempts to investigate the parent’s perception types of online game and their
related factors. The data was collected through the online survey from 485 parents. As a
result, the parent’s perception types of online game were classified as 4 types. Each
perception type shows differences in an attitude and reaction to online game and gender.
Next, this study employed a multinomial logistic regression model to examine variables
influencing the parent’s perception types of online game. The result shows that parent’s
gender, controlling parental style, and problematic communication have statistically significant
effects on the parent’s perception types of online game. This study holds its significance in
considering the game use of children in the context of parent-child relationship by exploring
the parent’s perception of online game and its influencing variables.
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[Table 1] Distribution of gender & age of the
survey participants (N = 485)
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o2 FEA 1784

Age of

Gender

participants

Male

Female

Total

20s

5(1.0%)

7(1.4%)

12(2.5%)

30s

39(8.0%)

134(27.6%)

173(35.7%)

40s

45(9.3%)

206(42.5%)

251(51.8%)

50s

21(4.3%)

28(5.8%)

49(10.1%)

Total

110(22.7%)

375(77.3%)

485(100%)
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[Table 3] Crosstab of the perception types of
online game by gender (N = 485)

Gender
Type Male Female Total
Typel 21(19.1%) | 94(25.1%) | 115(23.7%)
Type2 50(45.5%) | 100(26.7%) | 150(30.9%)
Type3 21(19.1%) | 108(28.8%) | 129(26.6%)
Typed 18(16.4%) | 73(19.5%) | 91(18.8%)
Total 110(100%) | 375(100%) | 485(100%)
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[Table 4] Crosstab of the perception types of
online game by age (N = 485)

Age
over
2 4
Type | 208 | 30 05 | 50s | Total
et | 8 39 63 0 | 115
YPEE 1 (95,000) | (22.59%) | (25.19) | (20.4%) | (23.79%)
oo | P 49 77 19 | 150
YPEE 1 (41796) | (28.3%) | (30.796) | (38.8%) |(30.9%)
oo |3 51 64 1 | 129
YPE | (95,006) | (20.5%) | (255%) | (22.4%) | (26.6%)
oon |1 34 a7 9 91
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R RCRIEEREEREE
O 100%) | (1002) | (1002) | (100%) | (100%)
vmel edel A A4 49 W2 A4 A
A o]&of ths] oulst E=E 7MAaL A=AE F
A-FAo xAeA 54 Likert &2 =43 A}
268 AP AYY B §3o] 269H(SD=.88) 0%

of mle 2ol Al olEell thef HlaH

Mg $4H9 BES M3 9edekp <

2] AP o] 8ol digh RS, 278 A
2 AYd ol 229€(SD=51)2.2 tE {Fol| H
) Adel Mg olge A Aol B Ao
2 UEa, 378 Ade dAe o f9L 1.9
A(SD=4N2o2 2] AY o] &S AAste HEFHA
o] Tha &L Aoz Yehdthp < 01).

[Table 5] Results of ANOVA
perception types of online
game F |sig.
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attitude 2212691193 | 214 1250 000
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