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This study explores the social sides of games by investigating the relationship
between cooperative games and psychological factors determining social relationships (.e.,
self-disclosure, intimacy) and how such psycosocial factors influence offline social
participations. Utilizing both online and offline surveys, the results indicated that the
amount of time spending on cooperative games have a positive impact on self-disclosure
and intimacy. The results also showed that users’ self-disclosure and intimacy influence
offline social participation.
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of game(AYe] Al38]d 9a) social capital(AF3]AHE)
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