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ABSTRACT

This study analyzed the causes of over—flow of adolescent games as loneliness, lack of
self-control,  parents—open peer-emotional  support the game
motivation(immerse, social relations, achievement). For analysis, the research data, 'Game User
Panel Research(l to 4 years)’, was provided by Korea Creative Content Agency. As a major
result, adolescence loneliness and lack of self-control directly affected game over-flow, and the
game’s achievement motive in their relation of influence was mediated. Over time, the structure
of the relationship between the cause and the effect has shown mostly consistent results.
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— Causes of Adolescent Game Addiction and the Mediating Effect of Game Motives —
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[Table 2] Result of test for measurement
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4.2 F=HZn} p<.001), A71EA A7t =555 A H=de
Z71ekdeh(B=34, p<.001). nE7 27154 2
=8 A g ATk A 28 D g e ojggoiste) e aAst sy
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o] FE1x} 2 YElYTh = 1E7le] =84 LL1>GOF1 | 049 |025%#x| 0.11 4.47
Adel TEQHE Aol Frleha(s-25,
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LSC1—>GOF1| 0.39 |0.34#==| 0.06 6.24

POC1—GOF1| -0.02 | -0.02 0.06 -0.41

PES1—GOF1| 0.07 0.05 0.07 1.06

MI1—GOF1 | -0.01 | -0.02 0.10 | -0.140

MS1—GOF1 | 0.17 0.20 0.09 1.92

MA1—-GOF1 | 017 | 023+« | 0.06 2.82

k% p< 001, ** p<.001, *p<.05,
b: Estimates, b Standardized estimates, S.E:
Standard error, 7. Test statistic

22PA=(2015) 9] Fo v gk
ZA¥5= [Table 4]3 2o} A7)
523, A7) EA A2 — 5
VAR BARR,  BRAE2R— 57 ALE B A2
A7 G AAA2A— 7 AR, 522
o FE2xk, AVTAG A2 A HEY2
zh F7IARARA - AY HEY2AR e
1AAEe} npR7iA 2 a57bv 27| EA A7) A
gg I & qlon,

h =
3}

oo o

295 Srkeksl e
(=15, p<0l), AZIGA ZHo A FIMEF=E
ALAEN T Z7EATHB=21, p<.001). EF 7
Y olEE7l T A A 2ApdEe = A 3
2900l el FdFE VA= Aoz etk
=22, p<OD). 34, 123pdes =27 Fade] u
e A o) &FVI%eE FAMCR Il §l
At SARE 2A7EA Aol 2abd ol = Al o]
§87] F BF(F=18, p<Ol), AS|TA(B=12,
p<.05), AFTHA=20, p<.01) Tl H+)el
= VA= AoR YEytth olelo= FRel A
3k W BErh A o857 $ A
@Al S()e YIS AE Aow Usske
dad AUrE FRel Ao oAb Ed

2 = AslwAd g B0t 3
zote AP BYTHG=-11, p<.05).

[Table 4] Estimation results for structural model
parameters in year 2015,

Effect b b S.E. T

LL2—MI2 0.19 0.08 0.14 1.31

LSC2—MI2 0.23 0.18+x | 0.07 3.20

POC2—MIZ | -0.11 -0.08 0.07 | -1.60

PES2—MI2 | -0.12 -0.07 011 | -1.09

LL2—>MS2 0.19 0.08 0.13 1.41

LSC2—-MS2 | 0.15 0.12= 0.07 2.10

POC2—MS2 | -0.14 | -0.11= | 0.07 | -2.09

PES2—MS2 | -0.08 -0.05 0.09 | -0.84

LL2—MA2 0.17 0.07 0.15 1.09

LSC2—MA2 | 0.30 0.20+x | 0.09 3.48

POC2—MAZ | -0.10 -0.07 0.08 | -1.30

PES2—MAZ | -0.01 -0.01 012 | -0.11

LL2—GOF2 | 0.32 0.15%= | 0.12 2.65

LSC2—GOF2| 026 | 0.21==x= | 0.07 3.76

POCZ2—GOF2| 0.03 0.02 0.06 0.52

PES2—GOF2 | 0.03 0.02 0.08 0.40

MI2—GOF2 | 0.06 0.06 0.08 0.67

MS2—GOF2 | 0.05 0.05 0.07 0.68

MA2—GOF2 | 0.18 0.22+x | 0.06 2.98

sk p< 001, ** p<.001, *p<.05
b: Estimates, b Standardized estimates, S.E:
Standard error, 7 Test statistic

shnl 38hdo] HE 3xdE(2016)8 ARAS
A3s AW EA(Table 5]), LEA3A—T
B33, A7 EA A3 T EF34), A7)
FA A 3R F71ALE BA3A, REA3A—F )

732, A7 E A A3 — TV A FH 3R, AL

"
ol oy
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5] Estimation results for structural model
parameters in year 2016,

Effect b b S.E. T

LL3—MI3 035 | 0.15%x | 0.12 2.82
LSC3—MI3 0.35 | 0.25%=x | 0.09 3.84
POC3—MI3 | -0.04 | -0.03 0.07 | -0.58
PES3—MI3 | -0.01 | -0.01 0.10 | -0.05

LL3—MS3 0.25 0.10 0.13 1.89

LSC3—MS3 | 032 | 0.22+= 0.09 3.39

POC3—MS3 | -0.01 -0.01 0.07 | -0.10

PES3—MS3 | -0.07 | -0.04 010 | -0.64

LL3—MA3 0.37 | 0.14%x* 0.14 2.68

LSC3—MA3 | 0.32 | 0.20%+ | 0.10 3.42

POC—MA3 0.01 0.01 0.07 0.07

PES3—MA3 | 0.01 0.01 0.11 0.01

LL3—GOF3 | 026 | 0.13=x 0.10 2.63

LSC3—GOF3 | 0.23 | 0.19+== | 0.07 3.51

POC3—GOF3 | 0.08 0.07 0.05 1.58

PES—GOF3 | -0.13 | -0.09 0.08 | -1.65

MI3—GOF3 | 0.11 0.13 0.07 1.70

MS3—GOF3 | 0.04 0.05 0.06 0.63

MA3—GOF3 | 0.12 0.16% 0.05 2.39

k% p< 001, =* p<.001, *p<.05
b: Estimates, b Standardized estimates, S.E:
Standard error, 7 Test statistic

5o [Table 61 A9 ol&&71ek A9l 7
=9l dg ARG By FAXE HERd
Aolth. Al ol & I(E T, AFSIRA, AT}
Ad2E AAztel diste] Azke] Al wE 5
Aol Az /bgAolar, ofxl Al el WiRlo] o] F
Ao Wl(e]. 1AhdE—-2ahd e, 22hd =34}
el WA= @l B frelstA HEREth
o] Ak

Aol whel WQle] gl

28 & % YA, Welviet o]
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[Table 6] Estimation results for autoregressive
effect in structural equation model,

Effect b b SE. T
MI1—MI2 0.34 | 0.3%#*x | 0.03 | 11.30
MI2—MI3 0.34 | 0.34#*x | 0.03 | 11.30
MS1—->MS2 | 0.36 | 0.39#=* | 0.03 | 11.55
MS2—>MS3 | 0.36 | 0.34=== | 0.03 | 11.55
MA1—>MAZ | 040 | 040« | 0.03 | 12.78
MA2—MA3 | 040 | 0.39*xx | 0.03 | 12.78

GOF1—GOF2 | 045 | 0.42%=x | 0.04 | 11.26
GOF2—GOF3 | 045 | 049 | 0.04 | 11.26
wkx p< 001, =+ p<.001, *p<.05
b: Estimates, b: Standardized estimates, S.E:
Standard error, 7: Test statistic

1o

28
o
N
N
o,
rir
N
1
_EL
f
pocs
&
2
o
o
o
l—‘
o
w
= X%

L

o

o2 & Zlolm, 7 A3 [Table 719 2tk 2
Apolel vig @RS Aol gl /ARG
stgov 71Fe Aol g mH gl mYel
o2 i JlolAF AAL vgoz stk 1
Avke 7 AN GFe e v P2

=28t sb [Fig. 219 2t

[Table 7] Result of test for change of effect

across time
Test A | Adf | p
LSC—MI | %10 =%, =12 | 105 | 2 | 0.59
LSC—MS | My =22 =%22 | 227 2 | 032
LSC>MA | W30 =32 =732 | 025 2 | 0388
LL—>GOF | . =% =%ar | 237 2 | 031
LSC>GOF| 42 =%us =% | 331 2 ] 0.19
MA—GOF | 8y 43 =843 =Ps43| 070 | 2 | 0.71

p: p-value

3} ol gE19 AL AT —

B>

) WH AE(Sobel test) S AM&3}o]
AEAGF7F fFosiAl 49 A9-0e A sie]
o

ME} A4S AYeATH38L =, 257, 2A7]E
[e]

[Table 8] Estimation results for mediated(indirect)
effect in structural equation model,

Effect b b S.E. T

LL1->MA1—GOF1 | 0.11 | 0.05% | 0.05 | 2.28

LSC1>MA1—GOF1| 0.06 | 0.05% | 0.03 | 2.17

LSC2—>MA2—GOF2| 0.06 | 0.05% | 0.02 | 2.32

LL3—MA3—GOF3 | 004 | 0.02 | 0.03 | 1.76

LSC3—MA3—GOF3| 0.04 | 0.03 | 0.02 | 1.89

LLlﬁD/éz%lI;Z’MAZ_’ 004 | 0.02% | 002 | 230
LSCI:I\(/}IS;;MAZ 0.03 | 0.02¢ | 001 | 225
Lsc2:1\£é§;MA3 001 | 001 | 0.01 | 186
LLl;Xﬁg(;\g% 00 | 001 | 001 | 189
Lsiid—/;hsdigléﬂ 001 | 0.01% | 001 | 1.96

k% p< 001, *x p<.001, *p<.05
b: Estimates, b Standardized estimates, S.E:
Standard error, 7: Test statistic

o AR, LER A FNAA B A
A, A NEADALA B A A A A 5

H L=
Y1, A7 BADA2A > F A A G2 A
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[Fig. 2] Result for Structural equation model with autoregressive effect. The solid lines indicate the
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