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ABSTRACT

Pay-to-Win (P2W) is a billing system that pays cash in-game and has a impact on
results and it has been criticized by users. Research on the adolescent users and the
effect of the P2W is insufficient. In this regard, this study compares the game billing in
P2W and non-P2W based on self-esteem. As a result, systems showed the interaction
effect on the game billing with the self-esteem. In the non-P2W, game bhilling increased
when the self-esteem was high, whereas the billing increased rapidly as the self-esteem
was low in the P2W.
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[Table 1] Most Favorite Game

Frequency| Percent
League of Legend 105 31.1
Maplestory 19 5.6
Everybody’s Marble 27 8.0
Sudden Attack 13 3.8
Tales Runner 7 2.1
FIFA 19 5.6
Hearthstone 8 2.4
Overwatch 56 16.6
Clash Royale 7 2.1
Miracle Nikki 7 2.1
Battleground 70 20.7
Total 338 100.0
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[Table 2] Differences of Correlation in terms of
Game Billing System

Non-P2W Game
1 2 3 4
Sex -
Age 1865 -
Self Esteem | .134x .048 -

Billing -071 | -.036 .109 -
Game Time | -.051 050 -.125 128
P2W Game

1 2 3 4
Sex -
Age .166 -
Self Esteem 172 036 -

Billing -.142 150 | -.239% -
Game Time | -.182 074 -.110 119
Pearson Correction Coefficient
P2W = Pay to Win
#*p<.05, **xp<.01, #xxp<.001
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=222, p<.05).

[Table 3] Regression on the degree of Game Billing

AR2 F B
Non- Self Esteem | .139%
S -.076
PEW 1 o3 | 2367 =
Game Age -.036
(N=231) Game Time | .144%
Self Esteem | —.217*
pP2w Sex -123
Game 068 | 2.919%
(N=107) Age 1
Game Time .060
P2W = Pay to Win Game
*p<.05, **p<.01, #*+xp<.001
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]
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[Fig. 1] Interaction effect between game billing
system and self—esteem on the degree of billing
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