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ABSTRACT

This research investigated the relationship between @ MMORPG  players’
leadership-related game experience and offline leadership using online survey
samples(N=664). According to the correlation results, MMORPG players’
leadership-related game experience, age, game usage time and offline leadership exhibited
a significantly positive relationship. When players had more leadership-related game
experience, they reported higher offline leadership scores. In terms of “spillover effect”,
more valuable implications of using MMORPGs are discussed in conclusion.
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