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ABSTRACT

This study investigated how parents’ parenting attitude and youth’s subjective class
identification influence on game addiction. Total 177 youths from 16 to 24 participated an
online survey. According to the results, parents’ excessive expectation and youths’ high level
of self-control were associated with low level of game addiction. We divided a total into two
groups; low subjective class identification group vs. high subjective class identification group
based on the subjective class identification(SCI) scores. In low SCI group, excessive
expectation and high level of self-control were associated with low level of game addiction. On
the contrary, in high SCI group, only interference was associated with low level of game
addiction. Parents’ certain parenting attitude variables and individuals’ level of SCI is strongly
related to addictive use of game media and other various type of new media.

Keywords : ¥5H %=(Parenting attitude), %4 A&7 (Subjective Class Identification),
Game addiction(AY%%)
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[Table 1] Descriptive Analysis — Age
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[Table 2] Descriptive Analysis — Gender
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— Effects of Parenting Attitude and Youth’s Subjective Class Identification on Game Addiction —

[Table 4] Multiple Regression Analysis on Game Addiction and Parenting Attitude

Coefficient a (N=177)
Standardized ) . -
Model Coefficients t Sig. Collinearity Statistics R?
£ Tolerance VIF
(Constant) 6.792 .000
Monitoring 213 2.765 .006 781 1.281
Affection 135 1.353 178 467 2.142
Over-Expectation -.241 -2.636 .009 559 1.790 o1
Intrusiveness -.101 -1.093 276 551 1.816 '
Inconsistency .019 221 826 602 1.660
Reasoning -.038 -.407 685 D22 1.917
Self-Control -.231 -3.126 .002 854 1.171

a. Dependent Variable: Game Addiction

[Table 5] Multiple Regression Analysis - Low Subjective Class Identification Group

Coefficient a (N=79)
Model Sotig(fjf?f;fsd t Sig. Collinearity Statistics R?
B Tolerance VIF
(Constant) 5.063 .000
Monitoring 196 1.682 .097 .840 1.190
Affection 149 983 .330 494 2.024
Over-Expectation -.311 -2.358 .021 654 1.529 973
Intrusiveness A11 820 415 618 1.619 '
Inconsistency 075 H37 593 590 1.694
Reasoning 295 1.981 .052 512 1.951
Self-Control -.367 -3.003 .004 761 1.313

a. Dependent Variable: Game Addiction

[Table 6] Multiple Regression Analysis - High Subjective Class Identification Group

Coefficient a (N=99)
Standardized ) . L
Model Coefficients ¢ Sig. Collinearity Statistics R?
B Tolerance VIF
(Constant) 5.081 .000
Monitoring 198 1.918 058 693 1.444
Affection .063 488 627 444 2.251
Over-Expectation -.198 -1.565 121 461 2.168 3%
Intrusiveness -.320 -2.563 012 474 2.110 '
Inconsistency 109 928 356 540 1.852
Reasoning 141 1.173 244 511 1.956
Self-Control -.155 -1.710 .091 898 1.113

a. Dependent Variable: Game Addiction
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