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ABSTRACT

This study aims to investigate on the perception types of online games and their
characteristics. In Study 1, perceptions of online games were researched through Q
methodology. From the results, the perceptions of online games are classified into four
types: ‘Online Game is an Obstacle of Study’; ‘Online Game is Just a Game’; ‘Online
Game is a Stain in Life’; ‘Online Game is Vaguely Bad. Each perception type has
different characteristics in terms of perception of harmfulness of games, determination of
the core of game problems, and perception of a parent-child relationship. In Study 2, the
distribution and characteristics of each perception type were researched through an online
survey. The results show differences in an attitude to online game using features and
regulations as well as in demographic parameters such as sex and age. This study holds
its significance in identifying the differences between perception types of online game and
providing a basic study for policy making of healthy game culture.

Keywords : Online game(2}J A1), Perception(214]), Q-methodology(Q HWH#)

Received: Jul. 22, 2013 Accepted: Aug. 12, 2013 © The Korea Game Society. All rights reserved. This is an
Corresponding Author: Mo, Sang-Hyun open-access article distributed under the terms of the Creative
(National Youth Policy Institute) Commons Attribution Non-Commercial License
E-mail: saarmo@nypi.re.kr (http://creativecommons.otg/licenses/oy—-nc/3.0), which permits
unrestricted non—-commercial use, distribution, and reproduction in

ISSN: 1598-4540 / elSSN: 2287-8211 any medium, provided the original work is properly cited.

Journal of Korea Game Society JKGS |91



1990 2 el A ekl Al ‘whgre] W

gbel 2uA7E 2 917

@
0

|

e
i

|

TE
-

T

1x

o
R

[ex
of g 5

3], Vanlanduyt2}

g 7HaL deA, a2

e Fa A A7 7o

S

5

ol HlojupM AbghEe] 2l Aol

gal olme A4 el
3 24,

sl
R}

=4
[e)

i=]

s

o}

Z]
&

L
R

H

A

1

s 2w

, A

=

=]

FEA, AY o
03?7]' 31.1%=

g e 2A
4

o]

8

(10.1%), AL

E

<3

=

Pt 1995 -8 20057}

5]

ol 2]

°©

=

?;7}.
ol A BaE 14879 AL

o

z

]

A=A A2
Aoz ZAFE AL

]

o]

solA el A el
(6.1%), AlYol&HB2AH4.7%), A%

(34%), A 28(2.7%) 2 e

rol =
T} ol Fol A2,

Al
=

o &
% #4

1

=
ko]
pal

o

el
q7sS thE AT7F 19.6% %Ak L 9ol HEW]

to] Aol AYai(182%), shFolyt 4],

SE
|

=
Q2

Q)
[$]
A

N

THJ

1

k%
=1

&tof el

s

o] 43}

A=

o & /Mg $e7 =1 sle
o)

Fob gYFE WA 9

T

4 F7F wAeItH1011]. ol ey

F7pA Q1 Al

gl

Faz ATHS 9]

o]

2k
o vl

o)
b

pl

EI Ik P!

HAAl AUdL olE HAWGEAA o] TVELH

T 4 F83 ofrtgso|H[34], o}

IR 0] ApAelet,
wo #Ael glo] wlg Fa

A

[e2]

o]J

"
A

3]

2 A

0|
X

T

o

J

A

L
T

1] 9

5|

A3l el of s

2 AT,

92| Journal of Korea Game Society 2013 Aug; 13(4): 91-104




7
A
o]

RL
=

h=}
=

T
A=

S
o]

SR

Sl
Q= A, A
EEISE

o thFH LTI,

i

3]

<l
¥

©
=
Z‘l

=l FAZE A

=

o]
A AR olue) 15
st 747
ICE
5 ko] A9 14e] Aolvt o

=

©

RL

h=}

AGALA

oz A

J

S
S|

T}
T18]a o]

=5

o]

qe ¢

}

A
Ll

b o7t o e
4™ IT

pad

i

kel

1s

£

A el AYS of

o

— A Study on the Perception Types of Online Games and Their Characteristics
HEAdA 7MY S8

g Fad ol7h BEeld thhen

=

vt
& A <]

v lem[3], AYE

oltH12].

o]

il

il

veel

o
22
L

e

el
To°
Bo
o7
N
%0

ro

[13,14], A1e] x
WA[15,16,17], &l °]

il
a3

ol

o} A o]l

=
=

A

= 7H

Al

A=

o] ¥

EXx
=

)

glom, o9

HE el A the

8714
i

kel
pl

pu

] o

ol waw, A
A BAe

9 ©
Al

1

kel
5
g

o

s

o] 501 4] 7]
& a4
T

2w,

°]
Qj]

A5
3}

Al
132(21], Geeot 2

AR

=
=

3}31[26,27], A&}t

L

FoAeH17,22,23].

A
§l_

[e:

o]

5

\
o]

sk [28],

}o], Koster
e

=

o]

=

Ackar At

Sl

2 A 7R
AqA s71E Ho

1
A}

hu
g

<
T

=

t|[22,24,25],

Al = ATH18,19,20].

84
P

o sy

R
9]

1
|

2=
=]
z
it
A

T
e

O

¢

o
Ho

o
wr

=
53

{m
o

A 914 Aol

=

.

A ok A}

p

L

PgEom o7

A vigEE FRY A8 o
Journal of Korea Game Society JKGS | 93

o:

A= ATH6,31].

2~
T
&

]_

S
=
o] A

of, Al

=

A 2R A,

HZ

5 ©]

L

& 47 kA, e o

S 2ZA9 A AT EdE

7}x1 9} 7]

gk ey

o

A=}

A
Al o
$ %

o

2.2 =212l AlY 2lAof Chet AT

i
w3}
-
R
o]
R

a1, A
=] JhEHa

[29].
A

3]



1muwamwi%ﬁmmmf%ﬂﬁm%Qﬁﬁ%uﬁ%m#ﬁn%Qm«ﬂﬁ ﬂjﬁiﬁ
- 0 = W U 2 L | I < 5 ® = DG — o B %
RAfbpotLdOmmd, S XoeR g M o%LMMw
N T ~ 2o \L o) T ol b W ol oo N oo SR D
%, PR N ey  Ra T EFE Y el e Py O E R
ﬂm%%mm?7?ﬂ|cﬂnw%ﬂ§,Qﬂﬁo_eﬁﬂdr.%%Wﬁmaﬂﬁn X oW B
W oy R ™ 3 T o= & N0 o m do W 2 5 o T o ~ = = C = o= 7
o U FTEMETD T A TR g o L
mTﬂﬂAT::%n_tumﬁyaiﬂmmﬁioqwﬂaEEW7MJ@.W%O_E%% =P ,#,M%}
B e U S U ST - P R O e R =22 B
= K . o o M N = drwrquAﬁa_s} = o b R~ AN =
0 0 oz
we#ﬁmﬂgm ne e xe s TR R Lo e 0 e
{ S T = ! = 7 =
TP ac %Pﬁ%%%%ﬂ%%%%ﬂmgwa_wwa%% 20 ﬂhﬂrmoﬁwﬂur«
i o i iy o "= R o L =
ﬂ%x%%%%%%eﬂg%umﬁww%ﬂWQﬂwLermﬂﬁﬁ%mu ™ mn%wr%ﬂww_
U o @ m e = = RO o B NE N = T < ol o} o8 o)
< o~ = . NN = do = =B g o o) oy J on © 90 -y o
A A ® o i N ) T 4% A !
%ﬂﬂ#%ﬂlmodréa%é%,Eﬂourmqow_wm%o]tﬂﬂﬁiqﬂ o ﬂqmwﬂ.ﬂlmo
ToP TR o BEXTERdeT o TG wm Mk o TH_ Pk
sRRBETeeIER e el og g TR _m - BERETp
] wUHO ° ° [~ -~ N . "o =y =
ﬁz@aiww_DMﬂﬂﬂ%gw«aﬂ%%ﬂﬂww‘wmm%ao_@ I AR
Kmmwo® =B MNT ° IR I s = = MR ] NN o g T omR ~ K o
WHE T TFWE PR oW Tm R R e T ®MF3T RN
pFEETX AT RE_WETE R T TERpdERRE
=W _ 3o I S M s o Moo 2T
G I - R T I B ol TV L g T
mya B R ORT B PR o Py NP
Do x ) TR YT o2 WoR T )R T o=
XK:ixw _Hx g @ 7 o o BE o p K E DT
DN~ ﬂoﬁ_ o el ,WJOHEE =T _ Ao o O = quﬂxﬂv!
tTE LR % X T og R S R
PR T T s wdO NE T o ol o TP W
X = ® T E B AN = Ty PR RO
FwEhH YT Ta® =R ~ oo Hld%ﬁ%]%ﬂ
il irax £¥TRYETR 3l T e ol gines®
~ E AR ) X C =T Q- Rr X %0 N F X N °
wowE g o Fmigiriericw oL or B m T T
. ol r o, ) e ) o o AR
Mﬁma.%%%iﬂruaﬁ@o_eﬂn%i%wﬂ w LI i - R
Syrgrd DFToggdyx® owmH e wtehedx
Tt I G NG NC R R S m - 30 W T T oo N ¥
FEN L 49 X g Moo 2 - Em .x A ® wl
T o T S FI - - G - = © M O B
Tl HRT gy wTw L wHE g o - Senumlosm
b ExoRw=rwges L T - = A wdE P
m ™ Y =W = o W om W : : : o R % o
L B = ) ° ! " W X ™ ™o o N T oM " o
ool w NT R W M FRERT NIRRT ol T or W O® oW oy

94| Journal of Korea Game Society 2013 Aug; 13(4): 91-104



— A Study on the Perception Types of Online Games and Their Characteristics

5, 24 AEF gl kel A w

ki3

=4

Foict. v Al

S

R

2

=

2aPE ol

3T

Q A=+ PCE QUANL

Z1Abel Al 2l Al]lel

Sl

s

E

!
<
R

i

0

o
el
U
b
)

Sl

s

Fe 5, AL o

& A%

A5

129 = At

3]

g

W flaake §

ol

o

i
~

o
,

Hlo

sk,

-,

FH

=2

oy

% 2 3Kvarimax) W

"

ou7E FESAY ot

TEL MY

o]

o

=
=

13 #o] 400918 AA W] 4893%

o]

~
o

o/

=7F 3

12.36%, 2 8910 7.59%, 3 &%1o] 257%, 4891

o] 1.95% %Atk A A

ol

AN fAE WL W

3

=)
o
o)
il
el

‘_ao
oF

~

o

=3
oo

H7hg

A
=

AZE 748

_Z,__
Al A

= 10t - 50tH7t

=

thar ZTH34].

R

Y 507

|

[Table 1] Eigenvalues & percentages of total

T4 9 ARZE eln

variance (N

50)

<
[ap)
R
%13 %
S
a0}
<t
HREE
Sl w0 Lol
8
[aN]
o~ (@)}
SR
%71 &
S
—
el @ ™
S| &
Sl ¥ |
a12 N
8
© | —
Sls 8= 8
§12 5|2 &
2755
& S0 5
%.ﬂA%mﬁm
v
it X
:_Mﬂnéq
=N
s &N T
¥ oriooi
g Mo ~
8 o
_/.;OLAT@E
» W B
m7EL1®
‘Ll..\_lvwo
ox%xlf
- = ox W
— _
Lwsn
Ex_uEWOIOIXF
NI ORT oo o T
o TR
J|
o#o‘muﬂlm%lll
wﬂﬂééﬁ
o =% &
M = o
xo U] g R

bl s 1

S

a8 %

1) HExNoz AlgE

A
R

o
T

A e

=
o

olct.

=
=)

TH2000)

il

| O:

olo
ol 9|

Journal of Korea Game Society JKGS |95



HH, AHE]

! (bottom-up)
)

SEA
2]

o)

A
beha A%

pil

k)

I 59l ofob

(<

=

5132 (top-down)©] o

S

o Az

o

~
G

al7

B

B
Wiy
N

ol
o
oF
N

i
o

)
o

joze]

il
Cal

AA 7V 7t

]

bz 49l AHEAEAAE

i

o
gl

HH

R

A

~,

i
!

ol

3
wr

o

K

o

mJ

TR

0

wr
H

'
M

T
)

0
~

o]

i
-

ﬂy!

oH

ol)
o

b
A A 5] v

A7 He e

i=
L

9/]

ks]
pa

sich, 181

i A7
Slo]u], L A9

il
il

o]

s

o] 32 Aldel o

o
N
ozl

=

o] Al &AA

ol =zt FAlel 7

A ©]

EL

[e]

EAle17]

171 o1e
f:,—?]__

[

o] FA

REREER IS

N

A= H

oy

Tor

s
S

o

olo
A=)

bl

—_
i)

o

o))
b

Hlo
mm

o

A
oy
JJo

~
K

A WA, Holw

2 A%

ol

)

oy
il

4.1.1 ATFEOX}

o] glor,
o A4

=
=

HH

Fa U

L

L

Aol
bRl A AR

T

DAY AYGEelY] dhHY ®
A

k]

A ol oFrt Adel
FolH, ol

)]
H

WE
wjr

o
]

s

A AFEEAA ojn

96 | Journal of Korea Game Society 2013 Aug; 13(4): 91-104



— A Study on the Perception Types of Online Games and Their Characteristics —

Yl 1000 g ® 2012 59 79RE 549
12U 7 (543 22kel = A
A= dy 47k 5009 gEE e
a8 2 FHE dGe F AFEEE FusH
A AHEATe 54& adste], FEA, o
A, dgA Al AFEoRE 709 o4
o] st
13.08A199 3, A+
2]eF 2.

B g
-
o
0
>
lo,
o,
=t
re
ot
rlo
w
=~
(o'}
(«)
I+

ogzpe] ¥ AHEFE+= [Table

[Table 2] Distribution of gender & age of the
survey subject (N = 1000)

Gender

Age Male Female Total

10s 102(20.4%) | 67(13.4%) | 169(16.9%)

20s 97(19.4%) | 84(16.8%) | 181(18.1%)

30s 118(23.6%) | 110(22.0%) | 228(22.8%)

40s 109(21.8%) | 125(25.0%) | 234(23.4%)

50s 74(14.8%) | 114(22.8%) | 183(18.8%)
Total | 500(100%) | 500(100%) | 1000(100%)
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[Table 3] Crosstab of the perception types of
online game by gender (N = 1000)

Gender
Type Male Female Total
Obstacle of
. 81(16.2%) | 102(20.4%) | 183(18.3%)
Study

Just Game | 295(59.0%) | 141(28.2%) | 436(43.6%)

Stain i
Eli‘;em 72(14.4%) | 161(32.2%) | 233(23.3%)
I
VaBg:de Vo 5210.4%) | 96(19.2%) | 148(14.8%)
Total | 500(100%) | 500(100%) | 1000(100%)
0) o] 22f0l HQf oA SR 0D MNE HS M=
% 8028j0| EL}, ZES= 230 olsf AEXoR & 02
stoz My TAE|9ICE Q SHE0IME 20! Zto| eim st
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A2 SH7} SIX| P=CH33.
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[Table 5] Characteristics Summary by Perception Type of Online Games

g 0] [0} 2]
= = o «© .2 &
o )
sl & » < o £ = 9 -
218 g o @ 28358 .| B E =
Nz 5@ ) 25y o8 2 5
2z g |2 g5 5@ 5] £
=5 V| + & o 9 » - = D
<3 T = = el > O 9O % >, a (3]
SlE € 9 2 4 g N o & £ o ) o0
BT s .. L |3 EL 8l &8, < I
S| > A S wE g T o B 0
>= g oo 2 3 9 3 =g 2
= O «© 20 = 0 & 1% ©
o g S 5 03 Q2
z > < 7oA 2
3 e L w
g IS ) < O «
. LT ) = gl =
9] msf .8 <3 = - 3| L
= S | B 38 o B S o &
Ol B |28 9 S g ) o)
» 1o .S &8 w g = z g% ¢
sl £ & |o B I ° E=Re! 5
o =0 = © = S 8 o
-« =Y |95 3 = 3 0w oo ©
B I = Odpm = 9 o B gl w
S EH|esE S8 © = 5.9 <
n 2 s | © 151 3 Q 2 5 @
= < o« 8 = g & &
o o) < mx 1%}
o g 80 RO
Q 22} )
) =) 2 .
k ) <=
El 5 £ - - = e
Gl EL |®E 8> 8|8 «sZF =
o Qo S g = |B Ra — S
&N © S| = o c o0 ® LY Q
3 &, w88 TE5|e=Z|85° 3 E
2 2828 .2 |53 58% 8
= — emw MmOWftO.l.W =
©w| S .. =] gl = c 8 g|Y S5 9
Sl EC S0 E 82 |FE8sTE B
o . |5 o— i
2 ER|IPET  JE@|pELES |8
3 S 0 = |z 3glg°
S £ .2 © e
=B 4] =)
= g Q ol =
> <! o
Slg © o £ 87T v TG <
38 o S & = R = 2 5}
B — -3 = )
Bhl5 8 Y & S22 |8 & £=2 £
2 & o E=R 1 o0 o T g o}
=Sl'E 8« (OIS =R V=3 = =
SIE=] 5 0 9] S 2 8 » g N
B = S 2 ol = & =
Q.= = S n O O Q
o|© © o w & N -] o0
Slo, € 2| & & Y 2 B 9 &
2= 35 @ = T g ~| = 3
Sn SO T o= ] N o0 &
5% g & g = S 2
s ]
wm o0 ~ <
n )
28 | % T a2
£ 8 EE @ 8 §
Bt | B8g| OZ | CE s |vE
53 | £ E S o =2 o S
& © o, © c = o Q o T =
f=E] 8o [ o £ 3 qu
o © mu Me m.Du. o' ~
D% A v &)

Journal of Korea Game Society JKGS | 99



PI
2
Bt
o

riN
2

Mg
fo
@ n® Q@ o to me ok

o Mg R
o nu
>

P
2

lo

oo % 10 o &Y

b
ol
ol
I
e
V)
2
X,
oft
e,
o
=
Kooz fo
i

oX,
o
i)
rie
po)
rlo
=

2> B oo
o ™o
ot kol o

poy
o X
I
P§ e
o 2
TOH O
- o
T
= 9
Norfr
= o A
i, w Jo

o HEf
]

o
o> b o o

o iy

o,

i2)

ko

_O|L

v

v

o

o

>,

>

O]

fr o
[0

=

g 1B o o oo Y ne 4y oo
Q‘L
rir
jn)
yo ©
2
A%}
R
il
2
o4
QL
R
)

1o rziJ
{o
N
-

ACKNOWLEDGMENTS

This study was complemented some results
of “Image Analysis Research for the Digital

Game” that was conducted by Korea Youth

Policy Institute with the support of Gameculture
Foundation in 2012.

REFERENCES

[1] Kang, S., & Kim, G. “An comparative study
on the self-regulation of the digital game”,
Journal of Korea Game Society, Vol. 12, No.
6, pp. 107-120, 2012.

[2] Korea Game Development & Promotion
Institute, “Online game using state survey
model design”, Korea Game Development &
Promotion Institute, 2006.

[3] National Youth Policy Institute, “2009 Online
game and family leisure activity state survey
of Korean child and adolescent”, National
Youth Policy Institute, 2010.

[4] Jeon, G., & Lim, S. “Study on the contexts
and meanings of adolescents’ addictive game
play”, Journal of Korea Game Society, Vol.
12, No. 6, pp. 83-94, 2012.

[5] Anderson, C. A., Funk, J. B., & Griffiths, M.
D. “Contemporary issues in adolescent video

(6]

(7]

(8]

[9]

[10]

[11]

[12]

[13]

[14]

[15]

game playing Brief overview and
introduction to the special issue”, Journal of
Adolescence, Vol. 27, pp. 1-3, 2004.

Kutner, L. A., Olson, C. K., Warner, D. E,,

& Hertzog, S. M. “Parents’ and sons’
perspectives on video game play : A
qualitative study”, Journal of Adolescent

Research, Vol. 23, No. 1, pp. 76-96, 2008.
National Youth Policy Institute, “Analysis of
the images of digital game”, National Youth
Policy Institute, 2012.

Vanlanduyt, L., & De Cleyn, I. “Invloed van
internet bij jongeren een uitdaging op
school en thuis”, Retrieved from
http://www.uvv.be/uvvs/pub/cinfo/jo/pdf/03.pd
f, 2007.

Valcke, M., Bonte, S., De Wever, B., & Rots,
I. “Internet parenting styles and the impact
on internet use of primary school children”,
Computers & Education, Vol. 55, No. 2, pp.
454-464, 2010.

Bensley, L., & Van Eenwyk, J. “Video games
and real-life aggression Review of the
literature”, Journal of Adolescent health, Vol.
29, pp. 244-257, 2001.

Gentile, D. A., Lynch, P. ], Linder, J. R, &
Walsh, D. A. “The effects of violent video
game habits on adolescent hostility, aggressive
behaviors and school performance”, Journal of
Adolescence, Vol. 27, pp. 5-22, 2004.

Korea Creative Contents Agency, “KOCCA
Focus 10-19 Plagiarism criteria and
implications based on game content dispute

cases’, Korea Creative Contents Agency,
2010.
Wood, R. T. A. “Problems with the concept

of video game addiction: Some case study
examples”, International Journal of Mental
Health and Addiction, Vol. 6, pp. 169-178,
2008.

Back, J. C., & Wade, M. “Got game -
the gamer generation is reshaping business

How

forever’, Havard Business School Press,
2004.
Becker, K. “How are games educational?

Learning theories embodied in games”, Paper
presented at DiGRA 2005 Conference
Changing views - Worlds in play, Vancouver,

100 | Journal of Korea Game Society 2013 Aug; 13(4): 91-104



— A Study on the Perception Types of Online Games and Their Characteristics —

Canada, 2005.

[16] Johnson, S. “Everything bad is good for
you”, Berkley Publishing Group, 2005.

[17] Gee, P. J. “What videogames have to teach
us about learning and literacy”, Palgrave
Macmillan, 2003.

[18] McGonigal. J. “Reality is broken”, Penguin
Books, 2011.

[19] Yee, N. “The demographics, motivations and
derived experience of users of massively

multi-user online graphical environments”,
PRESENCE Teleoperators and Virtual
Environments, Vol. 15, pp. 309-329, 2006.

[20] Griffiths, M. D., Davies, M. N. O. &
Chappell, D. “Breaking the stereotype : The
case of online gaming”, CyberPsychology &
Behavior, Vol. 6, No. 1, pp. 81-91, 2003.

[21] Koster, R. “Theory of fun for game design”,
O'Reilly & Associates, 2004.

[22] Squire, K. D. “Replaying History: Learning
World History through playing Civilization
III”,  Unpublished doctoral  dissertation,
Instructional Systems Technology Department,
School of Education, Indiana University, 2003.

[23] Prensky, M. “Digital game-based learning”,
McGraw-Hill, 2001.

[24] Becker, K., & Jacobsen, M. “Games for
learning: Are schools ready for what's to
come?”, Paper presented at DiGRA 2005
Conference : Changing views - Worlds in
play, Vancouver, Canada, 2005.

[25] Mitchell, A., & Savill-Smith, C. “The Use of
Computer and Video Games for Learning’,
Retrieved from http://www.lsda.org.uk/files/
pdf/1529.pdf, 2004.

[26] Burguillo, J. C. “Using game theory and
competition-based learning to  stimulate
student  motivation and  performance”,
Computers & Education, Vol. 55, No. 2, pp.
566-575, 2010.

[27] Kebritchi, M., Hirumi, A., & Bai, H. Y. “The
effects

of modern mathematics computer

games on mathematics achievement and
class motivation”, Computers & Education,
Vol. 55, No. 2, pp. 427-443, 2010.

[28] Eow, Y. L., Ali, W. Zb. W., Mahmud, R.b,,
& Baki, R. “Form one students’ engagement

with computer games and its effect on their

[29]

[30]

[31]

[32]

[33]

[34]

[35]

academic achievement in a Malaysian
secondary school”, Computers & Education,
Vol. 53, No. 4, pp. 1082-1091, 2009.

Shaffer, D. W. “Epistemic frames for epistemic
games”, Computers & Education, Vol. 46, No.
3, pp. 223-234, 2006.

Kim, J. Y., & Doh, Y. I. “Parents’ Divergent
Views on the Game Shutdown System and
Sociocultural Intervention  Strategies for
Children’s Healthy Game Use”, Korean
Journal of Youth Studies, Vol. 19, No. 3, pp.
55-84, 2012.

Nikken, P., & Jansz, J. “Parental mediation
of children’s video game playing @ A
comparison of the reports by parents and
children”, Learning, Media and Technology,
Vol. 31, No. 2, pp. 181-202, 2006.

Whang, S. “The
cyberspace experiences between adolescents
and adults group”’, Korean Journal of
Psychology : Development, Vol. 13, No. 2,
pp. 145-158, 2000.

Doh, Y. I. “Self-recognitions and self-changes
in on-line game world : focusing on user’s

differential views on

experiences in
doctoral  dissertation,

developmental Mabinigi”,
Unpublished The
Graduate School of Yonsei University, Korea,
2009.

Kim, H. K. “Q methodology
theories, analysis,
CommunicationBooks, 2008.

Philosophy,
and application”,
Korea Creative Contents Agency, “KOCCA
research report 10-34 A study on the
perception of game use and behavior
assessment model”, Korea Creative Contents
Agency, 2010.

Journal of Korea Game Society JKGS | 101



Xl & (Kim, Jee Yeon)

&) AgAtolr e

¥ (Chang, Geun Young)

(Kim, Dowhan)

t

4Lk

F
o}

=3t A A 2

0l & F (Lee, Jangju)

102 ] Journal of Korea Game Society 2013 Aug; 13(4): 91-104



— A Study on the Perception Types of Online Games and Their Characteristics —

=
2 =

Representative statements for each perception type of online games

Type Statement Z-score
65. Parents must provide their children with various cultural experience and 191
play activities in order to prevent online game addiction.
18. Because game addition in adolescents is very serious, the introduction of a 1.78
Highest game shutdown policy is necessary by priority.
. 43. Due to online games, children are indifferent in studying or responsibilities. | 1.77
Loading . . ..
53. Rather than unconditional control of online games, raising a strength of
self-control and an ability of discerning beneficial games are necessary for 1.75
children.
T)ipe 8. Online games are divided into good games and bad games. 1.72
36. Currently, online games play a role of reducing adolescence delinquency or | -1.95
problematic behaviors in reality.
37. Online games can alleviate a violent aspect of people. -1.89
Lowest | 33. Online games are helpful in creativity and concentration improvement, and -1.80
Loading brain development.
16. The causes of online game addition do not lie in the game itself but in -1.59
problems such as bullying and family troubles in the real world.
14. Addiction to online games of children is responsible for their parents. -1.49
53. Rather than unconditional control of online games, raising a strength of 2.05
self-control and an ability of discerning beneficial games are necessary for
children.
22. Current regulatory policies are short-sighted in that it neglects fundamental| 1.58
Highest causes of online game problems.
. 56. Selecting online games, regardless of good or bad, is freedom and taste of 1.33
Loading L
an individual.
29. If a parent plays an online game with his or her child, the parent—child 1.24
relationship can benefit.
Type 68. First of all, causes of online game addiction, that is, causes of frustration 121
2 and difficulties in everyday life must be identified.
19. To protect adolescents who are our future, stronger restrictions than the -2.37
game shutdown policy are required.
49. Online games are the cause of school violence. -2.07
Lowest 41. Children th.ese d.ays a're notionless and impolite because they have done -2.01
Loading such behaviors in online games.
26. Because some, even adults, lack in an ability of self-control, manufacturing | -1.82
harmful games must be restricted in the first place.
27. National control is entirely necessary for child and adolescent related -1.82

problems.
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Type Statement Z-score
51. If one plays an online game for a long time, he or she cannot distinguish 1.75
the virtual game world from the real world, and can lose a sense of reality.
53. Rather than unconditional control of online games, raising a strength of 1.75
self-control and an ability of discerning beneficial games are necessary for

Highest children.

Loading | 55. To prevent online game addiction, an environment where children can fine 1.72
their aptitudes and interest should be established.

48. Playing online games a lot results in attention deficit and violent personality.| 1.65
68. First of all, causes of online game addiction, that is, causes of frustration 1.50
T);pe and difficulties in everyday life must be identified.
37. Online games can alleviate a violent aspect of people. -2.36
36. Currently, online games play a role of reducing adolescence delinquency or | -2.28
problematic behaviors in reality.

Lowest 31. Chi'ld'rfzn ?an un'derstand their personality and characteristics through various| -1.82

Loading activities in online games.

34. Online games can be helpful in learning such as computer, English, and a -1.46
sense of economy.

32. Children can experience various activities, adventures, and challenges -1.45
through online game play.

67. Education is necessary for using online games in a right way. 2.10

52. Online games themselves are problematic, but criminal acts due to the 1.78
games are more problematic than the games.

55. To prevent online game addiction, an environment where children can fine 1.77

Highest their aptitudes and interest should be established.

Loading | 53. Rather than unconditional control of online games, raising a strength of 1.66
self-control and an ability of discerning beneficial games are necessary for
children.

42. Due to online games, family conversation is disconnected and parent—child 1.50
Tipe discord is generated.
37. Online games can alleviate a violent aspect of people. -2.16
28. These days, not playing online games can be a cause of being bullied -1.95
among friends.

Lowest 36. Currently,' online gamgs play.a role of reducing adolescence delinquency or | -1.75

Loading problematic behavmr.s in reality. ‘ . .

11. The reason why online games are highly addictive is that online game -1.66
manufacturers make such addictive games.

24. The game shutdown policy is a policy which violates right of education of | -1.63
parents as well as fundamental human rights of adolescents.
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