Journal of Korea Game Society 2014 Dec; 14(6): 7-18
http://dx.doi.org/10.7583/JKGS.2014.14.6.7

I Ay 718 2 oixiel

Zaix Ji2lo| ARSIt AUslo] BA 2EE |
st Alsiei
27y, WYF, |y
SrTHStm CHstY QIERIMTIRIC]

{m13011, rkddkwlI3377, gnoh}@hallym.ac.kr

An Experimental Study on Negative Emotional Effects
in Violent Video Game

Ju=-Sung Yun, Young-Ju Bang, Ghee-Young Noh
Graduate School, Dept. of Interaction Design, Hallym University

2 o

A3 A BdA 284 AJdREHzE 71FEY TV 28 54 NAPYRT 554 P92
STt AdelA BAZA 37t g Atk BRa Ytk B AFE ZE3 A g e A
ok ARl BT = = FE, B de, B, AUy, 21 22 A4 248
H}E #AZs7] A8 SHolHAE A3 WHES T BAAT AF 27 ZHAYL U
AR E Fe, 29 2 AR o ZaA dEwern, 554 ALY E i,
Ao 2S A dEfe] FAA go] AstA uvEldth ARA R T FR v
9= A7) o8 449 FAA 2A4E AgsA e wEa 28 Add it 554 A
A7 AR 5l Bg4 g adrt ada & ¢ gltks AL AlAEE 9

ABSTRACT

People generally think that negative effects of violent game contents are more serious in
active playing behavior than passive watching video. This research examined the negative
emotions which could arise out of playing violent games as fear, anxiety, hate, state—anger,
hostility, and depression and performed an experiment methodology to assess those emotion
effects between playing and watching violent game. The results of this research found that
the watching group of violent video game showed a stronger internal negative feeling such
as hate and depression, but the playing group of violent game had a deeper state-anger and
hostility as external negative feeling than watching group. This research concludes that each
media delivers different negative feelings, and there is little difference in the intensity of
negative effects between playing and watching violent game.
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[Table 2] ANCOVA on Negative emotions Effect
Difference by Gender Between Watching Video

Variable Source SS dff MS | F |[Sig|n?
Covariate | g | 11 g9 | 84 | 36|01
Fear Skill
@ Gender | 1458 | 1[1458[1371.00|.15
Error 81.89 | 77| 1.06
Covariate | - o1 | 41 51 | 71 | 40| 01
Anxiet; Skill
V' Gender | 586 | 1]586|824].01].10
Error 54.77 | 77 71
Covariate | - o 1 11 05 | 05 | 82 .00
Hate Skill
Gender | 4.02 | 1]4.02|376|.06].05
Error 82.34 | 77| 1.07
Covariate:

Stae S 15 | 1] 15| 32 | 58].00
Anger Gender .39 1] 39 | .80 |.37].01
Error 3735 | 77| .49

Coéir;l?te' 13 | 1] 13| 19 | 66].00
Hostiity - der | 294 | 1] 294|437 | .04] 05
Error 51.83 | 77| .67

Covariate:
Depres. Sl 22 | 1| 22| 48 |49].01
sion Gender | 534 | 1[534|1170].00].13
Error 35.11 | 77| .46

N=80,"p (.05 “p{.01. "p(.001

2 A 9] el A
94 4o A4S deet A
= A3 FEFU, 77) = 1371, p<.0l, n2=.15),
EoKF(, 77)= 824, p<.05 n2=.10), Az
(FQ,77= 437, p<05  n%=05), %%
(F(1,77)=11.70, p<.01, n?=13)olx EAH o= &
ojugt ztolE HATE whEhxd FHHAYL AP

of whe A AR, Bk Al ¢
2

Wy el zpolzt itk B 4= 9lom § 4
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[Table 3] ANCOVA on Negative emotions Effect
Difference by Gender Between Game Play

Variable | Source SS df | MS| F |Sig.| n?
Covariate | o0 |1 |81 11| 26| 02
Fear Skill
Gender | 683 | 1 |6.83]649] 01| .08
Error | 81.05 | 77 |1.05
Co‘é‘i‘:j‘ﬁ“e‘ a7 | 1] 47| 57| 45| o
Anxiety o der | 410 | 1 |410/5.03] 03| 06
Error | 6281 | 77| 82
Covariate:| o 1y | o6 | 05| 83| 00
Hate Skill
Gender | 389 | 1 ]389(292| 09| 04
Error | 10246 | 77 | 1.33
Covariate:
Stae ol 03 | 1].03].05] .81 .00
Anger Gender 2.14 1 12.14]3.38] .07 | .04
Error | 4880 | 77| .63
Covariate:| 1y | 77 |1 0o] 32| 01
Hostilit; Skill
V' Gender | 246 | 1 |246|324| 08| 04
Error 5847 | 77| .76
Covariate:
Depres. Skl | 285 | 1255438 04 05
sion Gender 37 1| .37] 64| 43| .01
Error 4484 | 77| B8

N =180, "p (.05 “p<.01. "p<.001
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