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ABSTRACT

This empirical study is to investigate the influence of MMORPG player's social as
well as individual characteristics on the emergent party play. First, we have tested our
research model by surveying 231 active players of Lineage 2. The results demonstrate
that both the personal values, such as self-efficacy and job satisfaction, and also the
organizational values, such as task interdependence and trust, have significant influences
on the organizational citizenship behaviors among the party players. This study suggests
both theoretical and practical implications on how to encourage gamers’ altruistic concern
and organizational adaptation in MMORPG.
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[Table 2] Results of Factor Analysis

OCB | TI SE | TR | JS |Cronbach’'s a

OCB7| .707 | -.035| .253 | .131 | .153
OCB5| 668 | .150 | .130 | .285 | .071
OCB8| .656 | -.070 | .032 | .295 | .261
OCB6| .642 | 195 | .283 | .042 | .112
OCB2| .640 | .293 | .145 | .400 | .043
OCB3| .632 | .259 | .065 | .393 | .188
OCB4| 616 | 424 | 099 | .096 | .18
OCB1| 584 | 343 | .091 | 432 | .149

.884

TI2 | 122 | 807 | .212 | 183 | .151
TI3 | 104 | 763 | 182 | .200 | .164
TI1 | 111 | 738 | .230 | .038 | .094 .868
TI4 | 214 | 728 | .024 | 222 | 154
TI5 | 203 | 571 | 318 | 313 | .212

SE2 | 194 | 157 | 880 | .127 | 144
SE3 | 496 | 166 | .848 | .056 | .197

SE1 | 118 | .237 | .809 | .045 | .169 H02
SE4 | 191 | .200 | 654 | .204 | .300

TR2 | 274 | 164 | 016 | .815 | .218

TR1 | 222 | 180 | .109 | .780 | .229 853
TR3 | 231 | 146 | 134 | 764 | 117 85
TR4 | 261 | 214 | 128 | 668 | -.083

JS3 | 201 | 188 | 220 | .197 | .856

JS2 | 187 | 173 | 156 | .061 | .825 392

JS1 | 140 | 209 | 460 | .105 | .706
JS4 ] 336 | 270 | 293 | 240 | .588

OCB(Organizational Citizenship Behavior),
TI(Task Interdependence),
SE(Self-Efficacy), TR(Trust), JS(Job Satisfaction)

[Table 3] Discriminant Validity

M

SD SE JS TI TR | OCB
SE ?;12 1.00
JS ?;2 593" | 1.00
TI ?613(7) 503" | 5217 | 1.00
TR ?;21 343" | 433" | 506 | 1.00
OCB ?fg 482" | 552" | 537 | 6617 | 1.00
“p< 01

o] FXE Koy, VIFAFE 10082 e}y
ol =54

T 2 v ddds EAVE vk
| [Table 4]¢F #Zt}h A7|Es
Fgoll frold &S Av= A
12 ¢ ko] 241802 +1.96 ool 9&E p
grol 016(p<.05)elm= A=Yt thgow A
ko]l 2AA Y F vA = FEFS UER
7 27F e (i=3414, p<ODERoH, T
ojEAge] 2HAMA T wt= 7Hd 3 o
A (t=2.195, p<.05)= At vpAHo s thE Ao
vol gk AErE 2HAN S vAE 9

A3 71 4% AE(=8.701, p<.001)= At

2> o rlr

[Table 4] Multiple Regression Analysis

DV I\% B t o} Tolerance| VIF
Constant| - [3.135| .002™ .

O |SE 139 | 2.418| 0167 596 1.676

ClJs 203 [3.414| .001™ 559 1.790

B |TI 127 12.195| .029° 589 1.679
TR 461 8701 | .000™ 704 1.420

“p< .05, Tp< .01, Tp< 001

5 [e]]
B AFoAE Aolne zr|aet, AFEwHE
Fo o)A A =T}

1o,
=
R T T )
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o

74 7} ]
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