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ABSTRACT

The purposes of this study are, firstly, to investigate the relationship between the online
and mobile game players’ psychological aspects (reference group, government regulation,
game contents) and their game experience and overindulgence in games and, secondly, to
suggest possible ways to reduce overindulgence in games. The implications of this research
are as follows; Firstly, families and school authorities should strive to make sports and
other pastime activities popular among peer groups rather than allowing online and video
games to become only source of popularity among peer groups. Secondly, it is better for
families members to establish a set of rules for controlling their children’s time spent on
online and mobile games rather than entirely forbidding the games. Family members should
also strive to have more family conversations and to find a common source of interests.
Thirdly, government should strive to develop policy responses to the overindulgence in
games based on practical research and analysis. Fourthly, game makers should pay more
attention to the components and expressions used in their games so as to draw game
players’ interests to the story and design of the games. Game makers also need to consider
elements in their games that may potentially cause overindulgence in the development
stage. Lastly, game players should strive to find new leisure activities besides online and
mobile games that they can enjoy and have good experience with.

Keywords ' Reference Group, Game Contents, Government Policy, Game Overindulgence

Received: Nov. 12, 2014 Revised: Jan. 22, 2015
Accepted: Jan. 23, 2015

Corresponding Author: Ji-Hun Lee(The Clips CSO)
E-mail: 77spring@naver.com

ISSN: 1598-4540 / elSSN: 2287-8211

© The Korea Game Society. All rights reserved. This is an
open-access article distributed under the terms of the Creative
Commons Attribution Non-Commercial License
(http://creativecommons.otg/licenses/by—nc/3.0), which permits
unrestricted non—-commercial use, distribution, and reproduction in
any medium, provided the original work is properly cited.

Journal of Korea Game Society JKGS | 63



]

&

o]
FEae

|
°

e

|
3]

3

=

A}
B s
ok &

ul
~
27

o]

=
A
o]
=
Y

e
Wt A

L

L

A
4 A9l wEo

L

fu

=

}

w3
=
2 opr|H

l

5o

R

992 B

K
2 =03 T55 olo7Hi

9|

] o]
ERE

S
5

2

TEolF Jivitt

=z
T

17

Fodck =l Al

°©

iE13
=

)
9% A9 & A

=90
==
A

— A ol gAel BHol AY ol§ % B v

atA =

[¢

A Al
t717F ol xia, A9

°}7]
Aol whA] 2o 42 A

=
3]

?_

FARE Al

Al ATk Al AanAbE

3|
S

A verte a4,

$ag

A eI

7]

o]

B

a7 = ATH2].

535

Y

@A, Aol

o

)]
H

B
=

A =t

\.mo

=

or

s

o

f

gel 7%¢l

o] mj§- Atk

F

733

L
L

o)
b

d

sto] Aol Ao

S

204

L

L

o] ¥ o]

g

s

=2

£
gAY o8 3

| o] 8o 6.3%0l =

T

[e]

—

[e]

d

Z

zel

S
al

oAl 39419]
7

tH3I.

17-42(2013) 9]

fs

X%j‘lo

o

3} o}
W frope] APEE FF ARSI

ol tH111.

F+

=

=

EEE]

[e)
(56,

171 <]

=
o

o

2
=

EX
]_

=
= 0

=

/Ké Z]

5,

A ofelg

Lt

1
s}

gy
kel

ole]

3l gteH4l.

[$)

]

Pz
AN

)

TR
(el

o

[ail

Al12]elA o4 Aol

p

T

ba it

j=5

H

71.0% %=

R

°©

At e AA

L

o
A=

[e] 2~
S Y

64| Journal of Korea Game Society 2015 Feb; 15(1): 63-76



Z

R
L

Al71aL gtk

— A Study On the Effects of Game Players’ Environment on their Game Experience and Overindulgence in Games —
ol A Al o

g

<

¥

st71 %= gheh22,23].

TARI} £

S LPZEgETEO Ry TETEL TETYTELD
° To X 100 Ko RO - N st o TR o o T
TR IR e W T LT mRam o Y Mp N
! Nlo “ - W N ) ;ML &M P - RU = o Wr
T R =R B KNgT s T oo, W R
I R L R X Wl < L, 2w o e A s = TR
- S~ 1%%@@3%%%&%@&% oM
I T B R S N SEE Bl BN T
fatl 5 W B o _of N U I o= % W T 9
T J|7Eﬂée o juis ST Iy 7ﬂ_|ﬂ17H1Jq .%Eﬁ
IR ImET LTI I =
hOTELRET O p R IR leRgR Ty P Ekdey
; WoR il i
oy %iﬂo%%%o]% T T D My oo TS N PR TR
= ey S — oo o WA 2 o o o R
— TA®mxE s  wW=EhE oMo TR oo Y S op o Koo LB
o w U T o= T oW W= A o Ao _ N o B NS
CO T mhwﬂ% Y I T R S B L N )
TEaw st o S R - IR O S I o
B Zs"we N _» M o s¥@8TLen 8P IrETgTw
i B R B LR N 2T ERTKE ST B DR
K —kX BT ore™®oy o TEIZpUE_®_ o7 R FESE
oE N o R Eaﬂ - . ]J?lﬂﬂ ﬂm@dﬂﬂXﬂVﬂm_ EEAT
IO T B N . O Tl T i B A I TR
PEN R PTRAoF HTH o T hET"YpmRH " xwe @
B = T oo OW W R W N ®OR o Gl ey ® B0 oHmw T S Gl i~
mﬂ% ﬁ%ﬁ,zﬁ%% Eﬁv%mmw%ﬁﬂ W%;ﬂurm%%%mo%ﬂoﬁ
. T o — m e I _ ® X T
BXs Za-fa® En», _Tx= R N
o 5 o %Llﬂ%& .71r%7ﬂp_|zt ~ o ﬁ.nmw/riﬁ
N K o ST R T ﬂrmﬂ N AR oo o X T NP B P
ook SwE e e BEB 4 5oy ® TR
%%ﬂ. mb%lgﬁﬂﬂ%ﬂomw%d”%% Nrww%ﬂwanmqvmﬂmo%%
E oo = g 2 S ;
NG TﬂEmﬂwﬁjwwoaﬁoanoﬂ. %%%%%%%%WM%
W T % = g 0 =T, B AR R mROROR B0
= o O T ﬁioﬂuﬂo oy W o= W%M% oW P
thaodROEWmﬂNlEa] HmMﬂ;%ﬂﬁ ﬁom.%&ﬁiﬂ Qﬂn?iogo
‘mmq,wu %dllﬁlﬂﬂﬂl%uﬁ_ot i _}ﬂmuHOJIﬂL WWﬂ/ﬂ
— 0 Myﬁe ﬂAﬁLIWmHMATﬂHM& ﬂmﬂUr,Mu w T
IV ol RamT ol TP L 2By
Mﬂgdr%mﬂ%%Ju‘_aﬁrﬂ,alu%wmfl% o R L S oa B 5%
Py rva Y o - - T
S%&W]%urimeu%ﬂﬂ o il mﬁuo}%ﬂ.ﬂ%yur;l
oy wp PITE S e T ow , w LT Rl »  EReE  o%&wmid
s AT e S I TRE Ty T E NoR L TR e s X
FTr R LG B NER T BV DRy W T Voo
HoRR R %i%aﬂﬁﬁ%%%&r X oR R N ylut_tuﬁﬂo.ﬁo_um_u,%
) CL S AR S o N e P T o= L EX s NR 1l ° =
) SRR T o X M 3 g AN« f e = o =
TTETST TFTFXITK FEThIFTDT NTRRPT R T T W

Journal of Korea Game Society JKGS |65




Bg AT

l

ol

aF

3

— A ol gAel BHol AY ol§ % B v

R=Ny¢)
=

49| ofol

I AZARS Agn U AY A 80%

B
T

X
o

@Al BEAIC

Wt

o]

sfol SEAeR g, AA

gl

Bl
oy

Nfo

of

—_

0

oy
ﬂmo
o
o)
o0
=
— %
4]
— 5
T ®
B
T oo
N
<o
]BT
~
o <
o —
[
R o
oy
o
= o
o

of

HA o

3|

] HE o]

*

1=
T

<A
W

ofe] A ¥

ol 13 TH10]. 3w whell

ol

s

el

Yol

= A

29193(9]

A2

EERERERE

2011 449 204

S

e
i
Ko

o 878

EAAe S e ot by

S e

!
al

KA 7L AAEH] 164 o

Fol -

EANE YA 2F 0] §5

Z] o]
1

3

o 4

SRR

oy el
e

il

7t

il

o7k

3]

B
~

ATH28].

Ayl

, e @A, Ay 2% v T o

=

2

28, Ae7HAE Ao

131 ATH25].

o2 ‘Global Village

=90
==

A

Tor

g
ol
Hlo
;A..%

Bl

[e)
2 4

7] A

1o

L27F Ik

Ul
o
all
S
o
[N
oF W
= B
T
dr
"
~
=
= o
&
oy My
g
o
ol Lt
Mo
T ®
o 5
MJ <
]
_ A
2
~ op

A Azgos o)A 9l

1A e}

3|

Arl 24

Rlrh

K

A~
a9 T

o] they

aw

o]

A7 EAFE 719 AL, Bl
L e R |

. Aol

1

7U
UE

1

2

(Fh e e <]

1

7U
N
io

<R

ATH27].

aut wjz A o] gol

2.4 35 AY olg A

BE N, A8 R

o

el

s oA il

L
L

78 2] (2011)

A el 85%=A 1907 &

p
L

A

66 | Journal of Korea Game Society 2015 Feb; 15(1): 63-76



=
K3

Z]
i

AACH34]. whet

=

=

VA A 7F 0] 8%}, T (A
EERL

s

]

=

)

o}

Y

°©

A

L

T

A5 2(2010)9] Aol A

Fopst @
17+ %

A

(e}
A5

R

— A Study On the Effects of Game Players’ Environment on their Game Experience and Overindulgence in Games —
ol 7

ZFetany 1
7 gl

[32].
Q)

she} Aol

el Sabs

14
=

el
K

q

<4

ol

HA o

S

o] M= W

&

o]

B

171744
SHAI

o]

e Aol

o

o 9o} 1Ao7t

TH361.
A olgel A<l <

L

T

}7)

S
gl

—

]

9]

st

1

Ll

X

saek
H1

[e

% HHEslel gejrh th2A vepd Zlo® mld

3

i

el
1o°
B

()9

o1 gel H(1)el 9
SEDE)

s AY
dAE AY

gl
—

Etel ¥
7% 3te)

H3
H4

i

el
To°
)

1A

3.

o ARl o] & Al BA Al ol&

3l

8

H5 :

veel

HH 3A 7HAE Yirol & &

2.6 AlY 1t

N
M

=

-

T 9 ), AR, A

1

L

=z

ARGEAY o]E-#ke]

)

e

Journal of Korea Game Society JKGS | 67

o}

T,

i==]

A, A

s

()]
=

o,

L

R

}_

t71 sl Ad AREAHE 57HA]

S

4

3}

Y
=]

2
el hro] wylw

]

[e]
R

qJ

S
S



— A ol gAel Bl A ol

Reference Group

—_—

Friend

N T e

Family
Govemment 'H'SX
Regulation

Game
Contents

Y
Game

Game .
~~| Overindulgence

Experience

W

[Fig. 1] Research Model

2 AFdME ARG, ARA, A dulx
) =43t7] $ste] th59

A ark TA™T 2
715 1Y & ZS7002)[37], AA & 9]
£.3][5], Olson & Gorall, Tiesel(2006)[38], A

(2007M[39], A3<981(1995)[20] &< AT+E

st ARrAY AY HAdzxe TSR3
(2010)[4], AAZ(201D[10], F7(2010)[27],
Baron(1999)[40] 9] A7& Fastdrt. AlQd o
4 9 A9 FEde FHER1D3B2], wEE
(2012)[41], = AREZ3FZEA(2006)[42], AT
(2007)[43] 5] ?“i?% 2 AT AstesE F
PR B R =
ZAE 54 A=

o
O Fu’E 23, ‘EEolth’E 3%,
’

)

iy
o

% 1@7

W (Non-Probability) & 3
(Judgement Sampling)oll <]3] %=
weha =Y By AYATES
Ql

L N
i

= 20149 9¢€ 12¢%-H

10 7474 oF 259 St Alddlen, 35055

WE I o] FollA 311H7F S FHA o] F &

Aol BAgE AEA 245E A3 287THE F
F BRow EAsgrh

THE FE ZE2 2FAA(Reliability) A5

Cronbach's a A2 Qs on el
FHEIGA WA HEAd SRE 95 g4 8

o184 (Confirmatory Factor Analysis)S ©]&3

-

o BG4 At 223 24 el o
@ durdel SAe MERAS ogadrh 1 ¥

TR 2ge 4gue 2 del g an
o}

4.1 ZAL CHAIR}O| Qupbs

ML
Jm
%

A oA dRkd 542 [Table 113 2t
Adn &S F SR 2879 F AEn|&o] 9
1647(57.1%), 1=+ 1239 (42.9%) 2.2 Elytt)

AH L 154 o] ~204 PEH39.0%)°] 7HE =
ki, ¥ A5 50 WRk(725%)0] =A UEr
stk A HEerE e SA(82.9%)F FEu =
A(38.0%)°] =A YERTE 49.1%7F QIEHlo =R
AY ARE ostar o, AY ol &XEH&

3.

< 1] ol8k(73.2%)7F 7Y =7 vERsH 15
A Hit AY ol& ARF2 10A13F PIRH65.2%)©]

sl
sk Al 7‘3%’3"3 °]°ﬂ 5—@8&%
o th3t Cronbach's Alpha 74]—r9‘r AMA gelR
Ag 8l A gEAEE SHES

68 | Journal of Korea Game Society 2015 Feb; 15(1): 63-76



— A Study On the Effects of Game Players’ Environment on their Game Experience and Overindulgence in Games —

[Table 1] General Attributes of Object Research Group

Item Division Frequ % Item Division Frequ %
ency ency
Gender Male 164 57.1 Student 238 829
Female 123 42.9 Self employed 5 1.7
Under age 10 0 0.0 Blue-collar job 2 0.7
age 10~under age 15 50 174 White-collar job 27 9.4
age 15~under age 20 112 39.0 iob Profession / Management 8 2.8
Years age 20~under age 25 76 26.4 Sales 5 1.7
age 25~under age 30 18 6.3 Unemployed 1 0.4
age 30~under age 35 17 59 Soldier 0 0.0
age 35~under age 40 5 1.7 Housewife 1 0.4
More than age 40 9 3.1 Etc 0 0.0
Less than elementary school 32 11.1 Under 500,000 208 72.5
Middle school graduation 109 38.0 500,000 ~under 1,000,000 31 10.8
High school graduation 94 32.8 1,000,000 ~under 1,500,000 8 2.8
Last College University 4 14 | income | 1,500,000~under 2,000,000 | 6 2.1
School graduation
University graduation 42 14.6 2,000,000 ~under 2,500,000 10 35
More than Graduate school | g 2.1 More than 2,500,000 24 | 84
graduation
Internet 141 49.1 Under 10,000 210 73.2
TV 20 7.0 10,000 ~ Under 20,000 36 125
Identif Magazine 3 1.0 Game 20,000 ~ Under 30,000 15 5.2
y Newspaper 0 0.0 for 30,000 ~ Under 40,000 10 35
Game Acquaintance 107 37.3 expen 40,000 ~ Under 50,000 4 14
Info Transport advertising 16 | 56 | 5 | 50000 ~ Under 60,000 4| 14
(Subway, Bus etc)
Etc 0 0 More than 60,000 8 2.8
Avera Under 10 hours 187 65.2
ge Under 10 hours ~ 15 hours 41 14.3
Hours | Under 15 hours ~ 20 hours 22 7.7 .
per Under 20 hours ~ 25 hours 11 3.8 Total 287 100
Week | Under 25 hours ~ 30 hours 12 4.2
Games More than 30 hours 14 49

Cronbach's Alpha Al$=7F 0.6°]7dolw 2134
o] A& ZoR QAAHAT44]= 7]Fol H|Fo] &
Aol A AHgE ZSAHTEELS 095322 YERY}
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A
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)
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oAk glA o
S AEEd AY

= (AF, 71, A4 5 2y 49=rt &
B3 Aoz yepd)e Ag X2=2181, df=2,
p=.336, X?/d.f=1.090, RMR=.0093, RMSEA=.018,
GFI=.996, AGFI=982, NFI=.996, IFI=1.000,
CFI=1.000 Y}ElsEL, Std. Loadings® ®% £
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[Table 2] Variables Validity and Reliability Verification

ingredient

Cronba

1 2 3 4 5 6
ch's a

Is a major factor in the growing popularity of the game
are good friends.
I have a lot of popularity among the gaming
friends.

A98 | 173 | 125 | 279 | 145 | 736 | 916

257 | 243 ) 192 | 233 | (051 | 701 | 915

My family is gfeat that this bu.rden should be sent 016 | 242 | 006 | 7836 | 128 | 034 918
with your spare time.

My family do not know who the adults and o33l 95 | 1| 1 | oa | 122 | o1

children.
My family do not know about each other’s friends.| .085 169 | .086 749 .021 | .165 918
My family is too dependent on each other. 139 | 134 | 050 | 813 | .025 | .035 918

There are I'eStI'lCthl’l.S on the use of the game o | ol 163 | o057 | %32 | 031 920
time.
I used the game after a certain period of time less
progress level.

Game companies are trying to heal a game addict. | .224 | .022 | .036 | .039 | .799 | .058 920

048 | 076 | .160 | 075 | 768 | .039 | .920

Characters in the game, it is fun to watch the

surrounding background. 217 | 183 | 772 ) 104 | 165 | .050 | 915

The storytelling of the game interesting. 143 | 130 | .843 | .100 | .110 | .109 916
The personality of the main character of the game,
as well as the surrounding characters are well 238 | 126 | 814 | 015 | .064 | 174 916
represented.

Set in the world that is the background of the

. . . . 246 | 158 | 776 | 130 | 139 | .092 | 915
game 1S to detail that is well organized.

I feel the fun and enjoyment of the game. 809 | 175 | 217 | -.019 | .035 | .154 915

I can spend your leisure time fun with the game. .859 181 | .169 .098 .042 | .116 914
I think a good experience with the game. 724 150 | 264 .088 296 | .120 914

I feel like the game, and then improved. 805 | 179 | 134 | 116 | 166 | 144 | 914

I like to play the game. 834 | 215 | 220 | .023 | .053 | 215 | 914

I do not need to be busy doing the game. 202 | 795 | 165 | 241 | -0B | .133 914

I am getting the longer the time to play the game.| .259 805 | 115 | .208 078 | .097 914

I will have more time to comply with the games. 152 | 776 | 168 | 219 | .087 | 212 914

I quit the game, e.ven if it is difficult groups to 152 | =31 1100 | 143 | 013 | 204 915
quit the game.

I like to study and work hard to concentrate because

of the game I think. 152 | 804 | 135 | 211 | 131 | 148 | 914

Eigen value 1468 | 382 | 246 | 182 | 165 | 1.34
Variance Extracted(%6) 1821 | 1329 | 1074 | 932 | 834 | 6.20
AR Mgl ol Wy wAE shAEA 4.3 B EM1} JIMAS
depgos PEsts] 918 [Table 419 2ol g# ]
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— A Study On the Effects of Game Players’ Environment on their Game Experience and Overindulgence in Games —

[Table 3] Result of Confirmatory Factor Analysis

. E
Constructs Question St(_i r.ror t-value | p-value CR AVE
Loadings Variance
. friendl 729 468 - -
Friend friend2 79 408 10389 | wxs(00D) | 720 | 0971
family1 172 310 11.758 w435 (,001)
. family2 755 312 11.551 #+3%(,001)
Family family3 7709 562 10913 | w01y | 084 | 057
family4 734 .449 - -
governmental regulationl .805 520 - -
GR?V : t.ntal governmental regulation2 656 632 9.298 #xx(,001) | 0.732 | 0.479
egiliation governmental regulation3 715 578 9.704 w#35(,001)
game contentsl a72 608 14.186 | #**x(.001)
Game game contents2 328 442 15504 | #*x(.001) 0847 | 0581
Contents game contents3 829 .386 15536 | #*x(.001) ' ’
game contents4 815 465 - -
game usel 832 .356 - -
game use2 368 293 18.247 | #*x(,001)
Game Use game use3 785 493 15626 | #==x(.001) | 0.909 | 0.666
game used 820 403 16.704 | ##x(.001)
game used 905 233 19.532 | ***(.001)
game overindulgencel .849 339 - -
Game game overindulgence? 852 336 18.231 ##3%(,001)
Overindl game overindulgence3 837 333 17.700 +6:(,001) | 0912 | 0.675
CHnALEEnee ™ o ame overindulgenced 835 335 17.643 | ##=(.001)
game overindulgenceb .840 .320 17.819 #x%(,001)
[Table 4] Correlation Matrix
Variable Name Friend Family Governm@tal Game Game Use Qame
Regulation Contents Overindulgence
Friend 1.000
. .539*
Family (049) 1.000
Governmental .286% 222%% 1000
Regulation (.059) (.054) )
. 510* 301* 387+
Game Contents (.061) (.051) (073) —
601* 244% .340% 560*
Game Use (.059) (.046) (.066) (.068) 1.000
Game 640% 556* .239% 442+ 512 1000
Overindulgence (.063) (.056) (.066) (.067) (.063) )
*p<.01, **p<.05
Qo A ol&2 ) 92 = HAWSFE, RMR=.041, RMSEA=.048, GFI=.903, AGFI=.877,
gl A =9 WARsE 22 A H S0 NFI=.916, CFI=.965, IFI=965% 7|% % ol¥ o=
2ol ANE mge] Al ARE A wEade frem vmyr F AfmdAs

v X?=357430, d.f=216, p=.000, X*/d.f=

1.655,

AGFI= 091t #A®b GFI, NFI, CFI, IFI7t
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098t =3, =3 RMRE 0.05 Bt} @e o= Aol ot #A2 FAHoZ {3 A(+)e] BA
UEh} B OL?-Q] 7Hae AAREE dE FErt 9o 2 (B=.32, t=4.425) 7} 4= AAHA
Qe 2dE gddd 5 AA, A ol gl tdt AR Al AY o)L

[Table 5] Path Coefficient of Model

hyp i Standardized
othe Path Coeffi | Estimate . t-value | p—value | Supported
. . Estimate
Sis —cient
H1 friend —-> game use A48 593 483 5.079 Rk choose
H2 | friend ——> game overindulgence 31 .394 307 3.119 .002 choose
H3 family ——> game use -.13 -.167 -.135 -1.858 .063 reject
H4 | family —> game overindulgence 32 410 317 4.425 okt choose
ps | governmental regulation === | - ) 102 112 1757 079 reject
game use
H6 game contents ——> game use 31 291 312 4.325 Hkok choose
: s ——>
H7 game contents 07 071 073 Lot | 27 reject
game overindulgence
HS game use —-> 21 218 200 2794 005 choose
game overindulgence
Goodness-of-fit statistics : X* = 1.655, RMR = .041, RMSEA = .048, NFI = 916, AGFI = .877,
IFI = 965, GFI = 903, CFI = .965

sk P<0.01
4.3.2 AFIIMe AZ o BAle BAFeR Fo(B=11, t=1.757, p=.079)
kA gko} 7hado] 714 E Ak wekA 71 5 7]
A, 7V ARFA, AY dex AY o] &, 7} = AT
o AEYe] FRIBACNA A AA 8 7t WA, A Helzxel A ol gl dig 42
| oigt dE AZ}E 8°F3tH [Table 5]9F 2 AR frejd F(h)e BAYLR(B=3],

A AF7H Zd P-Valuegke] 0.05HT}F = t=4.325) 7} 62 AAFHATE 2HY AY A=
et 3715 ALE 57 AgE Aoz ® =9t AY FHEYLS EAHZ  Ho(B=.07,

o 0o X
2
i

491 t=L101, p=271)3kx eo} 7pide] 71zks et
FEPAAS B ATM 4T Ade oe B A 7S /1ZEd,
ek A, A olgAe]l AT AY ol el Aoz A ol g3t AY FELe] i
ga BAe EAdow §o8 A(ne WA Ae EAdem fo Ao BAB=2,

2(B=48, 1=5079) 7Hd 12 AXHQUTh Ed A =279 theht 4 8e AA =k
g olgAre ATt A
EARCZ FolF A1) BAB=31, =3119)%

ueb 7hd 2% AR = Tk 5.4 2

=4, A ol&Are] 7hEa Al ol8ol Wi
w4 TAHeE Fo(B=-.13, t=-1.858, p=.063)  Are 2l 2 wakd AlY olgAke] A
atA] ggoF 7hde] 717 wEkA 7k 3 7] A (ARG, ARTA, A Aulz)eA A9
ZrE itk 28y Al o8& T AlY FH= olg 2 A9 FHEQle] JFUAZ viotslar, ol
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