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ABSTRACT

This study explored parental mediation strategies of children’s online gaming and their

relevant variables which could

influence on them. A survey to 379 parents with

elementary, middle, highschool, and college aged children revealed 7 distinctive parental

mediation strategies of children’s online gaming,

that is, ’instructive’, ’'co-playing’,

'rule-based’, 'restrictive’, 'technological’, 'government regulation-dependent’, and 'active
guidance’ mediation. Also, the results showed that there was significant relation between

the

parental mediation strategies, characteristics of parents, and characteristics of

children. This study holds its significance in identifying the parental mediation types
reflecting media characteristics of online games and Korean social and cultural context.
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[Table 1] Distribution of gender & age of the
survey participants (N = 379)

Age of Gender
participants Male Female Total
30s 8(2.1%) 55(14.5%) | 63(16.6%)
40s 59(15.6%) | 201(53.0%) | 260(68.6%)
50s 25(6.6%) | 31(8.2%) | 56(14.8%)
Total 92(24.3%) | 287(75.7%) | 379(100%)
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[Table 2] Distribution of gender & age of the
children of the survey participants (N = 379)

Age of Gender
children Male Female Total
eli;nf?;ry 71(18.7%) | 25(6.6%) | 96(25.3%)
(gidllg) 94(24.8%) | 15(4.0%) | 109(28.8%)
(1215?8) 710187%) | 20(5:3%) | 91(24.0%)
(iglfiz) 64(16.9%) | 19(5.0%) | 83(21.9%)
Total | 300(79.2%) | 79(20.8%) | 379(100%)
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[Table 3] Mean & Standard Deviation of factors
of parental mediation strategies

Parental m(?dlatlon M Sp
strategies
instructive mediation 3.10 1.02
co-playing mediation 191 97
rule-based mediation 3.30 .85
restrictive mediation 3.07 .87
technological mediation 2.15 1.17
government
regulation—dependent 2.20 1.20
mediation
active guidance mediation 2.47 1.17
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[Table 4] Results of ANOVA of related variables

and 7 factors

of parental mediation strategies
according to age

30s 40s 50s F P
attitude toward| 257 | 2.21 | 2.46
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instructive 366 | 3.08 | 254 | 1741 000
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mediation (1.06) | (90) | (.[75) | ==*x |
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[Table 5] Results of ANOVA of related variables
according to children's gender

male female F P
attitude toward 2.26 2.49
game (.83) (.96) 450+ 1.085
reaction to 2.20 2.38
children’s gaming (.65) (.73) 405+1.045
E.irfepflo“ of 213 | 22 |u95|
CRHAren's 8ame | 15) | (1.18) | x|
overindulgence
days for gaming 3.70 3.66
(per week) (2.16) | (2.44) 021|892
time for gaming 109.81 | 103.14
249 |.61
(per day) (97.82) | (125.99) 9 |618

#p < 05, xxp < .01, =kxp < 001
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[Table 6] Results of ANOVA of related variables
and 7 factors of parental mediation strategies
according to children's age

1 . .
cleme middle high |collegef F P
ntary

attitude 254|211 1210|252 | 7.76

toward game | (91) | (.76) | (.80) | (.90) | s**x* 000
reaction to
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perception of
children’s | 2.28 | 295 | 2.69 | 2.53
game (1.12)[(1.18)[(1.21)|(1.10)
overindulgence|

5.98+x |.001

instructive | 3.55 | 3.27 | 2.86 | 2.60 | 15.71

mediation | (91) | (.92) [(1.06)| (.97) | s 000
co-playing | 254 | 1.85| 1.56 | 1.64 | 21.66 000
mediation [(1.12)| (81) | (76) | (81) | #xx |
rule-based | 3.75 | 3.51 | 3.25 | 248 | 42.75 000
mediation | (.69) | (71) | ([78) | ((73) | #xx |
restrictive | 3.50 | 3.14 | 3.04 | 248 | 22.15 000
mediation | ([76) | (.80) | ((79) | (.88) | #*x |
technological | 2.27 | 2.34 | 2.13 | 1.74
mediation  |(1.25)](1.16)|(1.12)| (1.0gy| 47 |0
government
regulation—dep| 2.49 | 249 | 1.93 | 1.74 | 9.42 000

endent (1.29)[(1.20)|(1.12)| (.97) | ==
mediation

aicéwne 3.00 | 250 | 226 | 201 [ 1200 |
EWAANCE 1 o0)[(1.05)|(1.07)|(1.08)| s |

mediation

#p < .05, #xp < .01, =kxp < 001
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[Appendix 1] Results of factor analysis on Parental mediation strategies

Factor Item fact.or cronbach’s a
loading

I discuss with my children about their in-game activities and| .826

experiences.

I discuss with my children about amusement, sexual, and violent| .783

contents on games.

I discuss with my children about pros and cons of games, and| .762
factor 1. the kinds of games they like to play.
instructive  |I discuss with my children about people they meet in the game| .741 914
mediation worlds.

I explain to my children about wrongful deeds that in-game| .689

characters conducted.

I explain to my children that what happens in a game world is| .604

different from the reality.

I check information and contents of games my children play. 540

I select online games that I will play with my children. 862

I enjoy playing online games with my children. .828

Sometimes, when my children are playing games that are difficult| .789
factor 2. to understand or play on their own, or playing the game for the
co-playing [first time, I co-play with them. .892
mediation My children ask me questions when they face difficulties while| .639

playing games. (ex. Computer malfunctions, difficult vocabularies

etc.)

I evaluate games my children play by playing them for myself. 628

I set game playing rules (game play time and activities etc) with| .703

my children.

I restrict time limit (ex. An hour per day) and the time of the| .631

day (ex. Weekend afternoons) that my children can play game.

I punish (ex. Corporal punishment, hid keyboard or mouse) my| .505

child when he/she violates game play time rules that he/she had

promised with me.
factor 3. As required by "Selective Shutdown System”, I make my children| .459
rule-based |to seek my permission and approval when they sign up for 754
mediation games.

Other than playing online games, I recommend outdoor activities| .325

(ex. Soccer) or alternative hobbies (ex. Watch movies) to my

children.

I allow my children to play games when they behave well, and I| .300

do not allow them to play games when they misbehave.

Computers are usually placed in public spaces such as the living| .292

room.

I prohibit my children from playing certain kinds of games. .668
factor 4. I prohibit my children from buying game items with cash. 521
restrictive  |I monitor and restrict my children’s in-game activities (ex.| .500 763
mediation Prohibit violent demeanor in games).

I select games that my children can play. 500
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I only allow my children to play games with people whom they| .370
actually know in reality. (ex. Friends from school)
I normally prohibit my children when they are playing games. .246
Filter that keeps my children from going to specific sites or| .725
factor 5. games 1is installed in my home computer.
technological |I installed software that records web sites that my children| .709 732
mediation visited and games they played.
Password is set in my home computer. 525
factor 6. I check whether the games my children are playing abide by| .682
%Z;’Egtr:;rit "Cooling Off System” and that my children are complying it. 793
I check whether "Compulsory Shutdown System” is well| .529 '
dependent . .
L. implemented to my children.
mediation
factor 7. I show good examples of games designed for youth to my| .719
active guidance |children. (ex. Games with appropriate contents) 898
mediation I show ways to play safe game to my children. 573
[Appendix 2] Correlation between variables
A B C D E G H I J F1 2 F3 F4 5 F6 F7
A 1
B | .6Hx| 1
C | -067 | -.049 1
D | 112 | 217 | 2200 | 1
E | -089 | -004 |-166%+|-209%+| 1
G | 06 | 120% | -072 | 050 | 69| 1
H | 068 | ~.030 |-.145%x|=197%x| 683 | 530+ | 1
I | 040 | 006 | 476w | 364 |~ 457k - 302k |- 501+ 1
J =162 = 106% | 000 | —.078 | 211k | 163+ | 168+ | —009 1
F1 |-.308%x|-344%«| 009 |-161x+| 061 | 040 | O81 |-129%| 241%x| 1
F2 |-372%x|= 34| - 071 |-.168%x| 303%* | 177k | A1k | =273k | 434k | 552k | 1
F3 .38 |- 501k — 042 |- 183|150 | - 208« 094 | -009 | 120% | 533k | 303w« | 1
F4 |32 |- A1 Twx| =102 |-.209%%| - 129 |-229%«| 039 | -106% | 083 | .607** | 369+ | 621+ | 1
F5 [-.16%x|-145%+| 100 | -131* | —041 | =120« | 061 | -.050 | .105% | 208 | 3pls | A3k | 349wk | 1
F6 |-.234xx|-263%«| =072 | =079 | =019 | —.080 | 004 | -085 | 127+ | 4d2sex | 377k | 537wk | A8dwx | 449 | 1
F7 =321 =312%| 005 | - 134 | 197+ | 068 | .147%* |- 187%x| 281k | 649k | 603wk | 400wk | A7k | 33k | 473x | 1
p < .05 "p < .01
A age B: age of children C: days for gaming D: time for gaming

E: attitude toward

game

G reaction to H: influence on school

children’s gaming achievement

I perception of children’s

game overindulgence

J: game familarity

F1: instructive . o
o F2: co-playing mediation
mediation

F3: rule-based mediation

F4: restrictive

mediation

F5: technological F6: government

mediation regulation—dependent mediation

mediation

F7: active guidance
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