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ABSTRACT

There are general surveys on factors related to game addiction. However, less is
known about the relationships between game addiction, therapeutic catharsis seeking, and
game and life self-efficacy in terms of desired needs. This study sought to clarify
several of these relationships. Using data from a survey of 489 online game users, we
conducted a regression analysis to explore the association between therapeutic aspects
(therapeutic catharsis seeking and game and life self-efficacy), psychological problems
(loneliness and depression), and demographic variables (age and gender). Results showed
that both therapeutic catharsis seeking and game self-efficacy increase game addiction.
The implications of these results are discussed.

Keywords : game addiction(AY #=1%)), therapeutic catharsis seeking(X-f3% 7}EF2A| 2
T), game and life self-efficacy (A 2 A4 =o} E57H

Received: May. 10, 2015 Accepted: Jun. 02, 2015 © The Korea Game Society. All rights reserved. This is an
First auther: Lee, Hye Rim (Konkuk University) open-—access article distributed under the terms of the Creative
Corresponding Author: Jeong, Eui Jun (Konkuk University) Commons Attribution Non-Commercial License
E-mail: jeong12@konkuk,ac.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 | 123



—slelEA s 2729 Aol &
M

%%W?L#Lz,ﬂﬁu%i]a -
dﬂ7@L%®_zFovﬂAATXﬁQaﬂﬂgoH1ualr
= <l T PTTRE TIWED
i - - L e IRERITTIRR
pypTeTE PR WET P T %%ﬂ&ﬁsd%l?iaﬂx%ﬂ% 3
rEEEwL Y Frirs® eyt M%%%wnwuw%,ﬁﬁo&q -
! OEﬂo . ) = — 1o —_ =
%ﬂﬁﬂwﬂ,%m&%x a_ojgmmﬁw% @@ﬂ%%ﬂ@%ﬂﬂeﬂﬂwﬁiwi ol
KW o) = 5 B = o o 2 = ]]H
%%wmﬂaﬂo%zmm%%oﬂﬂn,%ouﬂa‘%mﬁ%@ﬂmﬂ@o@o%drﬂwwe_mnwm %
i O S s TEW P B g B )
]_,ou.Aoo,ma;l% ﬂwqgaﬂulﬁﬁo»??ﬂuﬂu%ialAoﬂo%]&qgﬁ_‘ﬂﬂ%‘_ﬁ B
M@@A%i%ﬁmﬂ%%%mﬂwﬂ#@a%ﬂ@ﬂw@%omgwmw«,M@ 5
- - o T — o~ —_ o — s
Qmﬂmw%d_ﬂﬂzﬁﬂnv_.mm%Eu#%mt]mﬂ%ﬂoﬂﬂlou W%xmﬂwﬁ?EﬁTw—m 2 <
Foerapre e vy E ﬁé&%@m#%mﬂ_aﬁﬂé%ﬂﬂ B
al ; il R = = = o
x%%,owﬂ%moT%ﬂu&qmmaﬂﬂ%a_ﬂAu]%JmLfgaﬂﬂ@%ﬂl%ﬂ s
R R Il B AN S5 H S ﬂl%ll%Ax SIS W o F
Eﬁagﬁiwﬂ meﬂovaWweﬂug%goo»vwmﬂwwﬁﬂ?ﬂmuﬂwﬂﬁﬂw]@%% ,WL
ﬂAI‘._,_Nﬂm 1 o = ‘IX .I_!f.wo OL‘W = o XﬂﬂL!] -
%ﬂ%?%z%ﬂ%ﬂ%ﬁzzaLlarom%ﬁﬁﬂmwﬁgﬂﬂ%%z7%0%M%
ﬂﬂ%%%é?ﬂ.%%%y@ar%ﬁ%%%@@%?ﬂ%ﬂ%%%gwﬂm%ﬂgn%Wﬁ
o =) = B oL & %Lnﬂﬂ; = ™ O W §r o o X ququ_ogLoixm
%Hmmmg,xfar}leEM7}_d13 d@uu}ﬁ41mﬂﬂyw}we_g1EHT
YR K T M N oF X o) Wy o o M X R 2 X0 on
T T NN R PR R o Moo o = = B St 0 EE s = - = 2
,oo»s#@_d%wnﬂ.%ﬂﬂﬁoﬂsm%ﬁmﬂ@ﬂ@wﬂﬁm
0 oy o~ o
w oo " o%@immﬂ@%ﬂ%@éMWN%W
IO ® O EC U o N R ° Ao )
CR JHQMW% PSTEHT T A
E,m|7o Malkr e X MOSHT‘UI] oqmuio‘ol._po‘lu,lA
io_ﬂﬂaﬂ%]ﬁoolmrﬂﬂ% CRF XTI o ghT AU METHE TP
_%@@].17M%a W ° Egwmpt T o oy g e o R x d
ucuﬂ%,m_uu,m.dri%‘n_wmo 5 ﬂ%gﬁle#uﬂﬂm%muu%ﬁmro_e &.%?mw_xm
ocyonul,Jo%ﬁ%ﬂuo].l C R oI - I =y P g ST m
- © BT ®m ﬂﬂmwmﬂk 4Rz AN
ﬂ.ﬂuﬂdra_wmﬂﬂalioﬂm aﬁ%%ﬁﬂoLm%oﬂﬂﬂﬂrz%ﬂ =P e Mo o
1&wle%mﬂzﬂm%mw%Mmﬂ ﬂ%%ﬁﬂﬁm% ﬂo@ec%%_f.ﬂiﬂw -
P Ehsraleos LB R = R S P o, *F
%%M&ﬂ#@d%%%ﬁ%.@%mﬂ Ma.mﬂwwwﬁwb%%wwﬂ%ﬁﬂ%%
17%%mio]i%@u%nuﬂﬁrl”iszmﬁ uunﬂ].ﬁa.z&arﬂw,m,1
o = E &igﬂgaﬂﬂaau_zqoﬂnﬂezﬁﬁimﬂ TR TR
ﬂEﬂﬂoﬁig%o_L%ﬂﬂr%oﬂEmﬂEno%mﬂe e#laf%a_@ﬂdr% soE T
%gg%@%%é%yHﬂ%ﬂﬂ%ﬁ@@@m%mﬂwﬂ,ﬁzﬂnmuﬂwﬂmﬂiﬂ
mﬂ%%g%waﬂam@%ﬁm%1%ﬁﬂmaﬂmwwqﬂm¢ommigﬂ
= <O = r - R yomp of W ~ _ o = & — w N
Nt s I SN I SRS
OﬂW ,_Q77 B - Eﬂﬂ:.; iy “Eazﬁdﬂumiua%ﬂoﬂ a‘mwl_]_.u] ,Eﬂ}ﬁoﬂo
s w2 5 oo O g W T e W mﬂﬁ}ﬁ%ao%1A}1
M_/Mﬂ,Aﬂ”oﬁa,lﬂMUE.o‘l RO oF oy N Jm_l‘._yAaXE._Mﬂ S o B _.\iEﬁ‘loL .Ao
Lt%iﬂ%ﬂoﬂﬂ@%%uf%ﬁﬁe#mgd@mu nguunmoyﬁ,_ ﬂﬂzv%zoéeiio
Mo & o Mo of LAl - mﬂ@mkm,o%ﬂiﬂeﬁﬂzommintmﬂ1 T T
Joop o %ﬂ@mml1%m,ﬂﬁo_ewﬂmuolu%ﬂ%gﬂ
ZOOmeD_ﬂo«_ﬁ;uﬂoﬂrﬂAﬂn% E,mu%
0 po & Rr omw

124 Jou
| mal of Korea Game Society 2015 Jun; 15(3): 123-134



— Psychological Needs of Game addiction: An Exploratory Study Focusing on Therapeutic Catharsis Seeking and Game Self-Efficacy

-

I N S ol A B KR B A el L _ﬂ\%%%%%ﬂﬂﬂ
zTurmﬂmﬂﬂ.ﬂ.ﬂﬂﬂ%%iﬁmgd. M ﬂiﬁi%ﬂm
O_Lﬂﬁmﬁ,ﬁwrﬂu%ﬂwf%wogima R
e wOR I Jo BT - =+ A = RN = O % < ol B BT
G FE BT T g BETB PP R _
R R e T e T g m T o 5= E oo CE
< o 2 ©oAE A 2 0 g X o o E e g Wy T o
wmuﬂdr.gﬁ w_uﬂmuwﬂimu_ﬁﬂ;no_‘wm% Iy NrAmEJOf%u%MoJ:H
o of g oy X OWR RN oy | T o N 2 =
Mﬂfl%%o_eiﬁeﬂaoﬂq‘ﬂ&nﬂlr_ﬁapwﬂ%%ma _._._._._ Mﬂ nﬂﬁﬂﬁdliﬂLMiwo
. —_— _— ! & - ~
Pl I AT B TR AT TN H P T
i wm T v lram o 2T 2 Il 4 5% k¥ w
™ N M VLM% el %ﬂMAoEﬂAT o ) ,uuimﬂ,ﬂmﬂﬂummﬂm
Joozm o X Do ™ T of 7 OF R B N~ =a.fg o5 kR
Bl 2w B ol o B g N
O BN i BT N S o woEMELE" T
¢ RPN em BFP aE E &2 25,8
x N = _ o R — = 2 T - = X B & X
zibtjl%ﬂﬂﬂﬂwmi@%u%ﬂﬂﬂﬂ%dn K ym#iﬂﬁmﬂmuwuﬂ
=X _ T EH o G - S 2N g
E T I S A N ERWORE NE
0 DN T E 3 5 ™ e s
T ORBITVNTOHRNTIY DB T NG o T W N T T R
W WTHEAXATToREPT g PV KNTTEFHE e od X
N TFo W@ o o ® RN - Sl T R E
i} 20 o H 3 T o = W< T & Hr ) 4y _ )
T oo O R CC 5 o L ow N Ry
_mﬂ_d%Wmfaaﬁﬂ%,ﬂmaﬂ%dl.l%wm _ﬁ%fr%m]%% ?Waeﬂmmm
Lottt o s tarnr il pids eT JIERAT
P R -l S I A R IS
TE T pmrt i b T T 2 HReT T o I
fEA.zﬁ»wdrwﬂMﬂmEmAmwﬁ%ﬂﬁ%M% %Miﬂomﬁmﬂm m%mw%ﬁﬁ
0 ol ~ — o i —_ N —
G g oA T o R s oy TF R N e o
> o % T ~n o ol o 2, o oo Mo ® — -
= ™ o - ot oy _ o cRliy o oE ol N O (oL
R e e T LA MU O ) T D w9 gpx ™
oI O SFS Lp TELT g o BB LT G
TN T PR cxX@EH _Hdyg Iepdiliw 0§ Py o
N M s R I S Zo  FHeE A d
G VI o B il - MR I S S S Bl
TRARE L, R EET RN s TR Ty iR M DTy My R
g R oo T o N o K = gy ur W Mo om X ol N o m T
ar = p o . T B W T ° P T Rd TR T
W BTHE 7 P TIRTTTRg FFRENMb Py A
N on B W L oo+ W oo BN g R M ) - — =
T w I, PR ® Hmn T oo S TP T T o WO
W LB Moo 7 B - K o -~ 3
SR T SO S TERTwW ST
K o g X B W W BT KPR o H e W e "R B OEE S

5o Al
ey

]
=

=

17

1
pul

Z(vicarious expression)®| ¥

3T
ar

20| tH15,16,17].
ot dAfA ofu| ] FlEtEAl 2] A
Journal of Korea Game Society JKGS | 125

1[48]

=
=

A olgatse] ol 7149

L

fu

ol

o]},



— e sk Ao} &

J_@Mﬂ%ﬂm mﬂj_%muz%ég ﬂ%ﬂ%ﬂﬂﬂ%ﬁi%i R m o oy
Bl o R OM T Jo o ®T W o N IR - US| B T e
R _ tewmd el o w T o slrPoew P okmwE
PPl 2P Ryt e A0 pw R - L BT RN«
ROk e Rk B oo O N — R ™ = #l 1ﬂ%ww.@ T o Mo
owﬁﬂ%iwﬂe caC I O_E%Mﬂa;emaﬂﬂu BE gy w
et cAaNe T wElivng pgfRciepaPET, %L,
ﬂﬂﬂﬁyiﬂiﬁ,wmﬂ%gﬁ in _ﬁﬁmg,%ﬁmﬂ?? S W =
oo XE oy d g Lo FR BH IR EE o mg ot SR
O#Eﬂaﬁio:/q__dﬂ,._.o,WImA]ﬂﬂlMU ﬂﬁllﬂo ﬁe%otﬂ ‘BHL‘._,%MMAM Afdﬂ,ol,@;
ELW g ERT T MR ERSRE BN o kT
TR geR T ped g * T e EIT RS DAy PR VR
ﬂ?%ﬂ%ﬂ% St Tagxlewpgx w0 owEWad " o W
o0 = ¥ or ot E T oo B o = M o TR ooy W™ T o M
T d W oo B B Y =g KT g oo T b ! : oo
I - R S T ey g T mRE My T
sgxe L ixracgrtarigafrzsrapgedlgPe
Q%M%luff%mﬂo@@mmoa%ﬂ.muA%w_eﬁmﬂﬂrwﬂrﬂgﬂﬂ?a_%%i
~ ° d — < %o i r
PE TRl BV urEVx el NSy T o T acumy Do
2 F T E R EM T EERR R e Nyt R oy TR
T AW o W oo = o B R M oF M Uo o P o N O m T 0 AR of ® W
B ool % o % We NE S WA ﬂu.nznmwmm%ie_@w%ﬂgﬂﬁﬂam
FreTTs TIRIREC o RiEliEiicoiisils
op A W CINEY 5= o o R T oo et 2o g k)
oy ERESE g g RTBY RN g A FeT I Rhe WE PR
o o T~ To ‘ —_— T —_— = —_ 2
HRpPER e EHTPAR S 0w p e as2V%0d022 o
o W2 BoMTo T TS = X oy = o ar X oo
RS L Bmeg koo & 9EF Bg%ﬂurm%mﬂylﬁ%%vm
o —_ - 0 oy — I — — o — M — OF K
Seekgd XEnToiy @R TREe T Eicepec T
mm_wdflﬂ%ée mmx%%ﬂoﬂuw oﬂnﬂﬂaﬂﬁ}lﬂnwﬂ.ﬁ%mgaﬂuﬂdﬁwﬁ%ﬁm
%HEH%W nL__/uﬂuAlxd'iA iéﬂo%atoﬂ“mo,ﬂﬂoﬂﬁﬂouMﬂgaﬂoW
W Em g E mﬂﬂMﬂwﬂﬂ R SR Y R Lmﬂﬁﬁﬁaaﬂﬁr%ﬂlwn
T omo ROORT A]Mo:uo%e#mﬂ aﬁmﬂ7ﬂi.ﬂ‘km1,m0ﬁ”hmﬂiowrl_.u|ﬂmlmn
R awd e dxEF T B A T T I 4
ﬂﬂﬂ&ﬁzﬂﬁﬂﬂ%ﬂ P B g o o B T B o T T W B
@lAoﬁuDJﬁo#Lm,lz_/lE_iﬂl_z_éqﬂi mﬁo_ﬁﬂll.mﬂijlqﬂLlﬂLﬂle]El‘_}
e Pl Aoy o gHPT S0 R ¥ I by s P T
o — ; S o o 7 —
me%%aﬂnﬂm,,MW1ﬂE_o]w%zmaémz%uur«%@o%ﬂﬂi%
7o@ﬂ:j__ﬂ2,_w+OTHWﬂﬂzxmeﬂwrgeﬂoa].%ﬂw.ﬂ%@mlg@meﬂ
pr lpdrdcs " 2 tor iR e  r 8 Eldow T " @
HEEXXod ®HREITEFDTAF o7 TTFHFET T RTINS

ge o
A

L
T

ol g7

o]
™

o[29] Al

=}

L

g 9iolm, 1A,
27

tH28].

i

9
thal WarE A 9ivH19,20,21,22,23]. Al

i

i

k)
o

A2 A

o

A

p

T

126 | Journal of Korea Game Society 2015 Jun; 15(3): 123-134

20154, FHEFEA

3 A



A4 7

S

o

stz Aol wo 2

S

A5
stk 1o wheh 2 1ol

— Psychological Needs of Game addiction: An Exploratory Study Focusing on Therapeutic Catharsis Seeking and Game Self-Efficacy
X

=
2=
o
=

or

oy
B

JgAEe AY o

o]
=

2ol e
Aelet e

& =
o

[l

=

=N

)]
H

A =

S

Q71w A Aot

NgAEE Al wrt 3}

Z9] AfA AeEAs 2T

o
- T

B
—~

o
T
<A
el
N
&

el

—_
i)

el

7}d 2 a/b.

ATH34,35,36]. F-&3HE Abel Azbelu 39, 3

4 EE B8 e 2

[l ¢
011;]_1

N
T

T1
[eig
=

Nde Aol
2]

A

T

5}
47 A F

o]

[e)

s

L

=N

tH31l. o] Ao}

A3t mEE9E o 2

AR

o]

o
e
il
o

5
—

o~
T

o
put

_
o

ol
il

alo

2

woll[30] Al el

HA g1

7Ezrolt e

)
M

)

0

e

o

N~
wp

L

1

[e)

ot 1 ol

pal

s

ks)

@el A9 ol

pal

3

1w

% 0%

h=15

i

A

d, 7 FAME o5 Hnt

L

o

1A e

S

SAANAA Bt A dEhta lvkal B
ATH38]. mH o

e thy

7h4 AgelA

}
A4

i

k)
o

2ATH9,10,27,32].

o sl

!

7

4893

L
T

e vend

o

RERE]

o
iR
o

A
R

i

ek

ZelA 30,331 Al

i

FH39].

ool

1

Journal of Korea Game Society JKGS | 127




— A=A L F7G Aok &

= do K S oup B oodp o dn dp
= BB eTibo® I gRw o7 RE %%mo
T ‘Il f ; _ﬁ
Al ﬂﬁ.@iﬂommoz iﬂﬁ%o#mﬂzﬂﬁ ﬂﬁ
& o o LB HYE R T g NP P qw L
B o B X xS ol & T A 7 TN B o 1H (0
S e ~ 2 o) n o I % 2 - o %o =
r A T T O I L - i
w3 i R s SR i - oo R
=3 El IR YE T e Saw o 7T op
cT ™ -~ © — O — i HI vl T‘.Dru N —, T
Mol X n0 Mo X ox + ~ w I o E w_w% do y W = o
N ) 0 lare
o B % 4_._m Wﬂzwmm%erwlMﬂuw R = M5
! s © Mo of T X = R an ~ T el ol =
A I . = " (- B B i o Mw # o B
= = . - To T
5O R » Y 1_ﬂ%%ﬂmj5@&%%?%1%%@ 4 _,%NE
° © R T oo EorwE® T 3 ® o 1
S ) oH oF X 0 = als Sow —_— oy T8 Xe _ X
iy ol e - - oo i = T o m- B © &e o h M o ~ i[8] o
o . WE.W T ) m Q.ru‘ol = e = B o o o w0 il W@ ,mc M
oW X g & rm _CERERE_ LW _hpd oy A =2 g
T ook - ﬂwciwwﬁrwﬂiixmﬁwﬂE§2mMm N m o E
o 0N o T T g L I T N NP S 3
N o E o do i Mo T RN R P T TR M T o =
TH o Hod N T B K op T of o H e e T %0 B
RAPT R " RXF TN WA B o W o PR o BBl B
I — 5 D o I M %
Ho s T AR EIE G = © X ogogy AP WK
Boup g e = C A~ o g o 2T o T Wy ooh th o o
LT A Wwaeﬂﬂorﬂo_,._l% Eﬂuzo A%E.ﬂwu,iﬂﬂﬁw iy
A SETE T L AL B RS R
o N R s o o o5 - o W o o
ﬁ@o%ﬂlweg%oomﬁmﬂ ¢)1E NS mﬁw%egﬂﬂo MR
W oo Hoge WP H oon P N op 2 e o = o) %o %o e T
", = Bk OF TR o4 o= X oAk R %o o HE S N o o
* Eﬁ A T y mﬁ i) MH P o T e ® o
r N — 0 " o oy < ) |
ﬂﬂM%ﬂMﬁﬂ%%%ﬂ%W %%ﬂ. n %i%ﬂ%%ﬂ%%ﬂﬂ%
R B el B BT X oy T FLRg
P LT L e KT E T ¥ 5w W B N EF oA s EEE A
Eﬁr%%ﬁ?W%mM%h%%i TGN ° ﬂ.%ﬁ%l@%%%@i%
e IR e £37 R T N TR B
T 5 M o " = oo A = SN U ol Gl B | =0
g EREEES e = AmmarﬂoUmrﬂﬂ%T%mu
P o © B/ PR T 9 — K- ) oR o7 o =
N T el S 9 R oﬁiwwoﬂwﬁoﬂﬁoﬂ
S = 2 e S o S N el .
TS E RN e W AT o N . oR N Wy mo = odo o o owr =
MIHFTESEERAY T DN TR OD o) No Mo W o W o WX T

e o84 2

“1

Fie.

o

2R HAE

[e]

5

o

oz 74

&

o] 204
o FH “5

et

S

128 | Journal of Korea Game Society 2015 Jun; 15(3): 123-134

K



— Psychological Needs of Game addiction: An Exploratory Study Focusing on Therapeutic Catharsis Seeking and Game Self-Efficacy —

AHgsld e Cronbach’s a #& 91 2 =7 W FHE dlo]Hi= SPSS 2008 #&3te] 7Hd¥
Epstet AT EAZS AFE A8 Fw EHL APF

A4 FFEFEA 2~ S 232 HY.Lee [9] ¢ H, 1 ARE BEdE2 uF 39 BAE AAE
AgAbze] A W A7FARD Ferguson®] 7heF  Th o= EE WSE FA skl w A o84
BAA ST B Ael/Aal A BofollA &8 ol ojWd 3y} Yehbiex] Goprua} ot

Y=  ‘therapeutic realizations scale-revised
(TRS-R) £@2 A%stel 49 £32 AHga

Gk o] ®ae F 20FFgor FAH glow 4. A7
“1=738 1A Frp oAHH “b=vi{ 2T}

7tAel YAE 53 HRE ARESddth 4.1 AT 2N
Cronbach’s a #& 92 & oHH oz =4 e

i} b B AY ol& Abe F8S tiEr 58
Al 2pol TS AFE Ao} w7 oAfo| (M=1.95, SD=1.29), <AL 1
Gg) oA oz olguly gl Kalo)[44] ﬂ]o]oﬂ SD=1.03)e.2 yeych 4, Ald A=Y A+

Hel A9 ZHow Agsd] Agsad. & 128 4 HEHEAS Fel e 34
2 oLr/PoﬂHH ERygtHr=.751, p<0.01). Al
Arz apgs 9 e SAA dadd

ot
o
fu
-
oX.
ofr
ol
2
o
a
0
2
ok
d
ju) omﬁ

9t} Cronbach’'s a #e 87 = Azwrsp sor P00, & Aok moas w4 AL ve

ot Seho=—181, p<O01). H2H &AW $87

o4k zpol Ei7F Al Bulolet HoloA] Ui (r=145, p<0.01)3} TH57H(r=284, p<0.01)S =
B85 7 9= RAA Ao} w57 [45] < A9 oA F=slel A dWAE Bk vEA
sel mgel 29e Fol wIg Y skqeh  F T B AN olE A= A A2UA S
= 12580 pLAstgon “l=ds =z o 89 WAV YEhdy (=314, p<0.0D). T
o e “5=u]e @AY @AE 58 A FAA Wl AE(r=-142, p<0.0l), dFH
=Z AFE3F3 Y Cronbach’s a #2 .85 2 A1F (r=109, p<0.0D) = w7742} A} bt
L=7F el HAnh

o910 ooty E AP Hofo]A %x}% [Table 1] Descriptive & Reliability Analysis
wuto] ofujel Ank AlgHEClA dE] A&5n N=489
= CESD (center for epidemiological studies Mean gi?:ggi Cronl:;ach’s
depression) H%=[46]E5 AH&3FT} Cronbach's a Game Addiction 2.47 71 91
ke 90 o7 oAHAow =A eyt =7t T-Cathrarsis—Seeking| 52.19 | 13.19 92
23e grdoer o7ty Fa4d =73 AL A Game Self-Efficacy | 2.43 76 87
2YRS Faae] yEHo gaga 9= Life Self-Efficacy | 3.35 A7 .85
UCLA =7} AR[47]2 ALg519d o Depression 36.13 9.61 .90
Cronbach’s a Z+e 92 & obgdom jehg). Loneliness 49.44 8.78 92
HEo], “shkF i “AEl(el) Ald” o] &A
e ol AREAUAY o EFa AT A% 4.2 27 24

AR A, AfH A2 Frahe

il

Journal of Korea Game Society JKGS | 129



—shetEA s 230 Aok mEgel AN AY HEA HeH el BE HAH A7 —

A ol &AEANAAN S A F=9o Aol Al Al Edsta vk 7HES dAR HE

UERSTHB=.475, p<.001). webA 7R 12 A H a2 Ay 3 EE A, 22 A4 JEE

Stk Al Aol Bt JA AY HEYES T Aag Feke AlY ol 8AES AY A=Y T

7F A7l 2ake Beo] Flem(B=151, p<ol) o] S7kehs @S dEhSlth o= A A=

A Aot B v v YEhA fel 2 dlez AEH = dd 7Iy A

k. webA 7Hd 2 a, b G AREHAJTE AeE 8|2 dAe Ay T Adsd dEske A
|

A Wl 2 AlY A=l frelvet & N
H7F A gk whe] m=3k (B=.290, o]
p<.00D)E AY HE
stet weba 7hd 3

o o
T oo

E}
=4y o 2dstn e 9
A9k aela A ol g Azl A9 J1E AT [151617,1819,2021,22.231. eleld He AL ol
Askgat A AgARIe] B4R A HE ABelA glo] Foluvke @A gAH A9
g @ge AsEnta dedth B=117, p<0)  4EH AN 2A 45 F 9 Aolw Am

et 7 4= AA-ERITh e AISH Rl o

Al ¥ 2R A FEdel frejnigt aaot E4, A Aot E53 FAIE AR A
UERA] gFoke). whebA 7Hd 5 717 H AT BEYL o= A goz gt TN
e zpale] Fgel st Add Apalgke o st

[Table 2] Regression analysis results =, dAdA ZAalde]l HAFHAAY, dAA
Predictor B B t-value | p | VIF AS5EFA =0 S digk S Al
T_CS 026 | A75%=x | 10.484 | .000 [1.999 gt 7ol AAA dod] Ade gL FHEQ

G-SE_| 141 | 150+ | 3257 | 001 [2079) g3 oigaw s)4s) 2 2 ol Zoldh
L-SE | -057 | -038 | -941 | 347 |1.559

o] o = o] TIE=EOS B
Depression| —.001 | -017 | -442 | 659 |1.424 i _]%XMW L}EML. I aee °‘f17 '
Loneliness | 024 | 290+++| 6615 | 000 |1.867| 11 @#(Defense Mechanism)[48] whet
D-GT | 070 | 117+ | 3432 | 001 [1.129]  °l oFI%k &<kl e Als mashr] s

Gender 026 018 533 094 11.103 AAAQ &ups FolaHom Aolo] EAMEIo T

Age | 000 | 007 | 205 | 8381123 x g siEgre @1s] skl - oy o A

R square = 506 (p<.001), #*p<.05, #*¥p<.0l, o] FpEolo] HAFL Holi AolSo] o] Hel H

e Mow WA A48 + g 2dA el

ol2fls w Aols: B FelM B3I 9

= gl Q| 3 FeAAH oz Wol7AE AEAA AYS T

> BE X =2 o H§AAL FHeAS YESHL YUtk

B o AR 131 ) Aol Ao} e e AL AY FEJY
= o] ¥ 7}3] olo] oA

_ LOL:rLL A =Gl e 7Q1e] Q14| solmet gabyb e ekorrt AlQle] wEQ

23& F1 AYel HEY A He AL & S 9 ol LA SOl AN ke elges Fal
1214 8 a . o Bas

ko] A &5 &9l gig 29s gAEta b oluoh Stk qoloh tEol, =7 Ee &

2L 3 2 AEH Alzoltl 1 AnpEo| it g FH7F TE2EX R o= J|E AL

“ - N or T g T =

e e I dnNkEE ARE 2 AT ARH JHER

A, FPEEAS 2T @4 diE ARRAR, Ly e e Aol Gt o) wa

AQ ol gatge] #AA EFZH A7t ARE

130 | Journal of Korea Game Society 2015 Jun; 15(3): 123-134



— Psychological Needs of Game addiction: An Exploratory Study Focusing on Therapeutic Catharsis Seeking and Game Self-Efficacy

’

N oo R OB g W TR B g o M OoR AR T 9 I B R
= To o8 oF oF o T - mw of - =F LT B R - oy g XM R oo ﬂm oy BTN K -+ Jo
T o= ad = ! = o [ —~ o0 B T
X TENE e Y s T e Ty g T oo g ®C T D
mﬁoi Ho_ﬁm.W@mmmm?HTﬂﬁLfm&ﬂmwm%%imua?@mﬂ%d%%mﬁ
‘I‘ 0 ]_ = [ N | ]11
Te SEdEP Raideas BT LETE  wa  GAESRIR
Y G ~ I o oo o) N © Joo) o T o N
o BT R A O R g - A R S R X
G wutelriuwTrT VI e Ty &q . N N NS
o= . T, o = )
X ﬂoﬁmﬂq&éo_to.mm%ﬂiﬂwmiWmﬁmﬂ%aﬂlwuoﬁ@mﬂwn@mﬂﬁﬂﬂhiﬂéq
K i o — ! o KR ) =o — 0
wriﬂ WW%;JOTM%%EWHMQQM%M%?%ﬂ%%%@%ﬂﬂrﬂ%aﬂi
r SN, AR T Wroor o= T Ee‘lﬂ\l‘AMﬂ o O ww Ne Jl
o o o H ﬂLlruawoﬁm Lmo%y iy ﬂoo»] o, X Jll.oﬁubtx
o ) o o N B I = ~ T B o o X :
R mw WM T I N R i mﬁ B e o mu Mw
B BTNt FETR T R e T A BB BB o
I o G s BB A B - R DI T ST T
o Jou%mmﬂmﬂ R o oR B <o lﬂﬂm_ﬂu%%_ﬂxﬂ ua_nﬂo.
mH o mmed . Wy g PorReTr _NTwFREReA L TT
WRHHTIBETER MR oW pRI2Pe IR 0% dx® O W
T AT oo U s _w P W D T %W N ooy
2w o & GRS o qW o E W pox S R "oUp o = R =
T B IFIAN WO OH RN LT F R TYBERT T N T
"W AR o o W X SR T W oo E WP T Ne W OH R X A o =¥om- T RANRK KXW M
io} %%ﬂm%%Mﬂ%%%ﬂﬂﬂﬁ%ﬂu&%% ® NPT PT %drﬂowﬂ
Y R R % o B 4 <O ° T TN SN N 0
TRk mTE T Tem Ao E e o S VI S R W
_vA _— ~ L~ Tr X o
7T %%ﬂrﬂ %@#.ﬁ. mu%%m.%ﬂw o= o 2w _WMZ TR eE g
B ol OF M = O < 0 of o Ty =TI = X <0
i) ﬁeoﬂ%a‘ﬂﬂwwﬁrﬂuuﬁ,%m%i.Jtlwgmuﬂ %ﬁﬂ%ﬂ@rﬁ%??g o)
@.?mmmuﬂ%]ﬂoM'Iao] qgﬂw”,ﬂu%ﬁ o ﬂﬂ_saﬂe%mu%mﬂ
ML e Bl A N R S R
OE o< .Oﬁ.ﬁm_o_ ﬂu.L ‘DLOE zTUTﬂdIﬂof = R 1 I- ‘m_.o‘m EEH ‘ﬂlﬂlvo\il m X
ez W B gy dedy RN ped PET e e oy ZE T~
ﬁn@ﬂw}@ap%ﬁ%?#ﬁ%%lmﬂ%%wr Auﬂuﬁ@mﬁﬂﬂﬁiﬁﬂwm@
X — S - o~ ol o ﬁ‘l
TSI N R B A Bl R S o g A
S EEr T s T e M r s ap Ve T wI M el wNy T by
90| — T — 0 3
ioﬁaﬂwﬂﬂ@u %%@l mﬁrﬂzg@ah%%ia%Ww&r%cﬂﬂo ﬂ%ﬂoéﬂam%
v % _%%m@mmi%%{u..51iE%ﬂ%ﬂé@r@ﬂﬁmuiﬁmﬂ.ymr%ot
2EF Wy O L™K I R E T o =% =
= i S — XK = N op o __ m = X O M T = ur
%ﬂﬂ_d%ﬂiﬂﬁ.M%ﬁﬂ#%%urﬂi&o14% T e_muﬂmmﬂ%wmo%
do e e L TR Rl i oy Ty
TR N E T T T oo g o B 0 ° = T o B o))
oo o Ne TR W od u.%%%%@ﬂur«%ﬁaalmu ﬂa_%%
Edl]ulmﬂo#_zf,.r ﬂA7Lo]niﬁwﬂu,o|Ex_Ll Somp o= © J-Hu._eix_lu‘muj-,ur
o N ¢ ol < = R N L T Iy mOR X = &3 RO
R - S S T M T B I = NI do WOW P ook b T WK T WA
i o M H T W W R oo W ok o R O ol bk ol m oNp R B R oMK RO W CR S

A

L
L

SE

i

k)
o

ATE, ol

3]

A

1

o]
pal

A
o ol gxte] W
Journal of Korea Game Society JKGS | 131

(o]
=

B9 Ax=
Fo] o1

== 3

L
L

},

Bge 75

o]

o HE

S CERuT

AFAE

CHERL

tH50,51].



— I 2 A2 FT9) Ao} 5 3tel 7)ukgt

ACKNOWLEDGMENTS

This work was supported by the National

Research Foundation of Korea Grant funded by

the

Korean Government

(NRF-2014S1A3A2044729)

(1]

(2]

(3]

[4]

(5]

(6]

(7]

(8]

REFERENCES

American Psychiatric Association, Diagnostic
of
Arlington:

mental
VA

and statistical manual
disorders-DSM  (5th ed.).
American Psychiatric Publishing, 2013.
Griffiths, M. D., Online computer gaming:
Advice for parents and teachers. Education
and Health, Vol.27, pp.3-6, 2009.

van Rooij, A. ]., Schoenmakers, T. M., van
de Eijnden, R., & van de Mheen, D,
Compulsive Internet use: The role of online
gaming and other Internet applications.
Journal of Adolescent Health, Vol.47, No.l,
pp. b1 - 57, 2010.

Griffiths, M. D. (1999a). Internet addiction:
Fact or fiction? The Psychologist, 12(5), 246
- 250.

Ye-Beet Jang, Hye-Rim Lee, Eui-Jun Jeong,
Min-Kyu Kim, Seoung-Ho Ryu, The Effects
of Self-control and Construal Level on Game
Addiction, Korea Game Society, Vol.13, No.2,
pp.53-64, 2013

Blinka, L., & Smahel, D., Addiction to online
role-playing games. In K. S. Young & C. N.
de Abreu (Eds.), Internet addiction: A
handbook and guide evaluation and
treatment. Hoboken, John Wiley &
Sons, 2011.

Kuss, D. ], & Griffiths, M. D., Internet
gaming addiction: A systematic review of
empirical research. International Journal of
Mental Health and Addiction, Vol.10, pp.278 -
296, 2012.

Paik, A, Oh, D., & Kim, D, A case of
withdrawal psychosis from Internet addiction
Vol.11,

to
N.J.:

disorder. Psychiatry Investigation,

[9]

[10]

[11]

[12]

[13]

[14]

[15]

[16]

[17]

(18]

No.2, pp.207 - 209, 2014.

H. R. Lee, E. J. Jeong, M. S. Park, Exploring
Aggression in Gaming Context: The Role of
Therapeutic Catharsis Seeking, Game
Self-Efficacy, and Big 5 Personality,

International Research Conference on Science,
Management and Engineering (IRCSME
2015), January 28-29, 2015.
H. R. Lee, E. ]J. Jeong,
playing games and game
decrease user aggression?, 2nd International
Conference on Smart Media Appication
(SMA2014), December 10-13, 2014.

Rieger, D., Wulf, T., Kneer, ]., Frischlich, L.,
& Bente, G., The winner takes it all: The
effect of in-game
satisfaction on mood repair and enjoyment.
Computers in Human Behavior, Vol.39, pp.
281-286, 2014.

Russoniello, C. V., OBrien, K., & Parks, J.
M., The effectiveness of casual video games
in

M. S. Park, Do
self-efficacy

success and need

improving mood and decreasing stress.
Journal of Cybertherapy and Rehabilitation,
Vol.2, No.1, pp.53 - 66, 2009.

Ferguson, C. J, & Dyck, D. Paradigm
change in aggression research: The time has
come to retire the General Aggression Model.
Aggression and Violent Behavior, Vol.17, No.
3, pp. 220-228, 2012.

Ferguson, C. ], John K. “Much Ado About
Nothing: The Misestimation and
Overinterpretation of Violent Video Game
Effects in Eastern and Western Nations:
Comment on Anderson et al. (2010)”,
Psychological Bulletin, Vol. 136, No. 2, pp.174
- 178, 2010.

R. G. Geen, M. B. Quanty, “The catharsis of
aggression: An evaluation of a hypothesis,”
Advances in experimental social psychology,
Vol. 10, pp. 1-37, 1977.

M. Denzler, ]J. Forster, “A goal model of
catharsis,” FEuropean Review of Social
Psychology, Vol. 23, pp. 107-142, Aug, 2012.
D. A. Gentile, “Catharsis and media violence:
A conceptual analysis,” Societies, Vol. 3, pp.
491-510, Dec, 2013.

Chefetz, R. A., Dissociation: Abreaction: baby
or bathwater?, Vol.10, No.4, pp. 203-213, 1997.

132 | Journal of Korea Game Society 2015 Jun; 15(3): 123-134



— Psychological Needs of Game addiction: An Exploratory Study Focusing on Therapeutic Catharsis Seeking and Game Self-Efficacy —

[19] Jackson, S. W., Catharsis and abreaction in
the history of psychological healing. The
Psychiatric Clinics of North America, Vol.17,
No, 3, pp.471 - 491, 1994.

[20] Jemmer, P., Abreaction-Catharsis:
Dull Roots with Spring Rain. European
Journal of Clinical Hypnosis, Vol.7, No.l,
2006.

[21] Hartman, D., & Zimberoff, D., Jung and

Stirring

Hypnotherapy. Journal of Heart-Centered
Therapies, Vol.16, No.1, 2013.

[22] Frank, J. D., Therapeutic Factors in
Psychotherapy. FOCUS: The Journal of

Lifelong Learning in Psychiatry, Vol. 4, No.
2, pp. 306 - 311, 2006.

[23] Von Glahn, J., Proposed necessary and
sufficient conditions for optimal
psychotherapeutic change. Person-Centered &
Experiential Psychotherapies, Vol. 10, No.2,
pp. 129 - 143, 2011.

[24] Sherry, J., Violent video games and
aggression: Why can’t we find links? In R.
Preiss, B. Gayle, N. Burrell, M. Allen, & J.
Bryant (Eds.), Mass media effects research:
Advances through meta—analysis, Mahwah,
NJ: L. Erlbaum, pp. 231 - 248, 2007.

[25] Ferguson, C.J; Olson, CK. Kutner, L.A.
&Warner, D.E, games,
catharsis—seeking, bullying and delinquency:

“Violent  video

A multivariate analysis of effects”, Crime
and Delinquency, 2010.

[26] Brad J. Bushman and Jodi L. Whitaker, Like
a Magnet: Catharsis Beliefs Attract Angry
People to Violent Video Games, Psychological
Science, Vol.21, No.6, pp.790 - 792, 2010

[27]1 E. J. Jeong, D. H. Kim, “Social activities,
self-efficacy, game attitudes, and game
addiction,” Cyberpsychology, Behavior, and
Social Networking, Vol. 14, pp. 213-221, 2011.

[28] Bernstein, A., The Classical Parameters of
Psychoanalytic Technique: A Review. Modern
Psychoanalysis, Vol. 26, No. 2, pp.125- 181,
2001.

[29] Hye Rim Lee, Eui Jun Jeong, A Study on
the Festival of Digital Game(MMORPG):
Based on Transitivity and Avatar, Korean

Culture, Vol.23,

Association  for  Visual

pp.409-459, 2013.

[30] Bandura, A., Self-efficacy: Toward a
unifying  theory of behavioral change.
Psychological Review, Vol.84, pp.191-215, 1977.

[31] Bandura, A., On the functional properties of
perceived self-efficacy revisited. Journal of
Management, Vol.38, No.l, pp.9-44, 2012.

[32] D. Pavlas, A model of flow and play in
game-based learning: The impact of game
characteristics, player traits, and player
states. PhD diss, University of Central
Florida Orlando, Florida, 2010.

[33] Schunk, D. H. Self-efficacy and education
and instruction. In J. E. Maddux (Ed.),
Self-efficacy, adaptation, and adjustment:
Theory, research, and application (pp.
281-303). New York: Plenum Press, 1995.

[34] C. Liu, F.A. Kuo, “Study of Internet
addiction  through  the lens of  the
interpersonal theory”, CyberPsychology &
Behavior, Mary Ann Liebert, Vol. 10, pp. 799
- 804, 2007.

[35] W. Peng, M. Liu,
dependency: a preliminary study in China”, &
Behavior, Mary Ann Liebert, Vol. 13, pp. 329

“Online  gaming

- 333, 2010.

[36] R. Festl, M. Scharkow, and T. Quandt,
“Problematic computer game use among
adolescents, younger and older adults.

Addiction”, pp. 592-599, 2013.

[37] Salmans, S., Depression: questions you
have-answers you need. Peoples Medical
Society, 1995.

[38] Kim, S. M., Han, D. H, Lee, Y. S, &
Renshaw, P. F.,Combined cognitive behavioral
therapy and bupropion for the treatment of
problematic on-line game play in adolescents
with major depressive disorder. Computers in
Human Behavior, Vol. 28, No.5, pp.1954-1959,
2012.

[39] Nabi, H. Singh-Manoux, A., Shipley, M.,
Gimeno, D., Marmot, M.G., Kivimaki, M., Do
psychological factors affect inflammation and
incident coronary heart disease: the Whitehall
II study. Arterioscler. Thromb. Vasc. Biol.
Vol.28, pp.1398 - 1406, 2008.

[40] Peplau, L. A., Loneliness: A sourcebook of
current theory, research, and therapy (Vol.
36). John Wiley & Sons Inc., 1982.

Journal of Korea Game Society JKGS | 133



[41]

[42]

[43]

[44]

[45]

[46]

[47]

[48]

[49]

[50]

[51]

— I 2 A2 FT9) Ao} 5 3tel 7)ukgt

Chappell, D., Eatough, V., Davies, M. N, &
Griffiths, M., EverQuest—It's just a computer

game right? An interpretative
phenomenological analysis of online gaming
addiction. International Journal of Mental
Health and Addiction, Vol. 4, No.3,
pp.205-216, 2006.

Caplan, S. E., A social skill account of
problematic Internet use. Journal of

communication, Vol.55, No. 4, pp.721-736, 2005.
K.S. Young, “Caught in the Net: How to
Recognize the Signs of Internet Addiction -
and a Winning Strategy for Recovery”, John
Wiley & Sons, Canada, 1998.

D. R. Compeau and C. A. Higgins,
“Computer self-efficacy: Development of a
measure and initial test”, MIS quarterly, pp.
189-211, 1995.

G. Chen, G., Gully, S. M., and Eden, D.,
“Validation of a new general self-efficacy
scale”, Organizational research methods, Vol
4, No. 1, pp. 62-83, 2001.

Hann, D., Winter, K. & Jacobsen,
Measurement of depressive symptoms

P,
in
cancer patients: evaluation of the Center for
Epidemiological Studies Depression Scale
(CES-D). Journal of psychosomatic research,
Vol.46, No.5, pp.437-443, 1999.

Russell, D. W. UCLA Loneliness
(Version 3): Reliability, validity, and factor
structure. Journal of personality assessment,
Vol. 66, No.1, pp.20-40, 1996.

Kramer U, Coping and defence mechanisms:
What's the difference?: Second ac, Psychol
Psychother, Vol. 83, pp.207 - 221, 20009.
Ye-Beet Jang, Hye-Rim Lee, Min—-Chul Kim,
Seoung-Ho Ryu, Eui-Jun Jeong, Effects of
Parenting Attitude and Youth's Subjective
Class Identification Game  Addiction,
Korea Game Society, 13, No. 6, pp.
53-64, 2013

Becker, G.S., & Murphy, K.M., Atheory of
rational  addiction.  Journal of  Political
Economy, Vol. 96, pp.675 - 700, 1998

Dockner, E.J., & Feichtinger, Gm. Cyclical
consumption patterns and rational addiction.

Scale

on
Vol.

American Economic Review, Vol.83, pp.256 -
263, 1993.

[52]

(53]

[54]

[55]

Weiss, FA, Self-Alienation, Dynamics and
Therapy. In: Man Alone, E. & M. Josephson,
eds., New York: Dell Publishing Co., 1962.

Shotton, M. A., The costs and benefits of
‘computer addiction’. Behaviour & Information
Technology, Vol. 10, No. 3, 219-230, 1991.

Hye Rim Lee, Eui Jun Jeong, The Effects of
Gamers’ Social Capital and Self-Efficacy on
Gaming Addiction, Kkorean Society For
Computer Game , Vol. 27, No.4, pp. 229-236, 2014.
Eui Jun Jeong, Hye Rim Lee, Ji Hye Yoo,
Addictive Use Due to Personality: Focused
on Big Five Personality Traits and Game
Addiction, 17th International Conference on
Applied Psychology and Behavioral Sciences,
in press, Paris, France, June 25-26, 2015.

|

0] o 2(Lee, Hye Rim)

D)% AR, Al g Aol
w e o]

A, HCI,

M 9 #(Jeong, Eui Jun)

v

2001.5-2004.7
2006.5-2011.8
2010.12-2012.2

St AIJAAH T Y AdAFY
A AFHY MIND. Lab A9
433 Interaction Science®d -4
AddT4

2011.8 WA AFH Telecommunication Ak
2012-F A A=dista EalEelxsty wg

B 1 UAEA S, 28v] o], E8714(CT)

134 | Journal of Korea Game Society 2015 Jun; 15(3): 123-134



