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Abstract The market size of online games has been rapidly growing as well as the behaviors of online
gaming users have been changed. Online games are different from the traditional video games, because they
permit players to interact each other during playing games. Today online gaming is a part of everyday life and
social interaction has an impact on online gaming behaviors. Social interaction does not only have a positive
impact on online game behaviors, but it also has a negative impact on them such as excessive online game
usage. Previous research has a limitation to consider social interaction as a comprehensive concept. In order to
fill the gap, we explore the factors of social interaction influencing on excessive online game usage. After
reviewing previous literature, this study chooses three factors of social interaction such as escaping loneliness,
expanding online social bridging capital, and reinforcing offline social bonding capital. The findings show that
all of three factors of social interaction positively affect the excessive online game usage.
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Online Game |FIFA Online 2 17.9% =& 24t ZEstH<Table 2> ). B2 54
Others % 531% 52 ZAE(Likert) 78 HLE o] &3FATE
<1 Year 49 27.4%

Durati 1-2 38 21.2%
uraton - h3 2 179%
>3 60 33.5%
=
< 3 Hours 71 39.7% 5 II‘E —,-_—A—'! I;lcl ﬁ?‘ jéJ_'_I‘

Average Daily |3-5 40 22.3%

Time to Spare [5-7 57 31.8% B Ao A A AT E ) A4S 56
> 7 11 61% o= . e Eo olaslel
< Ton 7 86% $3ke] SPSS 213 SmartPLS 2.0 2138 0|83}

Average Daily |12 61 34.1% ol PLSE 7237848 248 ¢ ole Wi ke &)

Time Spent on |2-3 11 6.1% U ATHE = J|mlo =57 o

Online Game [3-4 17 95% 1% 120 E components) & 7IREe.R FAS] i
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(Table 2) Measurement

Construct

Questionnaire Items

Escaping from
Loneliness

[48, 49]

When I am alone, I play online game to comfort loneliness.

When I do not have a person to talk with, I play online game.

I play online game to escape from loneliness.

Expanding Online
Bridging
[50, 51, 52]

With playing online game, I can make friends.

With playing online game, it is enjoyable to talk to other players.

With playing online game, it is helpful to communicate with other players.

Working together with other players makes playing online game more joyful.

Strengthening
Offline Bonding
[34, 49, 52]

I play online game to have fun with acquaintances (including friends and colleagues).

I play online game with acquaintances in order to enjoy with them.

If T do not play with acquaintances, I can fully enjoy playing online game.

Excessive Online
Game Usage
[53, 54]

I fear that life without online game would be boring, empty, and joyless.

I lose sleep due to late-night online games.

I feel as if I am playing online game even when I am not.

I have lied to others conceal the real amount time I spend playing online game.

I attempt to cut down the amount of time I spend playing online game but fail to do.

I feel depressed, moody, or nervous when I am off-line, but these feelings goes away once I am back online.

I play online game longer that I originally intended.

My school work or occupational functions suffer because of the amount of time I spend playing online game.

I choose to spend more time playing online game over going out with others.

I engage in online game before something else that I need to do.

392 1Journal of Digital Convergence 2016 Jan; 14(1): 387-398



A Study on Social Interaction Factors Influencing on Excessive Online Game Usage

% g9, FHb 9 S, A7 2
%) 2] e H2 s

1 Etgd 2
Ao AMEE HlolE e FANEE i, ETHAL
=
THAY YFEA] ¢on &
9w 12 FEHY S & 5 ATk
T2 2l (structural equation modeling, SEM)
Blo] H oo ALEE Q9ld thak HAIAIEA
(composite reliability, CR.)¥} 1t #F5Z(average
variance extracted, AVE)& o]-&3}¢o] AlF] =
ek <Table 3>elA Hi= njel o] BE FES
Fornell & Larcker[56]9} Hair 557101 A|AI8H= A4 7]

jired)

il
e
2
of

A (A 70 o], BHEEAFE B0 olhE =

seto] MEEG] AL Q5
FEEPYL wash] A8 #3H eqpy
=] QlnulA o

2 2R8I AR X|7} 70 o]Ato|olof star, T
S WA HAA R 28 AdebdAdo
58, 59]. <Table 3>ell4] Hi= n}

AAA e T2

in
o
o
B
2
S
il
2
to
ol
o
K
t

WS A7) 9okl itk E(average

variance extracted: AVE)®] #|5-& ©]-8-3FtHE0].

A gold FANd gl ol
olel] g8k Afol7} Lheliel s}

THAGL & 5 Sl

(Table 3) Descriptive Statistics & Reliability and Validity Test

Correlation
Construct M S.D. a C.R.| AVE EGU EL EOB SOB
EGUOL | 800 | 530 | 449 | 348
EGUO2 | 830 | 4% | 460 | 346
EGUO3 | 847 | 534 | 370 | 351
S EGUO4 | 782 | 474 | 32 | 331
xcesst EGUO5 | 737 | 333 | 421 | 341 -~
Onlg:a;xeame ot T T am am Too| 222 | 8% | 98| 90| 68 | 70
EGUO7 | 660 | 530 | 413 | 431
EGUOS | 824 | 562 | 448 | 381
EGUO | 737 | 423 | 372 | 212
EGUI0 | 789 | 544 | 376 | 29
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ngiﬁgﬁ}i:m ELOZ | 49 | 870 | 427 | 203 | 2709 | 1.033 | 876 | 93| 801 | 628" | 8%
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Criteria

Note. M: mean, S.D.: Standard Deviation, a: Cronbach’s alpha, CR.: Composite Reliability, AVE: Average Variance Extracted
EGU: Excessive Online Game Usage, EI: Escaping from Loneliness, EOB: Expanding Online Bridging, SOB: Strengthening Offline Bonding

* Diagonal: square root of AVE
b Off-diagonals: correlation between constructs
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