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This study explores how players’ characteristic factors affect on trolling behaviors.
The data was collected through online survey from online communities of League of
Legends(N=914, male=770, female=144, average of age=22.19, SD of age=4.78).
Questionnaire includes age, level/tier, self-esteem, basic psychological needs, aggression,
and trolling behaviors. Result shows that player characteristic factors which influence on
players trolling behavior are ‘age’, ‘physical aggression’, ‘verbal aggression’. Discussion
suggests that the understanding of player’s characteristics which influence on trolling
behaviors has to precede the improvement of system structure in order to eradicate
trolling behaviors.
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[Table 1] Variation Inflation Factor test for
Multi—collinearity

Variable VIF
Age 1.066

Tier 1.021
e 2a1s
Autonomy 1.703
Competence 2.116
Relatedness 1.614
Physical aggression 1.539
Verbal aggression 1.277
Anger 1.481
Hostility 1.716

7F A2 EREAL, EE ool £33 271 Ao
2 Z 51 Ao]xrt Az EFEAY AA BH
g = 73%0°]t}

[Table 2] Classification Table

Predicted Percenta
Nor Over -ge

-mal Troll -all | Correct

Ob | Normal | 616 27 643 95.8%
—se Troll 220 51 271 18.8%

TV
—ed | Overall | 816 78 914 73.0%
-2LL = 1028.627*
x* (Intercept-Theory)= 82.556(df=10, p=.00),
Nagelkerke R? =123
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[Table 3] Measured values of independent
variables between Normal and Troll groups
Normal Troll

(n=643) (n=271)

Overall
(n=914)

M SD| M SD| M | SD
Age 2299 | 461] 2031 | 4.67| 219 | 479
Tier 318 | 165 317 | 1.65| 3.18 | 1.65

377 | 062 372 | 064 375 | 0.63
esteem

Autonomy | 379 | 0.71| 375 | 073 3.78 | 0.71
Competence | 3.63 | 0.67| 359 | 0.70| 3.62 | 0.68
Relatedness | 393 | 0.66] 392 | 0.60| 3.93 | 0.64

Physical 1 69 | 058 220 | 065 205 | 061
aggression
Verbel o1 | oss| 287 | 071 290 | 068
aggression

Anger 230 | 0.74] 249 | 0.77] 236 | 0.75
Hostility 223 | 063| 239 | 065 228 | 0.64

[Table 4o et 22 8784 A3
EYuel Ege] o] tiste] ‘Lol ‘AAH F
A, Qeln BAY 0 BANCE FoRe @
0885517 Hrh(da, ) AAH B4 5ol
S, A FAY A7 14 Folm Ego)
5ol LM E F7HAH(ZE, +) mhA e,
A8 A4 4G 14l LHLsE E

g 7he/d el 094547 "k (34, -)
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[Table 4] Relationship between personal
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