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An Analysis of Behavioral Patterns in Using Online
Games among Middle and High School Students

Ju Oh*, Jung ran Park'’

ABSTRACT

This study is to examine how middle and high school students vary in terms of good and bad usage
of online games and how these factors have varying effects on their use of the internet as a whole. My
focus is to study their behavioral patterns individually while playing internet-based online games. The
results are as follows: First, 260 out of 390 subjects used the internet. Male students who are high school
students with siblings, or preschool time game users were revealed to play online games more often
rather than female students who are middle school students with no siblings, or non—preschool time game
users. Secondly, the analysis of differences of good and bad usage of online games revealed that there
is a significant correlation between gender and beginning age. Lastly, a thorough analysis of the average
difference in terms of following the online game shutdown found that there is no significant correlation
among the sub—groups. However, an analysis of the difference of the problematic game usage has shown
that there is a significant difference in the heavy user group. This findings means that the students who
don’t follow the online game shutdown spend more time than those who do.

Key words: Internet Game, Adaptive Game Use Scale, Maladaptive Game Use Scale, Juvenile Protection
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Game Use Scale : AGUS
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Table 1, Factors of the Game Behavior Comprehensive Diagnosis Scale and Mean (Standard Deviation) and Reliability
by Sub—Factor(N=600)[26]

Clasgﬁca Sub Factors Contents SD a
tion
o . . - . . 2.70
A vitality experience Experience the vitality and enjoyment of life through games (2.20) 75
. . The extent to which accidents are expanded and new life | 2.67
Expand life experience . .80
experiences are made through games (2.20)
good use of leisure The deg.ree of relieving stress through games and making 3.60 77
leisure time useful (2.12)
. . . The degree of experience of immersive psychological state | 3.67
immersion experience .76
through game (2.33)
AGUS — - -
ride experience The ability to demonstrate game skills and experience | 3.32 84
b P competence and pride through games (250 |-
. The degree of self-control and control through game | 2.30
control experience . .86
activities (2.26)
social supports network | Experience of maintaining and expanding friendship and | 2.41 36
Maintain and expand social support through game activities (253) | -
Total é'g?) 92
tolerance You geed tF) play for a longer time to get the same level | 2.33 69
of satisfaction (2.25)
. If you suddenly stop playing the game, you will experience | 1.92
withdrawal unpleasant symptoms and continue the game to avoid it. | (2.10) 82
Excessive .t1me Excessive time consumption than intended 405 88
consumption (2.50)
. 2.80
Regulatory damage Repeated failure to try to stop or control the game 2.57) 87
MGUS . N 257
Compulsive use Spend a lot of time thinking about the game (2.36) 84
Ienore evervday life Abandon or reduce important social, occupational and leisure 1.79 71
€ ryday activities due to games (2.00) | -
Continue to use despite . . . . 2.82
side effects Continue to play despite various side effects from the game (2.30) 74
Total é'g?) 92
olge] AshE fokstH, olAuT WAL FHY ek
uth 35ehol, FAAN} g AR s 7
71 33 F AAAAYE 4 A0t He 52 oEMA o2 EEel AYNB(AGSY B
B AHAADE ST A, 15U A A 2] 5 A2olBMaUS)2| FEtnE
o] WerE, Al digk Azto] IAHHLFE <l AA Ak 3909 F 2609 9l i Fsk= QAEUA
EUAlY AbgHl o] =& 210 ® YERT A ol &AE o g AYAET BAAH Aol
B ZApo| Zodgk AA A 390 F 2607 <) 9 7S AEY S AAT A= Table 29 2t}

667967k AENAY & AHE3he 202 U
ElUlA Y AFEH &S Ao g = o

B AYAE AT BAIA Aol g

<l ADAEL 2647, EAZF Aol &L 09272
HAFERg 5o A
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Table 2, Subgroup Classification with the Combination of AGUS and MGUS|[26]

MGUS

AGUS (less than

over

Non-Adaptive Game Use

Adaptive Game Use
(more than 3 factors with
over 6 points)

3 factors with
6 points)

Maladaptive Game use
(more than 3 factors with over 6 points)

High risk group(A)

Boundary group(B)

Non-Maladaptive Game Use
(less than 3 factors with over 6 points)

General group(C)

Adaptive game use group(D)

S 2 eyt
FAHOo T Awn
409908 714 Egkom,

A="Ne)
=%

H, AYdE F 7 &el
olojA =U7dE 3.05%,

29749 2764, AFA 49 2553, 5AY 49
2394, AEHY &H 2044, ALSZ AA T 74

2 34 1598 <22 YElgh
3 A|ZFAR7F 1428 02 71 Hoton,
BAgo| = B3l Al A

£+ 3 I4=
oloj A It 1.03%

T, ZA A Al

0904, Zara A4 0874, UlA 079", =4 &4

0763, AL FA 0658 o= e

AAA Lo} EAA Ado)g& AA 2 ZF 39 F Y
H A= 42 93 Cronbach’s o 23T
O A3 AYAES B8 F 0832, 4EA4E &4
0.862, &7} A8 0834, EYAH 0859, 24 Ad
0908, 5418 Ad 0.866, A3 & ARG A 2 &
& 0.878, [A 09622 FH4 0.834 o3 =2 41F

Table 3. Differences in Internet Game Usage by General Characteristics

o Usage of Internet Game
Classification v
Use Non-use
Men 208 (83.9) 40 (16.1)
gender Women 52 (36.6) 90 (63.4) 007225
middle schooler 99 (50.3) 98 (49.7) "
grade high schooler 161 (83.4) 32 (16.6) 482063
. . . Living with parents 198 (67.6) 95 (32.4)
Living situation otc 61 (642) 34 (35.8) 0.366
. have 220 (69.6) 96 (30.4) -
Brothers and sisters none 39 (53.4) 34 (46.6) 6.991 =3
Internet game Preschooler 64 (79.0) 17 (21.0) 5 3405
start age After school 192 (65.5) 101 (34.5) e
Time alone without Less than 7 hours 221 (66.2) 113 (33.8) 0,632
a parents More than 7 hours 38 (71.7) 15 (28.3) ’
none 84 (44.9) 103 (55.1)
One-week game Less than 5,000 won 97 (85.1) 17 (14.9) 76,3345
room expenses 5,000~Less than 10,000 won 53 (89.8) 6 (10.2) R
Over 10,000 won 25 (86.2) 4 (13.8)
Hihg 52 (63.4) 30 (36.6)
achievement medium 149 (67.1) 73 (32.9) 0.503
low 58 (68.2) 27 (31.8)
Very negative 4 (36.4) 7 (63.6)
Comments on Slightly negative 65 (56.0) 51 (44.0) 16,1985
the game Slightly positive 153 (71.8) 60 (28.2) e
Very positive 37 (78.7) 10 (21.3)
Total 260 (66.7) 130 (33.3) -

#p<.05, *xp<.01, *+xp<.001
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Table 4, AGUS and MGUS diagnostic scales Mean(standard deviation) and reliability

division Mean SD a
A vitality experience 2.76 2.45 0.882
Expand life experience 2.04 2.38 0.862
good use of leisure 4.09 2.32 0.834
. immersion experience 3.05 251 0.859
AGUS pride experience 2.55 2,58 0.908
control experience 2.39 2.49 0.866
social supports network Maintain and expand 1.59 2.25 0.878
Total 2.64 2.06 0.962
tolerance 0.79 1.49 0.842
withdrawal 1.03 1.43 0.775
Excessive time consumption 1.42 1.87 0.870
Regulatory damage 0.76 1.50 0.861
MGUS Compulsive use 0.87 145 0.623
Ignore everyday life 0.65 1.19 0.628
Continue to use despite side effects 0.90 1.47 0.720
Totla 0.92 1.23 0.944

0. 861

%°ﬂ+ ET
0623 Ol“«]

o2 Yelgt EAZ AlYgel g A
t0.775, F =37 A1 7k4H] 0870, 24 &4
AHE 0623, A FA) 0628, 32t

[l

2 AIS ARE 0720, AA 0942 Ha
53 N EE 2 Ao e,

AQaget BAH Aol gof selge Y

7} 63 o] el
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Table 5. Classification using AGUS and MGUS diagnostic scales

MGUS AGUS Non-Adaptive Game Use Adaptive Game Use
Maladaptive Game use 1A 3B
Non-Maladaptive Game Use 210C 46D

A: Over-Immersed Game Use Group, B: Over-Immersed Dangerous Game Use Group,
C: General Game Use Group, D: Adaptive Game

Use Group.
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Table 6. Average differences in game use according to general characteristics

classification case | Mean | SD t/F Scheffe
Men 208 282 | 211
gender Women 52 | 191 | 164 | 3P
middle schooler 99 2.72 2.21
grade high schooler 161 259 | 1.96 0462
.. . . Living with parents 198 2.78 2.08 ~
Living situation ote 61 991 191 1.920
. have 220 2.71 2.02
Brothers and sisters none 39 210 198 1.722
Preschooler 64 3.15 2.00
Internet game start age After school 1992 944 9,00 2.467*
A Time alone without Less than 7 hours 221 | 250 | 1.97 9 147% ~
G a parents More than 7 hours 38 3.26 2.19 ’
U
s none 84 | 232 | 192 I
One-week game Less than 5,000 won 97 2.52 1.92 3,899+ 5.000 won
room expenses 5,000~Less than 10,000 won | 53 2.83 2.07 ' < é)ver 10.000
Over 10,000 won 25 3.82 2.60 ’
won
Hihg 52 3.21 2.51
achievement medium 149 2.63 1.85 3.719= High > Low
low 58 215 | 2.04
Very negative 4 2.57 3.50 very negative
Slightly negative 65 1.84 1.45
Comments on the game Skghtly positive 153 | 257 | 192 | 12307 Zsjtel‘;ye
Very positive 37 | 423 | 240 P
#p<.05, *xp<.01, *+xp<.001
g 4 it Ho 2 T2 Ao Yelgon o]yd HHFAol=
FA A ol WE AYAE A %XWUH FAASE o3 ASE JENH(t=-2.147, p<.05)
7} §le ARG AT e S doE e oA glo] £ AUle At AlYAE Hol=
we oz yshgon A G AYNE £ BAY AT T 5 Uk F, B5A glol
BoIE HOB BA AT T 4+ G e EA AUE ATl T SHY FnEAL
05), HuAdel @ AYAE A5 B Ae & 5
AHUAY Agtholel e AQHE HFE A ATk 15U ALY AZH o) BE AYAE A5
HUA S A%t Fol A4 ASnTh AEHUAY & 5AY mwd ASnch 1ol F5 A
= FsH Aol AR A AU oR e R SR Ee AoR Yo o]fd HidAlels §
gehton, ol @ BEAols EAMOE fola  AHOD o3 A0 YELHF-382, p<05) 15
Ao 7 YEF(t=2.467, p<.05) AEINAYL Al Z o] d AL AEHEF AYAE Tells Fold BA
o} AYAE ol FolS 447417} e AOE e ZF AT & ¢ Aok &, 1579 AL AEH 8ol
STk &, AEUAIY S AT Aol A& - 1538 15 o)l F 1582 59 w9kl 158
AL O8A e T FTART A UAY Aol Hls) JAEAA D] tht AL E A7t 52
g AYAE AU =2 HE G S AT A& & F Utk
BoA glo] 4 A= Alztel] & AlYdE H St A= E AYAE HAFre 2 A
T TAZE A AR TAZE o)l 79 Bt 52 35 Addo=2 2 Z08 Yeygon,
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Table 7. Mean differences in problematic game use by general characteristics

classification case | Mean | SD t/F Scheffe
Men 208 0.98 1.25
gender Women 52 | 066 | 108 |
middle schooler 99 0.94 1.29
grade high schooler 161 | 090 | 119 | O
.. . . Living with parents 198 0.99 1.30 B
Living situation cte 61 0.69 091 2.013*
. have 220 0.94 1.22
Brothers and sisters none 39 079 197 0.724
Internet game Preschooler 64 | 091 | 112 | 0.079 B
start age After school 192 0.93 1.27 '

M | Time alone without Less than 7 hours 221 | 090 | 125 | 0761 B

G a parents More than 7 hours 38 1.06 1.06 '

U none=

S none 84 0.74 1.06 Less than 5,000

One-week game Less than 5,000 won 97 083 | 094 5.780k% won
room expenses 5,000~ Less than 10,000 won 53 | 095 | 1.36 ’ 5000~Less than
Over 10,000 won 25 | 184 | 193 10,000 won
Over 10,000 won
Hihg 52 0.87 1.35
achievement medium 149 0.86 1.00 1.164 -
low 58 1.14 1.59
Very negative 4 3.07 3.23 Very negative
Comments on the Slightly negative 65 0.88 1.18 491355 >Slightly negative
game Slightly positive 153 0.83 1.13 ’ =Slightly positive
Very positive 37 1.11 1.22 =Very positive

#p<.05, **p<.01, *+xxp<.001
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Table 8. Average difference in game use according to shutdown system compliance

variable shutdown system compliance case Mean SD t
o . law—observance 208 2.71 2.38
A vitality experience deviation 33 3.00 274 0.683
. . law—observance 208 1.97 2.40
Expand life experience deviation 33 937 933 0.954
. law-observance 208 4.01 2.37
good use of leisure deviation 38 447 204 1.122
. . . law-observance 208 2.99 2.56 0,974
immersion experience deviation 33 342 218 .
ride expericnce law-observance 208 2.42 2.53 1795
P P deviation 38 3.24 2.76 :
. law—-observance 208 2.38 2.45
control experience deviation 33 258 264 0.455
social supports network law-observance 208 1.52 217 0555
Maintain and expand deviation 38 1.74 251 ’
law-observance 208 2.57 2.05
Total deviation 33 297 2,08 LA

#p<.05, **p<.01, *+xxp<.001
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Table 9. Average difference in problematic game usage by compliance with the shutdown system

variable shutdown system compliance case Mean SD t
law—observance 208 0.75 1.48
tolerance deviation 38 1.13 1.74 1.406
. law—observance 208 0.98 1.38
withdrawal deviation 38 1.42 1.73 1497
Excessive time law-observance 208 1.34 1.87 9 150%
consumption deviation 38 2.05 1.92 ’
law-observance 208 0.73 1.52
Regulatory damage deviation 38 105 152 -1.197
. law—-observance 208 0.87 1.48
Compulsive use deviation 38 1.08 1.44 0819
. law—observance 208 0.62 1.18
Ignore everyday life deviation 33 0.9 137 1.287
Continue to use despite law-observance 208 0.84 142 1915
side effects deviation 38 1.34 1.79 ’
law-observance 208 0.88 1.21
Total deviation 33 128 136 ~1.864

#p<.05, **p<.01, *+xxp<.001
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