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ABSTRACT

This study was conducted to understand the relationship between teacher's game recognition
types and the acceptance of student game use in school. We surveyed 250 elementary/middle/high
school teachers, school counselors and professional counselors. Four game recognition types have
differences in gender, age, game experience, attitude toward game, response to game, and the
evaluation of academic influence. When we compared the acceptance of student game use
according to teacher’s game recognition types, the differences in ‘need for supervision’, ‘willingness
to use’, ‘concern and monitoring’ and ‘acceptance as alternative activities’ were identified. However,
all types showed low scores of ‘acceptance efficacy’. Finally, we discussed what kind of support
would be effective to increase the acceptance of game use in school.

Keywords : teacher’s game recognition type(XAF Al <12 %), acceptance of student
game use (A AlY o]8& F8%) school context (& M) multivariate analysis of
variance(MANOVA: thH gEEAHRA)
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A3 AP ‘mole] i olgtar 1A E s frEel
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9y 6078(24.3%), 359
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d oAb Al i@ ¥ 25S AN A §
How Fog Aol wAHA  AYHN =
2.436, p>.05]

[Table 2] Game recognition types and occupation

distribution
Typel Type2 Type3 Type 4
Obstacle Play |Addictive| Vaguely Total
of study | activity |materials bad
Teacher] 26 52 29 18 125
(D&% | A1.6%) | (23229 | (144%) |(100%)
;‘;hnosoell 12 17 11 5 | 45
ors (26.7%) | (378%) | (244%) | (11129 |(100%)
Counsel| 17 26 20 14 7
ors | (212 | (38 |(26.0%) | (18.2%) |(100°6)
Total 955 95 60 37 247
(2.3%) | (B5%) | (243%) | (15029 |(100%)
4.1.2 A Q4] 7 WA ¥ EX
A A FFUR WAk HW RIS HAP
A3, GAT 94 mE A mele dabow
QAR Mgel Y wJTh v Y £

F33} Y AY 01§ FEES] BA —

3 AYS ‘molo Ao R Q= H|Eo] =
3, 3L FAol vlE] ALES wAs i F'o
# RE uge] o =9t [ = 12751, p<0ll.

[Table 3] Game recognition types and gender
distribution

Typel Type2 Type3 | Type 4

Obstacle Play |Addictive| Vaguely Total

of study | activity |materials bad
10 30 10 2 52
(19.2%)|(57.7%)|(19.2%) | (3.8%) | (100%)
45 65 50 35 195
(23.1%6)](33.3%) | (25.6%) | (17.9%) | (100%)
55 95 60 37 247
(22.3%)[(38.5%) | (24.3%) | (15.0%) | (100%)

Male

Female

Total

4.1.3 A 24 Felnt wAle] @7 o *i0|

Az, ‘Eole] g 3ol 39.774(SD=10.82), ‘7t
A3 Ui A fEo] 4497(SD=-9.92)= ‘FH-o
Wl 46.00(SD=8.09) FFolv} ‘TEe ul
4728(SD=8.38) 3l ul3l] FolstAl vk

[Table 4] Game recognition types and average
age difference

Typel Type2 Type3 Type 4

Obstacle Play Addictive| Vaguely F

of study | activity |materials bad

46.00" | 39.77" | 47.28" | 44.97° -
Agel g9 | 1082 | +838 | +092 |74

#xp< 001, post-test using Scheffé (p<.01)

A d2a F8E=2 wrle] Ad A4d F59
&S vlast 23 A Bl e AS ‘T5
o fjaFol 37H(30%) 0.2 71 =L H| &S HY
o dhE Al Aol e A ‘mol uiibol
587 (46.8%)% 7P¢ Ee w&S RYUHY

9.742, p<.05].
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[Table 5] Game recognition types and game
experience

Typel Type2 Type3 | Type 4

Obstacle| Play |Addictive| Vaguely Total

of study | activity | materials bad
27 36 37 22 122
(22.1%6)] (29.5%)| (30,3%)| (18.0%6)| (100%)
28 58 23 15 124
(22.6%)| (46.8%)| (18.5%)| (12.1%)| (100%)
55 94 60 37 246
(22.4%)| (38.2%)| (24.4%)| (15.0%)| (100%)

Yes

Total

4.1.5 A <A R WAL
EHe, Aol CHSt CHS

7t B

aAke] AY 1A FEER e AY o &
of wiel oW Bj=s 7HAa =AE FA-T
g AdelA A4 A 2/F ‘molo] did ol
3.344(SD=.69) 2
A EREE ZHAA AU AL A o]fel o
g &M= 278 ‘o 191 EH”’O]
(SD=65)2.% t& Al 3

o8& dAsh=s Bl = 74]%101 fi. °ll 1
A= Gl deiM = 278 mole] el 272
A(SD=79)c2 v Al fFdol He SAHAS
g7rstar Al

[Table 6] Game recognition types and attitude
toward game, response to game, evaluation of
academic influence

Typel | Type2 | Type3 |Type 4
Obstacle | Play | Addictive |Vaguely] F
of study |activity | materials | bad
Attitude b a b b
271 | 3.34 2.43 2.78 -
toward 18.247
woame | 81 [ £69 | £85 | +85
Response| 2.35° | 296" | 230" | 2.46°
togame | +59 | +65 | +79 | +84 |49
Evaluation ' . !
of 209" | 272 | 212 2.22° o
academic | +63 | +79 +.80 +.67 12.013
influence

#xp<001, post-test using Scheffé (p<.05)
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©
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QU(046) WlE Qg 3719 WeldAE {2l
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[Table 7] Analysis of variance of student game
use acceptance in school by game recognition
type

Typel Type2 | Type3 |[Type 4

Obstacle | Play |Addictive|Vaguely] F
of study | activity |materials| bad

(N=55) |(N=94)| (N=60) |(N=37)

need for | 3.14% | 2.94* | 3.05* | 3.25" 386"
supervision  (.48) (b1 | 47) | (B | T

willingness|  3.07% | 3.34° | 2.99° | 3.18 B
touse | (40) | (46) | (55) | (46) |

concern &| 2.52* | 292" | 2.38* | 2.51°
monitoring|  (.58) (.67) (.60) (.83)

acceptance

as 285" | 3.06" | 2.68 | 2.90

952"

alternative| (56) | (58) | (43) | (77) |>®
activities
acceptance 1.75 1.91 1.67 1.74 243

efficacy | (52) | (66) | (52) | (.BH)

*p< 05, xxp<01, xxp< 001,
Scheffé (p<.05)

post-test  using

e 24 AAG] oE fege fojvistel
(Wilks' Lambda=77, F(15640)=4.24, p<.001, n’=08)
A A4 fFol uet Sa g Sy A

S
olgol e WAL FEES frold fH1 Aol
etk F% W Az g aER4
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—sha el A Akl A AN F33t F4 AY 0§ FEEI WA —

NN
0.20 \ / \-
\

N/ -
NEREVANR

) S
Z-score .0.40
-0.50
need for supervision willingness to use concern & acceptance as acceptance efficac
e 2 monitoring altermnative activities P ¥
=4=0bstacle of study 0.16 -0.20 -0.15 -0.07 -0.08
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[Figure 1] Profiles of teacher’s acceptance of games in school by types of game recognition

(ANOVA)Z 3 F8&asss A Be 5 9 AE =G SIS o] shs Aldel el &

oAl Freolsk f3zt Aols HATH(HE/AE] o3 FRlatH, AEC] v ARAEAY g
I 24 (Fuao=386, n°=05. p<.05), A= && i} g @ate ARvtde AdS AMgste Aol uta
(Fazn=179, n’=09. p<001), @A} &l Azyeo v dE)/gkse) daAddl disiAe vt
(Fazp=952, n’=11. p<.001), ¥45 oA &Fe  # ¥e $72 B3
2 A (Famn=548, n*=07. p<.01)). AYS ‘wds Y pom Qyshe fd
ARSEA A, #EPAEdede Hds A g g=e] e o] tE Al 3o HE 7
W §go] g2 Fd v§ P =%k, A Eo. A5 Z89Ard, B &9l RS giA
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of T2 F ol W& =odvh AT g2 BT}
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Al 3ol bla) vk Aol #AS 7HA AL gAY, F48 A
I3 18 7179 4 Wolel 45 z-scoreZ T2 AAIAY A Aol AYE o8 5
Skt Al 14 FEEE stal G gAY Ut 57 ZAdelA b Al FFe Hls 7t
AQ) ol g FEES PASE dhY Qe T A B 23S B
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