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ABSTRACT

Recently, there has been an increasing social concern over the use of random reward game
items. In this paper, we try to understand the effect of using random reward game on
adolescents based on the survey data over a year. In addition, regression analysis was
conducted to examine how socio—psychological variables affect the game addiction of
adolescents according to use of random reward games. As a result of analysis, it was found
that the random reward game use group had lower self esteem and higher material value
than the normal game use group. Also, self esteem and material value have a significant
effect on game addiction. And finally, the results and implications were discussed.
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[Table 1] Reliability Statistics

Cronbach' N of

Item :
s alpha items
Self-control 712 13
Self-esteem 7163 10
Depression 886 11
Game cognition 837 3
Game addiction 964 20
Material value .849 9
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[Table 2] Independent two—sample t—test
Item Group N M SD t
. 3 Non-Random Reward Items 998 3.8236 1.668 B
I2 Game time Random Reward Items 524 3.9809 1.778 1708
.. Non-Random Reward Items 998 44.5671 17.725
T2 Game addiction = Reward Items 524 47.3378 17.340 2919
Non-Random Reward Items 998 46189 1.3274
T2 G iti -1.069
ame copmbion Mo ndom Reward Items 524 16934 1.2204
. Non-Random Reward Items 998 2.8662 75149
T2 Material value = Reward Ttems 524 2.9539 72660 2187
o e Non-Random Reward Items 998 2.1488 49206 .
T2 Seliesteem Random Reward Items 524 2.0851 50174 2383
T9 Depression Non-Random Reward Items 998 3896 43351 1409
pres Random Reward Items 524 4259 49953 ’
. . Non-Random Reward Items 998 3.1956 149401
12 Self-control Random Reward Items 524 31571 50874 1432
#p<.05 ##p.<.01
S olgA: WEEY cloly Auel R A @ duvwd 14 F9 741 ST

o m@ SEY ololdl FuE ALATIE T (=292, p<ODF BATRA(

BAo]l AYE Fur|y AzEulo]lzE
<P 2B PAE> T oS i

FAHE H B Aow st v %7.&% Fole)
FEY of Aol UEhIA gtk W AEde] S A

g oleld A9 ol e

olel o] xsich whd AE Tl upE e cho] HIEHEE ololE] o
el Tlste] T Azt &2 A AelA SAGRG Foulsl Be H4E HolE o=
W Thsek Arbe] o]l For HAS A 15 ek (1=2.383, p<.05) LY A7|EAE 3
HE <dd d golE>) <mpH|xv] GEHA>, <E W3boll frojm gt Hw zpo|7F YERA] kgt
¥ AEo7]>, <IFFRI3> 59 AYE 9] AR o2 19 F FEF otoldl AUS o]
E3te SEHAES FEY ofold AY o] Hdt 43 Je HEY ololdl o] FHdo] wHlF
o] MA = ATt ApEZo] vkoron BAVMAY AW HEY Hae
A7) 7IEE EdE a9 ddd Jd 2RE T fromEAl E=gtth ol FEY ololdl AY
Are A¥ v EEY ofol®l o] & e 9989 ol go] Hade A BEY, BEHLFIH 7HH F
(A} 526, oA} 47278) 0.2 e tLDd g5 Aol JE¢SE & F USS HAFE Aeta 3§
ofoldl o] & FHhe 5247 F WAL 2479, oA} A8k = ey, w3 B35 ololwl A ol g FAdt
L o7 o2 vERT o] AEAE a8A e o Hls] foulsA
A Yelgtl olE HAade] AY ol &3 o
Bo SHAA F53 wksk Azteta sk

4.2 ZHE AHdn=Eel et 201 Hlm
Jebd 374 S Arerled dA dad 24
g Agar = AASEATE (Table3 #%). 443, 1d 9
ko Ak ALY A (r=-.266, p=.000), °](r=.065,
gExz ®  p=012), AN TSI AL AH(r=332
p=.000) Zze]i ALAIZHr=303, p=.000)3}
Age 7 FoTE AdE debdch e 2 E7EA (=262,
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[Table 3] Correlations in Random Reward Items Game

T1 Tl T2 T1 T1 T1 T1 T1
Sex Age Ganre Game Game Game Material Self Self Depres
cognition | Addiction | Addiction Time Value Esteem Control sion
Sex -.002 — 68k =207 -.266%x | —208=x | 000 .030 017 .033
Age 011 119wk 065+ -.008 194 - 203k | - 245k | 185
T1Gare cognition 387 332 3633 156% -.027 - 157 | 012
T1Game Addiction 6867 381 .360% =209k | - ABGkk | 224
T2Game Addiction 3033 262 =193k | - 348k | 172
T1Game Time .032 =125k | - 173k | 092
T1Material Value —268kk | — A3k | 223
T1Self Esteem A4 =504
T1Self Control —. 353
T1Depression
#p<.05, *xp<.01
p=.000), &4 (r=.172, p=.000)2 =AU 4= S Aol digk JiRle TA4A A Fagk A
FHs BY o2 Aoz Yelyth ole &Y olole] Al
Ao OEET BAGA FEUSE 1D He aEgsks @gol A @ Al F4H 9
AY FEA(T2 game addiction)o]™, EHHFE AR g2 93z a9 o A=FHETE AR
AT-EATAE wge 37 7o 4% A # S SAlske Aea @ ¢ vk whd A A
89l AgrtEAd 8dES EIEIAh A AFE BE JueA A F=del fFomg
@AY B A4 9P o] A P mAA ks
z7] A #F=5E AEAA 2FEATHTL =4, A71EAS e oA HFEY olo
game addiction).([Table 4]3+%) g o]g Fo Mt fojudt JekS ettt o]
A A, Al BE HdelA A #Egiel At A AR A9 Aot dAste A
FEFE A Aow yeuith FARoR P4 dl, ZA71EAE 1d F9 Al FE=del F4 93
< AR Aol B FHAetA Edste Aoew g, 51 A4 dFEE vAE FoE UE
etttk =3 Aldel digh A0 2] A4 stk 2o SEE otoldl Al o] & oAM=
0 WEEY ofolsl ol& TFAMY A AT AVBA $27e] Ao v AL A
S A ol AwA Al WA, Aol = FHth o Al B4l wet AY 3
2ASE Aol U@ FAA Aol Bol F  Belo] mAE AUAEH wae] ggee] b
2% 95 dries A S gu)git T A5S Uehle T8 wdolgta & 4 9l
Sl SR oelyl A A5, AY BEY o

[Table 4] Relations between random reward items and game addiction

B
Tl
. - - Tl Tl Mat T1 Tl Tl Tl . -
X ate A
roup Game Game . Self Self Depre Game
Sex Age . . rial . o
Time | cognition Esteem | Control ssion Addiction
Value
R ~0% ~081 601
Non-Random —002 | 007 | 062« | -002 | 045 052+ 489 | 107035
Reward Items ek sk stk
594
Random | oo | 057 | o3 040 078+ | -104% | 003 | -.057 468 | 52.273wsx
Reward Items e

#*p<.05, #*p<.01, *+*p<.001
Dependent Variable : T2 Game Addiction
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