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ABSTRACT

This study looked at the inf

luence of MMORPG's motivation on interpersonal

competence through MMORPG's social usage. For this, 496 surveys were retrieved. As a
result, the social usage of MMORPG was completely mediated in the relationship between
motivation and interpersonal competence. The social usage of MMORPG has a positive
full mediation effect on the relationship between the social relationships motivation and
the interpersonal competence. And Immersion/Escapism motivation, the social usage of

MMORPG has reduced the negative

effect on the interpersonal competence.
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[Table 6] Verification Result of Mediation Effect of

Path B SE CR B
Motivation of
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of MMORPG
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MMORPG 38 | 103 | 3am | M
— Interpersonal *
Competence
Motivation of
MMORP
ORPG 342 | 598 | 571 .081
— Interpersonal
Competence

Final Model 1
Direct | Indirect | Total
Path P
at effects | effects | Effect
Motivation of
MMORPG
— Social Usage .03
of MMORPG .081 .368* 449 9
— Interpersonal
Competence

k% p< 001, **p<.01 *p<.05
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[Fig. 5] Structural Model 1-1
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[Table 8] Verification Result of Mediation Effect of Final

[Table 9] Path Coefficient of Research Model 1-1

Path B SE| CR B

Model 1-1
Direct | Indirect | Total
Path et | it | e | ©
Social Relationship
— Social Usage
of MMORPG 0P BB | 412|006
— Interpersonal
Competence

Customizing
— Social Usage of | -.045 | 46| -972 -0A4
MMORPG

Manipulation
— Social Usage of 083 | 064 134 070
MMORPG

wx p< 001, #*p<.0l *p<.05
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[Fig. 6] Final Model 1-2
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[Table 10] Verification Result of Mediation Effect of Final

Model 1-2
Direct | Indirect | Total
Path effects | effects | effects P
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