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ABSTRACT

Despite the increasing influence of the game, the general perception of the game is
still negative. In addition, there is a lack of understanding of game users. Therefore, this
study aimed to grasp the user’s motivation factors related to the good use of the game
and to understand the positive and negative effects of the game on the user’s attitude.
The results of this study can be used to improve understanding of game users in the
future, strengthen the competitiveness of the game industry, and improve youth guidance.
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Eigen value 558 4.82 3.98
AR Eat % 27.9 24.1 19.9
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[Table 5] Hypothesis Test
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