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What Factors Influence on Immoral Behavior in Games? - Focused on
user identity, moral perception toward in-game rules, and moral positioning
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H AL Al E Zd ol (flaming), EE 3 (trolling) % B4 Z2 a3 83 2 4
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ABSTRACT

Recently in the gaming market, immoral game behaviors such as flaming, trolling, and
illegal program use have drawn attention as serious problems. With 209 gamers of
<League of Legend>, this study analyzed the effects of perception toward in-game rules,
social identity, moral identity, and moral positioning with control of gender and gaming
time. Results showed that moral identity and formal moral perception toward in-game
rules had positive effects while moral positioning and social identity had negative effects

on Iimmoral behavior. Notably, moral identity had interaction effect with moral
positioning.

Keywords : Immoral game behavior(H| =52 A9l 3%), Social Identity(A+3] A A4), Moral
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[Table 1] Relations between factors of immoral behavior in games and user identity, moral perception
toward in—game rules, moral positioning

Study 1 Study 2
B B B B
Gender 095 .037 -.239 -.086
Age -.000 -.002 .006 .036
Gaming time -.048 -.068 .020 026
Formal _moral perception toward 959 g 176 s
in-game rules
Perception toward rule justice 152 129 -.023 -.108
Social identity .044 .050 173 183"
Game moral positioning 288 322" 334 346
Moral identity -.203 -.218"" -.208 -.208™
Game mora? poslltlonmg * Moral 11 163 089 o1
identity
N 209 209
F 13.312 19.173
Adjusted R? .348 440

1) Study 1: Unfair competition: Cheating, Glitching & Elo boosting
2) Study 2: Disruptive behaviors: Flaming & Trolling

3) "p<.05, "p<.0l, "p<.001
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