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ABSTRACT

This study investigated the effectiveness of 'League of Legends (LoL) game school’,
an e-sports online training program for relieving youth game over—flow. The Seoul
Metropolitan Office of Education’s Student Education Institute ran the program. Through
this study, it was found that various activities to learn an e—sports game professionally
and to explore career paths regarding game had positive effects on students’ affections
and intrinsic motivation. This study may contribute to helping youth as generation Z
understand a healthy game culture.
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2.2 League of Legends(LolL)

Focusing on ‘Online LoL(League of Legends) Game School’ —
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— Effectiveness of e-Sports Online Training Program for Relieving Youth Game Over-flow:

Focusing on ‘Online LoL(League of Legends) Game School’ —
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518t S ASo] ojud AA E7lo] kS wgr 21tE 43 Al4=(Cronbach Alpha Coefficient)
A2 ool oA o] Tl Ul sAso A 2 A Ao ARETre AFEE Q’OJE}
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712 BAE7] 9atd o ¢ ol gz‘gg}%gﬂ © AEE=TE33], oM PANASHEO] HE2
ZA$(328), 2A(3EY), w=AGEE), g 1671 FEel diste] 0.805% QlEo] E& A=
BEEP F URFoR HEAE FHn 78 7%‘ Ae= YT,
Likert scale® ZA}shch OL Agfsrael thet PANAS #wg w4 4
7, PA(%"J@ A7 7 vHE S, it 5.3928,
3.2.3 =TIA| ME XA} NAFAA AA)7F 784 v & 195982 el
t} [Table 3.
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23 F 7MY 9E59d &5 P A LoL .
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&%, 23 1 ol E A7 7)EeA S of Game PA NA no.
2 Fo g5l ouT BEL NEHAYEA T School
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AsakA gkeAel ta Lolum 1 ool o) quency 20 20
A = ZA}E] Table 2
A Pt Table 2] min. 479 3.82
[Table 2] Open—ended Questions max. 5.79 1.32
The most The most M 539 196 29
satisfied activity difficult activity ’ '
and reason and reason StD 188 118
1. game English o ' ’
2. game science Reliability
3. h iti h
£AME UMATIHES (Cronbac 805 805
4. game writing alpha
5. ABC-based game activities value)
6. singing game songs and composition
7. game analysis and game strategy Aol SYSo B mz e tate] AA A
8. game terminology
9. Q&A with pro-gamers E A =7 Aoz =y tHPA: 5.3928/7.0).
10. homework o] =g o] oste] fun, happy, proud, good,
easy, exciting, interesting, active® #H< =
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