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The Influences of Emotional Intelligence and Psychological
Well—being at e—Sports Game on Life Satisfaction
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Abstract  This study analyzed the effects of e—sports games on psychological well—being and life
satisfaction of individuals by focusing on social and psychological aspects, recognizing e—sports games
as subjective area activities based on psychological experiences as well as a means of leisure activities.
To this end, 250 game users with actual experience in online games were analyzed using a structural
equation modeling(SEM). The research results are as follows. First, except for other’s emotion appraisal,
which was a sub—factor of emotional intelligence of e—sports game users, self—emotional appraisal, use
of emotion and regulation of emotion were found to have a significant positive effect on psychological
well—being. Second, psychological well—being in e—sports games was found to have a significant positive
relationship with life satisfaction, and psychological well—being was found to significantly mediate the
relationship between emotional intelligence and life satisfaction. The findings of this study imply that
managerial implications for related organizations as a platform that could support individual
psychological well—being in a situation where the stress level of young adults as well as teenagers in

a non—face—to—face environment is increasing.
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Table 1. Respondents’ demographic profiles

Variable Frequency %
Gender Male 145 58.0
sende Female 105 42,0
10s 105 42.0
Age 20s 112 44.8
30s 33 13.2
Less than 30 minutes 100 40.0
Game usage 30—60 minutes 85 34.0
time 1-3 hour 51 20.4
More than 3 hour 14 5.6
Academi High School 19 7.6
“laefe‘]‘““ College / University 197 78.8
Graduate School 34 13.6
Total 250 100

3.2 ZHET

AR AdT} T4 8%10] theket S =TT} 9l
A, ATl A = B 7 Al o

and Law(2002)7} 70¢gk WLEIS(Wong and Law
Emotional Intelligence Scale)2 A717+41 14, €121
a4, e &8, AA 24 471 sl als
A7y AFg o R F 167) FE o T SATH26]. e~
E= Ao Agd diE SAs] siAe
Ryff(1989) 2] PWB(Psychological Well-Being Scales)
570 EEE 2 Aol utAl A ste] Sl 27]. &
9] "FE% = Diener et al.(1985)°] 7]@ek SWLS(The
Satisfaction With Life Scale)ollA] RFA Q1 z}x19] F
o tisl wslhs A% % 5% Likert 58 HERE 5

gatalet28].

4.1 A=A3 2 gdd HAF
B oAt A& SAWQ 7+ 7|EFAE SPSS

26.08 AFgEIg o ARAAE B

20 AABIRTE A2 T2 519HQ] Tt 7 HAMAE F

oA ElelAI Q1A 7 A717HAd Q141 r = .873(p<.001)
o] 733t AHEAFE Wl vk, 7o xdz) gho] uh
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Table 2. Descriptive statistics and correlations ROE1 700 ,
ROE2 .853 11.47
Variables? | 1 2 3 4 5 6 ROE | RoE3 749 108 | 615 | 864
L SEA (896) ROE4 .826 11.80
- PWB1 .810 -
2. OEA 873 (.921) PWER2 618 15.81
3. UOE 818" | 796" | (.814) PWB | PWB3 776 12.17 | .568 812
- - PWB4 556 13.59
4. ROE 626 618 615 (.859) PWES o4 10,88
5. PWB 608 603 620 446 (.806) LSt 356 _
6. LS 507" | 512" | 558" | 395" | 765" | (.898) LS2 .690 11.67
LS LS3 736 12.30 622 891
MEAN 2.612 | 2.564 | 2.912 | 3.099 | 3.255 | 3.417 LS4 811 13.36
SD 9289 | .9321 | .8352 | .9450 | .6918 | .7891 LS5 839 13.55
Notes:
1. N=250, "p<.001. Numbers in parentheses are Cronbach's alpha

coefficients.

2. YSEA=self—emotional appraisal, OEA=other's emotion appraisal,
UOE=use of emotion, ROE=regulation of emotion, PWB=psychological
well—being, LS=life satisfaction
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oAl el An, ko] T 7ke] A2l T
& FRYAR w

H(SEM)& &-&3te] 533l o,
218 98l AMOS 26.08 AH&&FITE WA A

& Gerbing(1988)¢] At 2vtAl ol we}, 54
2% (measurement model)®l| 3+ E}FA S Ftka}t
93 214 QQIE-A(CFA)S AA|8)

A5 AABATH 0]

APe A5 F8l, AR 4% = AFE gl
3 AE g2 = 777.206, df = 284, GFI = .969, TLI
= .949, CFI = .956, RMR = .047, RMSEA = .054%
YeRY vl =88 U&f& FTo R YERTH 31 7
SAWAY FF3}F a1FsHFS 71X8] 60 o d o
vebsteh AR A
reliability)= .708.0F 331, FH 252 (AVE)E 50

oo veht FHENY T} e ERISHITH 2]

2
=
s
@

2
M
2

Al 3] % (composite

Table 3. Results of confirmatory factor analysis

Variables Standard factor | o p | avp | ocr
loading

SEAL 817 -
SEA2 795 13.89

SEA | gpa3 855 1502 | 084 | 896
SEA4 840 14.90
OEAL 884 -
OEA2 853 18.00

OFA 1 OEa3 844 1765 | 748 | 921
OEA4 870 18.64
UOEL 695 -
UOE?2 683 9.07

UOE 1 GoEs 729 954 | 524 | 815
UOE4 785 9.95

AFE 98 ATRH o PR
2 gsglnh. AZuYel B ATAFE 45 A
3}, 42 = 2755.074, df = 294, GFI = 931, CFI = 979,
TLI = 935, RMR = .055, RMSEA = .078% Yl o
A2 =9 A0 Ueldt}[28]. Table 404 & &
01_‘:_0] 7].*40 Hﬂzs} Q_L]_‘:. zhzﬂ 24/\1}] =0 E]—
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Table 4. Results of hypotheses testing

Hypothesis Séir;?grji:rid T—values Result
H1-1 .087 3.559™ Significant
H1-2 .004 .157 Not significant
H1-3 .382 10.912 Significant
H1-4 111 4.185" Significant

H2 1.075 14.038 Significant

Note. “p<.001
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Table 5. Results of testing mediating effects
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