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Effects of the Internet Game Addiction Prevention Educational
Program on Self-control and Time
Spent on Internet Games by Elementary School Students
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1) Graduate Student, Dongguk University Department of Nursing
2) Associate Professor, Dongguk University Department of Nursing

Purpose: The purpose of this study was to examine the effects of EP-IGAP(Internet Game Addiction Prevention
Educational Program) on increasing the self-control and decreasing the time spent on internet games. Method: The
research design was a quasi-experiment, repeated measures design with non-equivalent control group. Participants in
this study were 269 elementary school students of elementary school(134 for the experimental group, 135 for the
control group). The instruments used in this study were the Self-control of Internet Game Scale and Time spent on
internet games per week. The experimental group participated in the EP-IGAP for 6 weeks. Results: After the
intervention, the experimental group showed a significant increase in self-control related to internet games. But,
there was no statistical difference in the time spent on internet games between the two groups. Conclusion: These
results suggest that EP-IGAP is effective in increasing the self-control related to internet games in elementary
school students. Further research is needed to modify the EP-IGAP.
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feEvehs AAReRE ¢8R AHY FFoE AA AT
9] oF 72%7t JEUS °l831 Yu ReE FAME] o)A
AejYl o]89 FAE AX s - AR HASUY
(Ministry of Information & Communication Report, 2005). -
Fuztel AHY AR AFE 2005 3,30199F, 20063
34129b40 2 AGE Oy 20% A5 748% 2 2AME 9
I AR A7 @Ak FVkekRe FAlo]ti(National Internet
Development Agency of Korea, 2006).

QY F o]gAE ARETH= obgd Hido] Ui
& AR FT An, §3] 258w 18hd A9 A o] &
2 98.1%°) o231 919} oFseZ FAqF Aol 7t
2ol A= o ol A AAL AT dQsEA REE
32 QItHer & Lee, 2003, Oh, 2004).

E3] $gugle obrd sy Ee w2 vkl AAd =
o] Ald= 3= FASHER: A, 283 pe el 843}
ol &£4A A AdE FE & U= A8 #§A4L of
9] QEMS THE AFROZ QF AEY AY FEL 27
= Qelo) H71% FCHOR, 2005).

‘Bl Z=(Intemnet addictiony©]2hs &1 Goldberg
(1996)7} QE|Me] XU ARge] disl] ‘AEY FE Aot
 ARE A5 BolwA deAY] AlFR T, o] AN
-2 AEZEY vRIZIXE AAF - A8 33 5=
AEHE 2T 5 Lol FIA3] #¥AT QhrkYoung,
1996). =2 Information Culture Center of Korea(2003)& <1
BHYl F5& AU AREo]l AUAA QF8ge] AAA,
ANE, AAE, A4F, A 7eEtE 2Eshs A
gty FoshdA, 1 AREE AYEE, AYSSE, 44
2= AYEE, AgAFEoR Yol FEL ot =
T 3¢ QEY o8 B fiPie] sSEEF Hr}
t AgE A% 28 859 F3Fo| diiely, A F5
¥ #Eh ] At 7P @ol RuHT gloj(Eom, 2002;
Yang, 2004), 2542 ¢ AE AY F53 B3 A
3 FA7F FH Uk

A3y AFAe] oshd A H2d A AY
FESS FAE %94 BAE 3B%7RAE BuEHT ot
(Park, 2004). B8 ZFATT Ao Ao|AL Zesidetn 9]
E od oS % JEU AY $52 oY X3EAE
o ol A g EA7F ohdEt ARSlE akgel AR
kol Ao & Azt FAYE AAM Fa ok

a7y $eEvdEls ARIE Ve BfolEe WSV A
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o] A U olgEo] AHHle] JEHLE H7%l
FHAEHE =EFHo ks W3 A dH4 AYe
ZEs AHY F5 #d 38 9 g TR Aol
sAI9 171 AHdelA BdaA AgH ok a2y o
FEO Zg o] ofgrRrh= Hide 20| B old Q)
ou mE e FA JA FTEFE AEE F o)L AF
A8 9 A Z2IY XFH Yo ALY YiEE
Ad T 298 Al e otFol FF WA AL
otety] A% AT AL FF o T2 it 9
g2 | $ vu|gk AAolchon, 2004; Yang, 2004).

Oh(2005)% RAFALE ez st 7§t AHY F5
o} W&ol tfgt o F FAE F&, BARALEY oF 87%7}
UHY F5 oY 382 fX4d == 2FATEH ARH
ofof gth= A4S ¥ AU FTF o #AF 1S FA
olAl 4uS T FERLY vlIAZ AAHTEH AFEH
olof & FQ AFLE FAYE A= vk Uvh EF AH
J AY F502 A st Ax FadolA olFoR A
|53l Hz 9le, olAE oFer|¥E AR AY F5
< A8 A5 FAL olRoAA ok & Al7]oltKOh, 2004).

olo] Yang(2004)2 T AHH AY FZo i
7188 ArAFH FEFLY @3 e 2AE @Fo
Z5E A% AT AY F= A ns T=20d
(Educational Program for Internet Game Addiction Prevention:
o|3} EP-IGAP)S 7I¥dt & QY FTHA A4, AUl
AY AR 9 F5AF e £3E ST 2
2Lt EP-IGAP7F QEY AY AN S A% Fo& A
F Wle g 4A A|EAAE AA U AL AR
Zaole ol S XA i Ede AR £
33t

olm] e HFPFJ o 27152 X(self-control)o] AE
AY2 AME 5y AR A7 2E S % F2 aiEA]
o] AAlE ©} SITHChung, 2001; Han, 2002, Kim, 2003;
Kwon & Kwon, 2002; Song, 1998; Young, 1996). X7 E-A1E
o] ¥ AlEE I A AlgHe e 49 AEEY o
FEe Hou AN QT dES FAE + 3
t AN2EEEE R 9, A|E5Ag0] 53 AlEE
Qo] A&E o]F AP o] sford Yol 3
ST BFSI AAE ZFHRA FItn WHS AAFA
Z37] wiol Aol FRAYeNE Bt ASHY A
&g AEFThE= Ao|tiYoung, 1996). &, FANE =7 &
A(self-control)2] 7i'ge] 7HAL] oxgej} Anjd 4H4 =
Aoz WM &5HE ez A 4oy, AT
AtEl gk o]B7FEE A7) FAY EAE MUY gAY &

AROR BA BT H&E B &SIE VL2 seksu
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AckKwon, 1994). Wt 5L she obs oW yFS
Ax, A, dA@3stn AT 7T olF AR —“-él, il
A=|9E %Xl% BT T A%l FHZER PFES JEH
o2 QAR 7Y, S 7t RF3 “&é—% 71
3 Adske 5Yo dEe B3 AY) A9 @FE A
3 4 QIth= Zo|thFlavell, 1985). Wy TS Q1
Ul Aol gt SAEE 717 H Z2a3L 3
g3tk ojRo] 5o ANZ AR Aol g A4
o] F7HE 7l F & Flolr

WA B AFME Yang(2004)0] 258w TS it
o2 st gyl AY F5 oY w& X2 1(EP-IGAP)
o] 2589 AHUN APAREe] g 27| EAAET dEY
AP Azl mxl= Z9E PR A gk ol dAd &

3 8NN EP-IGAP7E A 87 BAE HEFOZN 258
AL 9% Fo AP TR0 vy sh=d) )
A% 2oz 7|gdch

o7 2% 9 I

B A3 2L vang(2004)°] 25w mshd A9
JEIAY 55 A8S A /1SS EP-IGAPZE JEHY Al
PAREel tigt A71AMdT QB AQARE Azl miX=
iﬂ—"'-l TE7] gt Rl ol HAF3] fa vkt 2

7Va& EAsich

xil 1 7 : EP-IGAPE AT¢L AT
iz 1ok Qe Aol digk AEAAE A=t =&
o]tk

Al 2 7M : EP-IGAPE AT AT AA
2T Bk QEY AYARE Alzke] A& Aol

ATLA W
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o JEY AY FHF

A AY FZolt A AYY FHerEQd AL FF
O Z(Lee, 2001), € AFoNM= FEAYo] AJAlo] dof &
ARt YAH AE4S YA AEH ALE AR 85

& o

e A AY F= oL g =
AR AY 5 AW 2f T2aPo)d 25w 1E
9] AR AY FE5S AR odelr] sk AEY
@ F5, 2EHA #2), AZHgE, A, dkds 58 F
Q go® 3= @A 2 ICT(Information & Communication
Technology)Z ©|-4% X837 2F EQ] 4oz A3
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o A7) A

A7) FAACIR Bt 33 AVHA BR 2L )
e BFE AAE £ 95S AE YR
(Logue, 1995), ¥ QAToldE Kwond} Kim(2003)S] AEH
AY Ao Aid Aztd BF FAHE dotrr] s AH
L Aol g A7)15AN SHETE ol 88t S A
FE 9u|gich

o

o QA AYALE A

QM AYAME Aol 2EsE mEd o] A}
BT TP BE A ADAS A BESlZ AN
A%% ovigk,

£ A7 UEY AY 55 A% 289 Z9E 7P
g3t WHESAC] e uFFA tRF HF(non-equivalant
control group pre test-post test) FTAMIEAo|Th<Figure 1>.

Pre—test EP—IGAP(6wks) Post—test 1 Post—test 2

Exp Yel X Ye2 Ye3

Cont Ycl Yc2 Yc3

EP-IGAP: Educational Program for Internet Game Addiction
Prevention

Yel, Ycl : Demographic profile, Internet activity characteristics,
Self-control, Playing time

Ye2, Ye3, Yc2, Yc3 : Self-control, Playing time

Exp : Experimental group, Cont : Control group

<Figure 1> Research design

o1 oA

£ A7 dide Gl A 17f 258 584, 63t
g 3y F 7 shddEE AT 27 WH134%), tiET 270
H135H)A & 26979 TS 49 BR Sl oA
) zril 39 18E A 5"‘3%01]711 a9 =232
AgE F 598 TR, d3A 4L A4 AR 23
7} Jbsstn, BEAE AT FEHoEw }-8'3}“], a7 Y
] ogg BAdths AYS ¢ ¥ AT7E s

A 79 M- Cohen(1988)2 71Fo Jste] o] Foizl
ot} ZEAETE] F7]+= large effect size d=.80°% 7}33}I3 «
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=052 3IE o 80% 2 AAHE /M R} =
¥ 9 2689 F 5290ld FFEth ol Tk g¥}ES 1
it} = B A7 didat £ 2698 FEdicin @
&313ict.

o =7

o AEY AY F5 o wg T2 Y

B A3 F2 AYAAQ EP-IGAPE F 634AS) A&
2a¥o® IA ZANLHER ICT /WEHE R o]FoF
ATHAAIZE 8-S Yang, 2004 ZZ). wANLHFE Y3
Information Culture Center of Korea(2003)e4 N3l AFAid
JEY F5 oY w& Tz A7, Fohn JAE9 AH
Y 22 7 38 Q340h, 2004), FAd] AY 2AH X7
I%(Lee, 2001), VEIY FF A7|SAER ZZIH(Chung,
2001), QEY 5 ANEAEE At (Lee, 2002), AE
g ARZAE T2 73(Kwon & Kwon, 2002) 58 EdZ 7
waioity. 1 A3 A Al FE2 E, dEd AL F
9] o, @A FAWH, &HA AHE, 2EH
2 oA, tiktds FV|Z FAE AHD AY 5 <
259 998 gHuUl8-S ARSI tkTable 1> THEoR
ICT A% /Nde A8 A7AL ICT8 A ZA+UAN
A9 wA, A7 BRAEE A% Uy 249 IcT 27
g AL 71E AT A AY FETHE ARE 83}
o IS A EEJ?—“Q T4 gl dl
dMe Bd ARKIESEy, A8 F5 AT SEuAlL
BATA BEERH HIE 7&%—% 3t l‘fr 22315k

Z} Aol 54, Ao 8%, B9 2 %/} JAE TSt
Sk Zh 2R AR A 2FE 134§ ZSAREY
40F02 AYAN, 1K Fihe 7wk 2Holx] FHEA
o 28 73 TS Y8 5~6H TELE o] A
35k

<Table 1> EP-IGAP: Theme and specific contents

o A AY A7FAY SHET

QY AP ABAE EFETE 259 A8 A
PARGo oigt 2d 59& Yohdr] g ZOF, KwondH
Kim(2003)0] 25st4S 9&) A2d Qe FFFAY 3
59 g o83t AU 4 £FL 44 HxE 7
THER AF TP Y 4304 A otk & 1AAR
E3HH, A57t 2&5F A AQAHE el g 47184
A AErt 255 duisith 2 dTeA o] 279 As
A= Cronbach' o= .710]3{t}

o AER AQAE Azt FAETF

A= QEY AQJARE Al ARE &A% 9
F9 37 A AL she AE AL 1EIES 89
o, 7188 AR B E gl A A3tk

Xz +FH Yy A A7 I Ex|

B A7 AgFA77Re 2004 59olA 7E7HA] FEEHY
th B d3e @?ﬂl“ﬂ—?—ﬂlﬂl UER AY FF A% 25
22 RS (A 4088, F 6B 65 T AAIBIGLE

AF2R=E A 3gAe] AEEH 2T ZedA gury
54 2 AU A €% 54, d°HA AY A A4
QEIR AYARE Az gk AEA ) dis] AAzAE *.4_
AlBFSiTh

AR ZAL 39 38 Ao AIYE EP-IGAPS &85k
ZTAIE Aud AAE A gk} 12} AFRARS
APAA F5 39 Foll AAIBL, 247 ARERARE AEA
2l FE 67U Foll AABIITE 12 AFFRALS} 22F AMFE
AR AETH dz2TolA diE] A4S Agsta AP EAL
s} T4 SAETE o) g3t W SN 48 AA
TR F 23 ARFRARE 6579 Tl AAE RS AHH A
d FE ZAE AT FA A7 AFY A} 657744

Session Theme

Specific contents

1 What is Internet game addiction( I )?

- Concepts of Internet game addiction
- Definition of Internet game addiction
- Symptom of Internet game addiction

- Factors related Internet game addiction

2 What is I t ddicti ? . . -
at is Internet game addiction(Il) - Strategies for prevention of Internet game addiction
- Etiology of stress
3 Stress management - Coping methods of stress
4 Effective time management - Effective time management
& - Establishment of time schedule for me
. . . ] . - Realizing own peer relationship
5 Improving the friendship companionship . Making the good friends
6 Alternative Activity - Finding the good play rather than Internet game

otsZt=&3|X| 13(3), 2007'd 7€
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&5)9chs A8 A7FChung, 2001; Lee, 2002; Pyo, 2003)
g 2A=Z AP

A= AE F 2T 5 U= - 9F gIEY 9F
228 wiAEy] fste] okt go] APAE B
- A¥ 73 kS WAy g8t HPTE s dExT
g 7FsE @ b dHeE 9od lewd F& gHdt
+ gdgog A3tk
Al 3] NS A A AETH
dAE AE AY SEI FAs B
AL o2 old AJE AAFA AEF Fdurte &

=g

Xz 24 4

F39 ARt SPSSEIRE o8 BUEA At
Qom FAHA PR vhe ok
. AP UETY QWA SYF AT AY 8F SYL
Ao BE-Eg olg3el U

o A¥E} 2T FAY HES YA y-test, Fisher's

exact test Y t-testE 0|83t EH3ct.

o AEZH 27 EPIGAPY A - F Y AY AF

A P AR AYARE Al zpolE wlmshks 7MAF
£ Y E HHEEA BAHEA(Repeated Measure ANOVA)
< o|&3toq BNt

ax &

AP txZ2e SEHY 45

EP-IGAPY] &E AT A3 4F A F Hde I

A EA QY AY 8F B, AIEAE AR L AEYR
AQ AN A4S AST FA T FJd 0ol {208
zJol7} e Ao® ERIHG tkTable 2, 3>. '

QUEUAIY F5 oY wg Z2IHe| FI AT

<Table 2> Homogeneity test for general and Internet activity characteristics (N=269)
Exp(N=134) Cont(N=135) X" or
Characteristics Categories Fisher's p
N(%) N(%) exact

5th 71(26.4) 74(27.5)

Grade 6th 63(23.4) 61(22.7) 09 763
Male 68(25.3) 70(26.0)

Gender Female 66(24.5) 65(24.2) 03 836

Good friends ;zs 13324?2 13}&4?:3 00 991
High 14( 5.2) 14( 5.2)

. Above middle 82(30.5) 76(28.3)

Academic performance Under middle 28(10.4) 34(12.6) .85 .837
Low 10( 3.7) 11( 7.8)
High 14( 5.2) 20( 1.5)
Above middle 81(30.1) 73(27.1)

Economic status Under middle 32(11.9) 39(14.5) 3.15 .369
Low 6( 2.2) 3(L)
NA 1( 0.4) 0( 0.0)
Living together 117(43.5) 129(48.0)
Separated 7( 2.6) 20 0.7)

Parent marital status Divorced 7( 2.6) 4 1.5) 6.17 .104
Separation by death 2( 0.7) 0( 0.0)
NA 1( 0.4) 0( 0.0)
Not doing 10( 3.7) 23( 8.6)

Time computer use/day 1~2 88(32.7) 81(30.1) 6.10 107

(hr) 3~4 22( 8.2) 21( 7.8) ’ ’
Above 5 14( 5.2) 10( 3.7)
Not going 93(34.6) 91(33.8)

Frequency of 1~2 35(13.0) 35(13.0)

fi;r)oom/wk 34 4 15) 6( 2.2) 4.76 .690
5~7 2( 0.7) 3( 1.1)
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(Table 2> Homogeneity test for general and Internet activity characteristics{continued) (N=269)
Exp(N=134) Cont(N=135) X or
Characteristics Categories Fisher's p
N(%) N(%) exact
Below 6 month 32(11.9) 27(10.0)
6month~1yr 10( 3.7) 15( 5.6)
Duration of Internet 1~2yr 21( 7.8) 19( 7.1) 1.93 859
game 2~3yr 27(10.0) 32(11.9) ’ )
Above 3yrs 39(14.5) 42(15.6)
NA 5( 0.9) 0( 0.0)
Funny 87(32.3) 86(32.0)
Playing the friend 7( 2.6) 11( 4.1)
Solution of stress 18( 6.7) 24( 8.9)
Motive of game No friend 4( 1.5) 7( 2.6) 8.07 233
Satisfaction of accomplishment 5( 1.9) 3( LY
Others 12( 4.5) 4 1.5)
NA 1( 0.4) 0( 0.0)
NA : not answered
<Table 3> Homogeneity test for self control and playing time of Internet game (N=269)
. Exp(n=134) Cont{n=135)
Variable Mean£SD Mean=x38D ! P
Self-control 18.86+ 3.44 19.28+ 3.57 -0.99 0.323
Playing time 252.89+£321.38 321.384£372.68 -1.55 0.121
Exp : Experimental group Cont : Control group
® EPIGAPZ} QIE{Yl Aol didt 715 Axel 198
wAE E3 P
N 196
“EPIGAPS AFLE UPTL APEA ¢ 2T ur} 94 -~
A Aldel dt A71BAY B wE ok T ' —
4e AZH] 5] AREAY, 13 AR 23 AEEA} 19.2 7N -=-Exp
9 el e AER AL i A8 FEY BE 190 > <K == Cont
& BA% A9 AHFE APARAL 18.86, 13} AREFRA} 19.45, 188
23F APFZAT 19730101, AIZTS ARIEA 19.28, 13} ARF 18.6
A} 19.27, 23 AFEZAL 18.87°]3{Tk<Table 4, Figure 2>, 18.4 : .

o] HIEEA o] s A o7 AFd A,
B AU ANEAN Axol digh EP-IGAPS] AF ¥l
EZRANE o= 15 Ago] EAEN= Zog JEeRdTtHF=

pre-test post-testl post-test2

<Figure 2> Difference on self~control of internet game
between two groups

3.74, p=0.024). & AFTY AEY ALl g A7) FAS

<Table 4> Effects of EP-IGAP (N=269)
. Pre—test Post—tset1 Post—tset2
Variable Group ME3D M<SD VETT) F p
G 27 0.603
Self-contro] Exp(n=134) 18.86+ 3.44 1945+ 3.88 1973+ 4.15 Ti’;‘;p 887 0422
= 28+ 3. 27+ 4. . 4. ' ’
Cont(n=135) 19.28+ 3.57 1927+ 413 18878 409 o erime 174 0,024
Playing time  PXP07139) 252.89+321.38 186.31£264.94 198.58+220.94 glr;‘;" ;;2 8(1)2};
= 79+372. 61£408. 61£460. : ’
Cont(n=135) 275.79+372.68 246.61£408.94 W161446054 O " 0232
Exp : Experimental group Cont : Control group
oIS zZtaBts|x| 13(3), 20074 7 287
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< A¥AX F AxF R FUE B vbde] dizTe]
B Aldel] dig A7) A Bxe Al wet FAr 7
a8k RoE JERgH

A “AEd AY F5 o 1§ T2aEs P2 49
T ATEA G dzT 2o JEY AYel dhE A%
A BEIF & Roltheke Al 17H42 AAHJT

® EP-IGAPO] UE AR RS AlZbe) vlA]= 734

“EP-IGAPE A|32- APFL AFex| @2 vz 2ok
F A AYAME Alzte] Ag AojpEls JMS HF
37] 98t ARAZAY 13} AREZAY, 23 AFEZARY] Ao
oE A AY A7) BHES BN A9 HPTS AR
ZA} 252,89, 13} ALERA} 18631, 23} AFERA} 198.580]3)
on thzrY A AFAZRAL 27579, 1A AFEZRAL 246.61,
23} AREZA} 291.610]%ATi<Table 4, Figure 3>.

350
300
250 % /
200 ~—_— L - Exp

150 ——Cont
100

50

0 1 1
pre-test post-testl post-test?

<Figure 3> Difference on playing time of internet game
between two groups

BANA Pole @Al Yt ASET ERRTHE=147,
p=0232). APZE AY AR F Aze] xge] uwzh F7
HZ Y AY AR ZasRT, MR gERre
HA Z7hske e Holl: Agoy EAHCE fo9
Ane JEpiRE 2ok

Tt QEY AY 5 o 38 T2IRL HTHE
ARFE ATRA L& U2F urh ALY AY ARAT
ol Bg Zolcheke A 273 1Zhglch

= 9
B d7e 25%n nghd s gidez Al A
5 8-S 93 Yang(2004)°] JWEF EP-IGAPE HE3l

58 A AYAREel tigh 715 Tt &
A AAEJA AY AlZES) ZA7E JERE AEE] 3 Al
=53k

AFA7} EP-IGAPE 58 e AY AHERA
sk A7) 5AA F7kell A o] HEEAt o AEU
S5 BRAsY AAHD AEA Y TS A% A
JaFYE HE3 A2 Kwon Kwon(2002)2] 79} Baeg,
Kim¥} Kim(2003)2] @727 Y25 Aok &, Kwon
3} Kwon(2002)3} Baeg $(2003)9] QTN ZF 7| FAX
2IAL FAES ooz ALE ds gxEL] p|F
Ago] Z/RINES Bl o] F AF EF AIEA
99 F7he A5 A" F5° g o ¢ 253 &
B 24T & Uoke S ARk gl

EP-IGAPE X84 AL 2z 3= A AY F54
7t ohd JUEH AlY FFol 84 T 1HE Y AR
oAl 1 ZAFo) WiolA Ut} F, FP-IGAPE QEHY F59)
A8l gt Ay Fdle B8 oF o9sy] fg digt
%59 AA 7NHNE 2F FHe= z2afoz FAHC
itk EP-IGAPY 1, 2xtAlel £33 A8 AL $=59 A
A3 Aol dist Hest ARATH T 53] 43P 5
P AYZEE YT ZEF AH) ] g 2§, EE
g zZpadeA Agst A AE Sl dig 3852 258
AE2 AHU AP AMEEAY AFAA e AT §
FE] Adety dddr

Oh(2003, 2005) % HFAWE o E gt ZAATE F8 1
d HF AEY o] Ajzlo] AFE, 4ok AHY o]& &
#, A 533 JEse] FAFEHJA A9, a8 F
AlOlE BE AYo| HE4E AT £59 Frt & A
o2 Jeht QY 5 oue YdEide S dEY AN
3 G5 digt A7) 24 Y& dy FE= Qo] M A4
Aoz oFHEgy Ay Utk FBHe=z ¢ & &S
A3 &S AAp] moks S74AA wEE F8s A
715 A 5Y0] dolxl= Al 23R g2 Al H|§ <
HYl F%52 8Ae] &7] dlFol(Lee, 2000) EP-IGAPE &
3 254 Qe Aol g A EAR FAE AR
QeI Al FFAY] 71T F ks AP FES W
g 4 Stk

£ dfeME A AYFELE A|2E golol7] WE
*(Young, 1996) EP-IGAPS] Z&o| ulZ x7|BA4e F
< JEU A Az ZAel APFA mFst & Aojeke
7H& AARATE Tyt EP-IGAP7 258He] V15 A
A FRo)e adFoggoE BFetn B 479 F HA
THdolod QERAIY Alzke] FA Zaole #o ZAE
VERA] Bk v]E AT Aol Al wer A9

=

OtE2t£ 83| X) 13(3), 20073 78



QIE{UAIYUSSE WD T2 M0 RS0 XPZIBHIAD QeI ALBAIZI DIXlE B3}

AYAIZEo] AAL FolE WHE, UiRTE Fx SV
& RGATN FAHez {3 AHE JeAE G
<Figure 3>. ©]2i3 A= Yang(2004)] A-7olA EP-IGAP
9 A4 & B AHY AY F5 BT AAY FUt
L o8 AFE SR E7sln gH AY S5
A FAF aRE JehlR] Z3 A 2 Ao
ojsig 4 ik
olgl Ze Adte] alrE thag 271 FHo R AlE
B = Ak A A2 EP-IGAPY A&} H7} A|Fo] &
7] o7 2 A7 gaA] dipid gd T3 22w
7 & gFo] ol RS HY WE AAA AL Aol B
2] ojth= AL & 4 Ytk F HAZE B TR T
AR Edo) did E=oolck &, AAIY EFl diF 7]
2z Aot ZEAAS FT 27|17 (self-monitoring), A}
Aol B gdt 2718 Kself-evaluation) 5] ¥ &F
£& % AA¥QA A9 AR AT AIRE(self-
regulation) 240 W3t AL7|E7 RIS S AXE
Z otk olgd Azt#el 7en ASFAN F4 &2 7
28 BES I TN A AF} IAIES
Aejdl ALE AjZE 2Ho] fo% AAE UEPA Kwond
Kwon(2002)8] @7dar} ol¢h e =& A Sch
wetd Z3olE EPIGAPOL AUEY AUl diF AZE
712, gEd ZEAZ 4% T 2L QY B4l 2=
A Aol EFEojof S FAZ Gk EF AHY Al
o zAe] g RS FAY T AY A LY
AP S &) Y&l 87] Fo] okd AY Azt FIH
o] e W Fo FF TP} o)Fo)WTE F T)
8 EP-IGAPY AHAFE 7IUdE & A& Reloh
B A7 AAH F30EE AASHE o 2o A
A, EPIGAPAIAE B2 YL sy Xk 12v
AYATF Ao F27t zhie) 2 ¥3E W17
z2357, ol thst 283 BT A3 13 AHE AF
= 23, Ao gigt 229 Ao AN Aext T
AR AL e e 5 A FEol sl &
& TEslio} SthLee, 2003; Park, 2004)x Zo]th u}
g 2T dAFoME oy A F dFe] Fr AYE
fEsRs T2 Y§ P EFEE I 5ol
g 279 Ao 7Y€k EA, £ A7l EP-IGAP
o) &3 Hrlo)q Ao Frk RS B g )
BArHHTol 4 2 W3l nggol At 4 W3 T
Zasbx] F3ch = EP-IGAPZ B AEY AY F5 AF
2o 793 Ad SHASNA B% a7t ANESA, o
QY F5 Ao] ¥R g2, 5 AY Aol HL A

EollAl ZF AR Ui el i BE FHs)

¢
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g T gPFolga, uddA L FEAY A4 o W5
7} QAREA 28z ofd FdeA B AR hgt
=AE 3 o]FoFol @ Aotk AA, FHETY EA|
B AT ARSS 25849 JAEHY AY A7EAE
ATTo AT gro] MEAHE FTY B2 FES Ho
A= ZQPTE o= TTY F¥¢IF AURA A 1
8% 23ekx 23 A3 #HE A0 AlgHER F
FAME o] AEY AL A% =7 AL 2 FE
& Agteit)h wiAgo g gsa] Hijel #AF AFPOR
SASNA AR AN AY AREE 7IE}EF 3] 9
2o 3&aH s MA=ERSS e £ UEE,
AT AFHES duks} Al7)ed AFE Jlsel T2 wilth

lo A s S

i

ol
=

Z2E 2 MY

L
=)
2
a2
ojft
2

SIS A7 52 Fl A Aol
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U gale) gigt 7123 A4z 7N AR Zse ol
EP-IGAP= 25849 Qxig 3o T4 AHAAYSTS
o) 71EMIAMTE A @ gBFe] AR EBHS
Z dRoFe g4Iz I802 94 s {F83H4 A
£3 & gl Tg o) ATAN EP-IGAPE 259
QAR ARgell e ANFAY Sl J|ode 8
A% Tzgaglo] FHEILh Ty AAF AeAYG Al
74 Zrxzole £ ERNES JEhR) dgteorng F3de
EP-IGAP W& 2 i) nekwl 34 FA7131, B7H070
2 Hrpb 58 1 BEATIL olFoiAor & otk

UEUAIYEE e 9% 28 9 ok HadE
93 7et G ARASY PR R o2 olEFE F
& Zoltk webq 2SsA AT, © voirt FHA7) o}
ZolAl AL 4 Q& EP-IGAPSY] /NEE AASich

2 a7 Fad F49 g8 AY F59 o 2 A
22 93 29 HEE Y ATt FE o)F= o] A
of 5L A% AEY AY F5Y AP 2FE FE
A7) 2A4g nlAthE Aol 1 99E 3e 5 Utk
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