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Recent university students are under a lot of stresses due to academic performance, employment, and anxiety about the future

in the fierce competition. Mobile games can be used as a plan which can reduce the stresses of these students. However, if

they play too long the games, it will cause another big problems.

In this paper, we experimented to look for the best mobile game time to alleviate the stresses of university students as follows.

First, we chose 16 people which have more stress load than the average student through stress tests by the basic diagnosis

questionnaire. Second, we did total eight experiments on the stresses of the subjects in the study. That is, the experiment was

carried out once before the test, 6 times for the mobile game (60 minutes), and once before the experiment. Third, we did

T-test and multivariate analysis on the collecting data. As a result, it is proved that the mobile game for about 20 minutes

could derive the effect on reducing stresses.

Keywords : Stresses Reduction, Mobile Game, University Students, Time of Mobile Games
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Study on Time of Mobile Game and Stresses Reduction of University Students
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Study on Time of Mobile Game and Stresses Reduction of University Students

<Table 1> The General Characteristics of the Test Subjects

141

Subjects ltems Frequency Subjects ltems Frequency
man 8 Home 9
Sex Mobile game Place School 2
woman 8 Anywhere 5
lyear 4 Study 7
Dyear 4 Reason friend 2
Grade Stress causes Employment 4
Jyear 4 social Issues 1
dyear 4 Else 2
Game 4
none 3 Sports 2
Daily average 0~30 5 . Conversation 4
Mobile game play time Relieve stress Fat )
(minute) 30~60 3
Sleep 3
60~ 5 Else 1
3.3 MY Hil (60 %)=

331 2E#2 AGET (13} M)

2E# 27t lvha das = I @AE A4s7] fat
of Mg 12 ov] A= e 2EHAE
Aat7] ekl Had Sol ALe g ~EA
= AAAE ARESEATS, 131 ©] AAAE AEHA
Hh= aolef tis) 870] FhE| L], 43 HEC] F 50T
o2 FAE vk F, AA(T), °14(6), 1L6), 7HE
7), A7), 7HAREG), A7), ATE)R EFFEel Sl
of AAAE &&sto] A 509 AEHAE g
g Ay} Gyt 2EYA s 1005 vl 82 e
ghror o] 2EHA vt Jit o] s T A
S dgshs 16%= Adste] 22 & H49& 1

oo i B

—_~

3%
332 2Ed~ 24 Au) BL03h

2 ARE A% 2Ed2 SF T dadered
T WA 7G4 (F)rbe] LAl A o E Bell A slakek
W 3}24 7] uBioClipv70(<Figure 1> 33)S A&}t
AA E7kerE 7171 s ARAME el w9
NS E EA S AHH O S (HRV)HAF Al =Hl 05 wiat
WslE, w7 (LF), F-u7EAd(HF), LF/HF, 3t 9et

(Mean BPM), #EF3E =HAHSDNN), H#HAHRMSSD)E
2EHY2E FA T (<Figure 2> FX).
2EHG27F A gle AHEH(25 olsh, €Al
FEN(25~35 o]s}), 7] 2E#HA AH(35~
Efz rHor Aol ofalAl = dEi(45~
A 2EH AR AT o] Bad A

7 2 Ao

UBioClipV70

‘\, -

Mobile game uBioClipv70

<Figure

PC

1> Experimental Equipment

24 W

Normal

Interpretation of Stress Index

25 under * Good level

25 ~35under : Temporary Stress

35~ 45 under : Primary Stress

45~ 60 under : Accumulated stress. Stress tolerance is getting
weaker,

60 over * Chronic Stress, Seek medical attention

eaystage  ongoing  chronic

Testing data analysis

LF

HF

LF/HF

Average Fulse

Maan
BPM

SDNN

FMESD

Sympathetic Activity (Average age)
- High when excited or nervous (Better to be low within the green range)

Para-sympathetic Activity {Average age)
- Low when feeling anges/worry/fear (Better to be high within the green range)

Autonomic nerve system balance (Average age)
Autonomic nerve system balance (Normal within the green range)

Average pulse per minute {Better to be low within green range)

|

Pulse Standard Deviation
- Immunization against environment (Better to be high within green range)

|

Root Mean Square Standard Deviatio
Low when anxious/warry/fear (Better to be high within green range)

a4

<Figure 2> An Example of Measuring Results
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3.4 A =M
2 Age muel sdle] tetase] 2Eds s
FaFes A=A ¥ RT] 918k <Figure 3>3 22
A z
——) | Measurement
Game start After 10 minutes

« Experimental mobile
game connection

+ Left hand : Fix the second
finger on the equipment E> Play the mobile game

Play (60 minutes)

>
A% BAe

4.1 ZHIY AY M - 22| AERA H|w

. o A=

—
—
=
+ Right hand : Mobile game “Friends across the street” — After 10 minutes
—
—
—

<Figure 3> Experiment Procedures
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WA, Buhe Aol ZE s o] g A
(Measurement) X] 7&%‘8}'7] '?’]:GH E’—H]'OE] H]OEII /\}_;‘(i_/\]_;é,‘_o -/—\—E—Eﬂ-/—\—g]
Aeri0mintes)  2}o] & <Table 2>, <Table 3>} o] th&3Ew 4L
After 10 minutes O] %SH 'f’]i—}ﬁl 6]' gi q'

(Measurement)

(Measurement) <Table 2> Paired Samples Statistics

After 10 minutes

Dleaue nen Std Std. Error | Corre-

After 10 minut - : ) ia.
(Measurement) Mean | N Deviation | Mean lation Sig
Measurement Before 42.57 16 7.08 1.77
\—, — 11 002

Finish | 36.74 16 7.40 1.85

AR =
w9 60+ Eutd AlY % SAA HES 36.74
2 A9 Ant 2ad A¢ ¢ 5 A
<Table 3> Paired Samples Test
Paired Differences
95%
Confidence
std. | Std linterval of the| t | df|Sig.
Mean Deviation Error Difference
Mean
Lower | Upper
Bound | Bound
stress | 5.83 5.51 1.38 2.90 8.77 |4.231|15].001
THA A3t >=1.96°]2 p < 0.05Z Eu}d AdS
SHl 2EH 2 Ao B e Ao® duEe B
vk AQ) AR-AR] gt Ab= 58302 Eupd Al
EY 2 i 237t dvka AdE
0| F210f| ME AEYA
A9 7 AolE U & YeAE
of % BAEAE AAlSr) o




Study on Time of Mobile Game and Stresses Reduction of University Students 143

3u!
=
e,
)
jsies
o
[>
{m
=,
[>
1o,
o
B~
2
2
g
o2
o
> mio

N,
17
o
o
T
~
Ho
:Oé
w
o
=
o
=
o
B.
>
>,
o
Y
o
e
o
N 2
oo
%
1124
i)
[-N

matd A Felol 7, AEF
o] Wizgte sjHS Ay Rt

AE Aol vF] 2EH A FA7F fonEtA 7
T7He <Table 4>, <Figure 5>9} Zo] Bt A =

0% F, 208 F, A9 T8 F2 e

it
o
=2
1

ol
)
S
nj
o

N
o
o

—_

<Table 4> Multiple Comparisons

Mean 95% Confidence
) . Interval
before | after Difference Std. Si.
(1) (J) (-J) Error Lower | Upper
Bound Bound
10° 6.606 1.001 .000 2.815 10.398
20° 8.087 1.614 004 1.972 14.203
b 30° 200 1.657 1.000 -6.077 6.471
€ore
40’ 2.256 2.100 | 1.000 -5.698 10.211
50° 4.494 1.589 357 -1.527 10.515
60’ 6.462 2.020 167 -1.189 14.114
stress Stress Transition
44

7\ 7~
NN

o — ~_=
~J

34

32

30
before 10’ 20' 30 40’ 50 60’ finish

<Figure 5> Stress Transition
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