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The Relationship of Internet Game Addiction to
Psycho-Emotional Variables
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Abstract The purpose of this study was to research on the relationship of Internet Game Addiction to Psycho-
emotional Variables(self-identity, depression, meaning of life). The cross-sectional descriptive study design was used.
We selected 275 adults through randomised sampling and analysis the result by chi-square test and hierarchial
regression method. The result of this study was as follows; The effects of personal characteristics to Internet Game
Addiction was sex, age, smoking and family including social characteristics were level of mother's education,
father's education, and family economic status in a row. The relationship of Internet Game Addiction to
Psycho-Emotional Variables were self-identity and depression. Therefore we suggest that the practical support
system for 20's age adult to increase the self-identity and decrease the depression will be applied.

Key Words : Internet Game Addiction, Psycho-Emotional Variables, 20's Adults.
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1. tAxtel
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Table 1. Game Addiction According to General Characteristics.

Variables Categories Total(%) X(p)
. Male 112(40.7) g .
Sex Fernale 163(59.3) 190827000
20 years old 66(24.0)
21 years old 70(25.5)
Age 22 years old 49(17.8) 1103.956(.000)
23 years old 42(15.3)
Over 24 years old 48(175)
Student 187(68.0)
Office worker 35(12.7)
Status Employment preparation 15(5.5) 517.056(.000)"
Soldier 34(12.4)
Others 4(1.5)
With Family 185(67.3)
Residence Own family/lodge 44(16.0) 234.347(.000)
Dormitory 46(16.7)
. Smoker 167(60.7) -
Smoking Nonsmoker 108(39.3) 310.911(.000)
Completed 92(33.5)
. . Incomplete 16(5.8) - -
Military service Women 133048.4) 538.485(.000)
Others 34(12.4)
None 93(33.8)
.. Protestantism 28(10.2) -
Religion Catholic 133(502) 472.497(.000)
Buddhism 16(5.8)
High 17(6.2)
Economic status Middle 206(74.9) 316.855(.000)
Low 52(18.9)
None 69(25.1)
1/month 52(189)
. 2-3/month 69(25.1) .
Drinking 1-2/week 52(189) 710.731(.000)
3-4/week 31(11.3)
Every day 2(7)
Graduated from Univ. 123(44.7)
Father's Graduated form High school 132(48.0)
Education Graduated form Middle school 207) 863.418(.000)"
Under Graduated form Elementary school 16(5.8)
Others 2(.8)
Graduated from Univ. 90(32.7)
Mother's Graduated form High school 137(49.8)
Education Graduated form Middle school 31(11.3) 779.940(.000)
Under Graduated form Elementary school 15(5.5)
Others 2(7)
“ p<001, Missing values were excluded
o TP 22 A% D ST B Ak PR 2 715 W AEEH SMHo| AUSs0l FEe
Wo] i§ F2& A opAsh el e Fa) ozl 2ol
ATH7t 1238 (44.7%) & A8 3L, oy 7t diEo)d MolA EAo] A% Gake wx= g0l 9
EXCES A
= ESE WBE276) 0.2 HERT. AH 37184S SHHTH Table 2). A4 SHozE A
W vol, A4, SFANE 2o Tkt 24
3 Ayl 23 19 AHEE 54% 23 29 Ay
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Table 3. Hierarchial regression result according to family and economic status

Variables Model 1 Model 2 Model 3 Model 4
SE B t(p) | SE B t(p) | SE B t(p) SE 8 t(p) Tolerance
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Table 4. Correlations Between Game addiction and Psycho—Emotional Variables. (N=275)
M S-D 1 2 3 4
277 1.421 =048 =078 420" 2647

1. Meaning of life 2.90 471 1.00 -431" - 428" -.0%

2. Self-identity 2.24 196 1.00 331" 306™

3. Depression 191 462 1.00 340

4. Game-addiction 1.37 AT77 1.00

*x

p<001
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