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Abstract The size of the global game market, including Korea, is gradually expanding, there are about 80,000 people
in the game industry in Korea, and it has maintained a steady increase. As the domestic game has become more
influential, games have become a means of helping people to communicate with each other in everyday life. Despite
these changes, There is a lack of positive perspectives such as game use and interpersonal interactivity or
communication enhancement. Therefore, this study analyzed the correlation of psychological and environmental factors
of adolescents, game leadership, and social capital in order to understand the positive effects of games. As a result
of research, psychological factors such as social motivation, game efficacy, and game norms have a statistically
significant effect on game leadership. Parental supervision has a negative effect on game leadership and a statistically
influenced positive effect on social capital. Overprotective parenting has a negative effect on both game leadership
and social capital. Finally, game leadership has a statistically influenced positive effect on social capital. This paper
is meaningful in that the research on the positive aspect of the game was conducted for the adolescent.
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Table 1. Game classification and user frequency

Class Frequency Ratio (%)
Online Game 656 36.4
Video game(e.g: X-Box) 24 13
Mobile game 1025 56.9
Arcade game 68 38
Portable Game (e.g: PSP) 3 0.2
Offline PC game 15 0.8
Miscellaneous 9 0.5
Sum 1800 100.0
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