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Abstract Adolescents reach the game-use states of adaptive and maladaptive by the absorption to
computer game. Authors claimed that the two states are commonly related with the time of game-use,
and the degree of them are distinctive according to adolescent individuals, specifically their self-control
propensity. Authors proposed a conceptual research model that Big Five personality types predict their
self-control which moderates the relationships from game use-time to the maladaptive and adaptive
states. The data to test its validity and reliability had been sampled 999 Korean students in elementary
school, middle school, and high school. Resultingly, the openness and conscientiousness of the adolescents

% Corresponding Author: leadshow@daum.net

+ o] AFE FqAdEes, ATl Asd, At 3
Al & 201995 Adol & HEdAT &z Aol
o) FP=AE.
Manuscript received June 15, 2019 / revised July 22 ,2019 /
accepted July 25, 2019

D KT, Al1A#

2) AR YADu ol AR

_65_



Adolescents’ Self-control and Big Five Personality Types Affecting Maladaptive and Adaptive Game Use State

affected positively on the self-control, which moderated negatively the relationship from the game use
time to the maladaptive use state, but the positive moderation on the relationships from game use
time to adpative state was not significant. These results mean that we could apply teenager’'s Big
Five personality type and their self-control traits as a tool for preventing teens from the overuse
state like addiction.

Key Words : Self-Control, Adolescent Maladaptive Game-use, Adaptive game-use, Big Five,
Game-use Time
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Table 2 Measurement Items for Factors

Questions, (R): reverse question) Source

Self-control (SCT)
I am good at resisting temptation.
I have a hard time breaking bad habits. (R) (9]
I say inappropriate things. (R) )

I do certain things that are bad for me, if
they are fun. (R)

Extraversion (EXTR)

I like to go out and be with them.

I am talkative in the meeting with others.
Agreeableness (AGRB)

I sympathize well with the other’s feeling.

I am someone who is compassionate and
has a soft heart.

Openness/Imagination (OPEN) [4]
I have difficulty imaging things. (R) [10]
I have few artistic interests. (R)

I have little interest in abstract ideas. (R)

Conscientiousness (CONS)
I get chores done right away.
I like to keep things in order.
Neuroticism (NEUR)
I have frequent mood swings.
I seldom feel blue. (R)

Maladaptive use (MUSE)
I have played games longer than original
thought.
I am lazy in other things because of the 21,
game. [20]
I have been scolded by people around me
for playing games.
Once I have played a game before I did
what I had to do.

Adaptive-use (AUSE)

My life gets vivid because of the game.

Through the game, my thoughts and vision
are expanded.

I spend my free time useful through games.

I experience immersion through games.

When I reveal my game skills, I feel proud
of my ability.

Grade in school (GRDS)
1=4" grade in elementary school, 2]
2=1*" grade in middle school,
3=1% grade in high school

Game use time (UTIM)
1=no game, 2= under 0.5 hour, 3= 0.5~1 hour, [2]
4= 1~2 hours, 5= 2~3 hours, 6= 3~4hours,
7= 4~5 hours, 8 5~6 hours, 9= over 6 hours

ARE A3 A Fetbs 7HE7lE 125
B 6AIRE o) A E A= By W
T o 70 A AFE tiEst
3 glenR olf FMoiE o] WEAHEE F
1t 317 ATl Aatel AH o]
A 2.2l (Latent

= EA AZEdCE AMOS
185 Abgstdom zF A 2l &l He
gz 3] A o A <
Zk o] EfeRE AHgdY 34 g5 F
Hre gk AAAAES Alasty] g J94E
(Reverse question)®= ¥3%}3tal glom 1 &
< Table 29} 7t}

d
u

o Aol ARETE 2<l WSS KOCCA [,

219 AOlE WA 4 FREES A4 F F
A 29 B4 BgIA 5% doly BY APE
2 el FEET AgAt £9 Fo1F 29l
249 Anel FANFEY 29 A5E ALtelo]
oo thE 87 Aol FdsrArH2I]

S99 a9l B4 i 9759 AMOS M
A 188 ol8% A, HolH-2Y AFE A%

¢l CMIN/DF = 259 (40]&}¢l 4% A3, CFI
= 0961 (0.9°14<2 A% A3, TLI= 0952 (0.9
o] ¢l ¢ A3, PCFI=0.791 (0.70]4¢ 2%
2 3gh), RMSEA = 0.04 (0.05°]3}¢1 4% Ao
2 QA= A A5 epdo21].

Table 32 7} 89259 AW xnF HAE
SHA aFEE vwg Aotk 7 89l ;&
g4 8]l EAdA a2 AFES H T
4 sH(Mean—centering) 3 Z ot} thrt, o] &A1 3T
S T FA Wgoln o] &AME tiiste B
22k 164 98 SHHER 7HA e AMEsiER
o] Frol ool Ho] e Exto] AVl= A4E
WAsk7] §18 Bt TASE shA il adE
o 39 Aol FYeith. Table 39 7H
eEE d FA= BTyl MY 74 2dEY



ournal of the Korea Industrial Information Systems Research Vol. 24 No.4, Aug. 2019 : 65-77

£ EA o] o,

o
nL =
i)

skA) (511 Hﬂ).oq Ad & (MUSE), A& %] Table 3 Means and Standard Deviations for Standardized
% (AUSE)7F 2% o84 (4888)nth =11, 7 Variables
%‘ o] &A1k (UTIM)E o =g MR 98\ M F B oML HI (’[I}ottzél)
Ase FSASe HE AHes Ay x"  SD 6D @) 66 G Q6 g0
A3 (SCT)e] ¥ =t} Ax L9329 AY o - -.02 .02 14 -.03 -12 1.14
o l 1= A ol e ]“H Posr g o 9 B w
A H2 362 2 37HENE HT 307 ) 11 ~12 -9 03 08 197
A O1AZE Tk AT AT HERE W 1AIZE - T (B (B3 (B (B4 (5B (89)
20 -2 -07 02 06 124

2213 mIRE ARE) Akelel itk Big Five 47 AUSE 90 s (g9)  (68) (63 (67)
050 A (OPEN)S] AW a4y o 417 306 335 379 375 362

i

m T v a7y (15)  (15) (A7) (18D (17D

2 d 7HA Adge 2% osiio] =gkt g ' ‘ ' ' ' '
; S () RO 07 -4 -05 2.06
Wg Hweld 27 24 AE (SCT)S ‘258 (5) (49 (52 (48 (49  (50)
=51 sl o] o N - -04 4 07 ~04 -4 26
A>T >aeFa’e] Fom Sde] LIF NS n (g (5 (an (43 (4)
= duH vl = Aer HAAv Ad #8606 05 -06 01 3.49
s (84)  (8) (9 (8D (716 (83

AR (MUSE)S Al A4 A5 (AUSE)E ‘%

o o © T acrs %06 02 04 03 346
a4 < FEFgl < 1T 9o FAE A (D 69 (73 6 (6D (.70)
ALy o]#s £ S0 HmumEe = g 02 02 08 02 07 33

~ (.34) (.34) (.34) (.32) (.35) (.34)
2 FAHY F ¥AUSE adaptive game-use, MUSE: maladaptive game-use,
= 8}] SCT: self-control, UTIM: game use-time, OPEN: openness,
NEUR: neuroticism, AGRB: agreebleness,
1 94A 70 CONS: conscientiousness, EXTR: extraversion,

(e}
_ E4: 4™ grade in elementary school, M1: 1% grade in middle school,
)\5] (OPEN), Aé] /\E]}()] (CONS), 'ﬂ 63:}\6] (EXTR) Oﬂ }‘1 HI: 1% grade in high school, M: make, F: female, Frq.; frequency,
al

2SS ED0] MG ET
of o] 4 WA et B3 32959 = mes gaus

= SD: standard deviation, Ustd:unstandard
s 2% (HD

l ks A5 o e A 49
AH wedA S cvishs Bbd Aol 25 gtn g R AY Be Peld ole Fx
S EDelA FHAola 2 TR MD, b gse e e APen Aok AE 9w
o HDew dFs FEs S/bes Ae g a9 Aojve Ay =H KA
= HolARE 1 Aelrh A @k oL o8] S (05143 78 (-0665)FHSH BT &9 Au
of M dAEE Tl ol HA HAS @A g wigm A o]B_}\]7% S
g A e 2eAel M Aa 3 (0303)9 $8035DH Fel, zEla Ay x2-
Sl gl Wb s EAel vl AR (oeyge g0 nuAE et Ao
ok SRRk ol=e] Hat zpo]l Adtel A = Biy Five A 71A AZ S8 A& mhgo)
W AdadE] 3hd & ¥R 159 Big Five  gigja w2s AuaAs 2ot Boae A
44 wAEZE tEga sk A FE7 9 g nlew % ool AuBAS 3 LA,
thoHTy AASE A Big Five 44 #9180, 444, dgde S AnudE 2
S Al 71z T A"l tsl WEF kAol gl sqw g sbx A4 £33 % Mewnch
= oA sodt FxdEe] Sdd A4 F gante Am Ao Aol o Atk oA
Heol wsts wed olsel W MAAY T 51 gAo] 2y 2T A 2= AnaA
SEE 2ARS SEoF & Aot He= 9er Aede 1A= =% ubg 9

Table 4= FZ¥ 203t FHAAES Hd  gojr}. 23 2oy e 27 247 Aoz =9
& Aot Jadee g3k A8 I 0812 o) 4 mwaA o AT A% (-0.824)E 7t
2 A9 Al e deo ARAAE BAY = g2 4y st HEAe 7] 249 nE ok
= Aol Selstth ol Al s A& A o guuds e 9902580 AP ve



Adolescents’ Self-control and Big Five Personality Types Affecting Maladaptive and Adaptive Game Use State

Table 4 Pearson’s Correlation Coefficients between Constructs

1) 2) 3) ()

®) (6) (1) 8 9)

(1) AUSE
(2) MUSE
(3) SCT
(4) UTIM
(5) OPEN
(6) NEUR
(7) AGRB
(8) CONS
(9) EXTR

1
8127 1
-51" - 66" 1
393" 357" -2 1
30" 43" 679" -127
274 4347 82 089"
21" 34 347" -16™
32 46" 6407 -1
15" 27" 258" 17"

1
-64" 1
A419™ -.23” 1
B42 -40™ 871 1
319™ -.20" 343 797 1

" p < 0.01 in two tailed significance
(1) AUSE: adaptive game-use, (2) MUSE: maladaptive game-use, (3) SCT: self-control, (4) UTIM: game use-time,
(5) OPEN: openness, (6) NEUR: neuroticism,
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Table 5. Regression Coefficients of Each Big Five
Type to the Self-control

Ustd. coeff. Std. coeff.

B gﬁ Beta t P
Const.  -349E-18  0.005 0 1.00
CONS 1.035 0.024 1.003 43.54 0.00
EXTR -0.191 0.011 -0.34 =177 0.00
AGRB -0.269 0.016 -0.40 -17.06  0.00
NEUR -0.768 0.018 -0.55 -41.94  0.00
OPEN 0.048 0.013 0.051 3.6 0.00

# Ustd.=unstandard, Std.=standard, Coeff.=coefficient,
p=p-value, Const=constant, OPEN: openness,

NEUR: neuroticism, AGRB: agreebleness,

CONS: conscientiousness, EXTR: extraversion
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