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Abstract: The purpose of this study was to investigate the degrees of game addiction, adaptation of
stress and psychological variables for college students and identify the relationships among them. The
study included 213 college students at one university located in A city, South Korea from September 26
to October 21, 2022 completed a structured questionnaire consisting. We analyzed the survey data from
213 responses of college students, excluding unreturned or incomplete surveys. Data were analyzed
using the Pearson correlation coefficient to identify the significant correlations on game addiction,
adaptation of stress and psychological variables for college students. The average age of the participants
was 23.5. This study found that aggressive adaptation (r= .32, p< .05) and passive adaptation (r= .27,
p<.01) of stress adaptation was significantly positive correlated to game addiction. On the other hand,
socially supportive pursuit adaptation of stress (r= .-16, p<. 01) was significantly inverse correlated to
game addiction. Therefore, this results presented significant direction of adaptation program of stress
and prevention education program depending on the degree according to game addiction for college
students, in order to decrease the level of game addiction. In addition, it is necessary to seek professional
program can improve game addiction for college students.
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[Table 1] General Characteristics of Subjects (N=213)

Characteristics Categories N %
1st grade 55 25.8
2nd grade 53 24.9
Grade
3rd grade 54 254
4 th grade 51 239
Male 110 51.6
Gender
Female 103 48.4
Christians 60 282
Catholicism 56 26.3
Religion
Buddhism 32 15.0
Other or None 65 30.5
Upper 47 22.1
Economic status Middle 129 60.5
Lower 37 17.4
PC(including
Notebook. Net book) 126 9.2
2 .
Device used Smartphone 8 38.5
Video Game Console 3 14
Smart pad 2 0.9
Under 1 hour 72 33.8

More than 1 hour

v Average ; Not more than 2 hours 83 390
requency o
Use?l?our/ﬁay) More than 2 hours 31 145
Not more than 3 hours ’
More than 3 hours 27 12.7
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[Table 2] Comparison of Adaptation of Stress according to the Degree of Game Addiction (N=213)

.. Game Addiction Game
S o tendency Non-Addiction F p
(M£SD) (M=SD) (M=£SD)
AcA 12.244.83 12.1+4.41 12.4+4.02 1.31 289
PaA 16.7+4.52 15.5+4.03 14.2+4.47 7.82 .002*
AgA 13.1+4.48 10.1+3.25 9.0£3.87 12.43 .001*
SoA 8.243.45 9.6+3.24 9.5+2.61 1.34 246
*p<.05 AcA=Active Adaptation PaA=Passive Adaptation
AgA=Aggressive Adaptation SoA=Socially Supportive Pursuit Adaptation
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[Table 3] The Correlations on Game Addiction, Adaptation of Stress and Psychological Variables (N=213)

GA De SC SE AcC PaC AgC SoC

GA 1

De 23%* 1

SC .02 .01 1

SE .05 .02 25%% 1
AcA .07 - 40%* 65%* 50%* 1
PaA 27%* 34%* .10 .03 .05 1
AgA 32% A3* .05 .10 -.01 31** 1
SoA - 16%* - 50%* SIF* .06 67%* .01 .06 1

*p<.05 **p<01 GA=Game Addiction De=Depression SC=Self-Control = SE=Self-esteem AcA=Active Adaptation
PaA=Passive Adaptation =~ AgA=Aggressive Adaptation SoA=Socially Supportive Pursuit Adaptation

4. =9

A getdel ALFEE 2 2Eds oWy ded WASHe] BAS Wi
A8 Bk stk ol & fldl "iste] Astlle didew AEAE 3 F AdTS
Hdatel Adssa 2Eds gy 2 A wdede] dAE #@<9ls B
gt

Ao Fo ATAHE T B AJdSEY 2EdE diAyae] AvddAs

A A (@=32, p<05), FEA WAHE=27, p<0l) Fo= Fov|3 GG

Wlem ARSH A XS A (=-16, p<.01)= Fon|et 54 iAol U=

Selstiltt. ol Ao 5 ALl &5 o444 WAEH 54 dAMS

t= A AREA AAFT AES o84 ¥es dndtar & 4 9l

(ol ok
i

<]
rlr

al .
AdsE gl 2=/394 tx et s44 dAE 45
NHE 55 olXe Ao Hud A&n 5(2007)<]
2919k dAEH AdTE] ARIE ALY AATE meas Aded 54
Stthe AEApooks dAPY Adese] ARvE =S AR ARRA
AR S ARESHA] Retar wAE AEHS oiAWIt $
Ao SHT F onw oF EdR FAAH AEH:
Aok ARSI A AAE Aol T2l Ago] agE o 5 Atk

off
o

)
4
3

&= XN @ ol & O T oofd
d

o i 2 Ho it Ay IR JU o X off 41 3 E op o TL N T 32 ox [ riE

R

M ooE o B 5L opoh 24 O N ok mi
i
ftlo

, AT e &2 Fovs 44 FAAAE Ho@=23, p<0l) ALFTH
3| TEF 23S yEhdL ole ZIEIY018)[31]9] AFAA &2 ALY
= frejst AAR Aol ASS Bargh Adyel dx| g

A 54 A HE=0.34, p<.0)} Fon|gt G2 AdadAd o A4
A H (=49, p<0D} A}3]H  AAFF  PAHH@E=-50, p<o)T}= Frg FH
FoaA dE AL AL o & AR HS54E 54 UAHAHS
AbgetER ASA4Q AP AR A X FF giIXE S wSsZR o] JQvhs
ok 4 ot

Copyright © 2023 KCTRS 337



The Comparative Research on Game Addiction, Adaptation of Stress and Psychological Variables for College Students

A7 AL HAFAH HAHHE=65 p<0l), AF3H AXFF PHAYE=51, p<Ol),
ArotEFTTHE=25, p<01) To=2 Fougt FAAAE YHERNAT ol A7])EAHo
S AFE dAES ARSI AAFT AES AREEH AolETHE w5 ¢
ATt oy Ae AT|EAHO] FS5F 2EHE tiAd AFHoR A F
T ghalef2013)e]  AFZA 3219 RIS wEbA  A7|EAVE 5K o=
2EY 2z AT = U=F seve A o 5 A
gl R gitAse A AdFsEel tigh vkt o
C g olefek eI s Al &S5 #
e 54 2EYs A E 9 dee] Fasivhe FA9 B AT F

h 6

¢

<

ATE W AYFER 2Eds A D AGH AAEHe] FReAE
stol WAl A % FA, ANEASE AokEFw, AFH 2Eds

E RIS TRO9S 98 4340 dTd wsd Beye 3y
[e]

Aol M skl Ads

o
AE7F ==

R 2EUS AR A syt dA¢lA
e=S S

it

AAFT BAWE A AolEF e v
AQFE Olg oA Zzagel Jxdnz #88 5 ot

2 A7ARE B thedt ge AAL dud drt

A, B ATE A Yot dEgs BPes st o duskshs A AWH)
ol = wole A Mgon aRE AFee FFo ATE AL

A, g AYFSC] 9 oA YS9 TR fstoly YRS
Sl A AFTEY HYoE MAGe] BAE FAT AL Akt

A, A AYFH dAG e A% TRIY WIS F o s

KR
=
4%, 679 TRl EAE FAT F U FF ATE AU

References

[1] M. J. Kim, The Pathways from Family Relationship Quality, Adolescents’ Depression and Anxiety to Game Addiction:
Focusing on Gender Differences, Journal of Wellness, (2018), Vol.13, No.2, pp.301-314.
DOTI: http://dx.doi.org/10.21097/ksw.2018.05.13.2.301

[2] E.J. Lee, R. N. Aprn, A Case Study of Internet Game Addiction, Journal of Addictions Nursing, (2011), Vol.22, pp.208-
213.
DOTI: https://doi.org/10.3109/10884602.2011.616609

[3] H. J. Ryu, H. Y. Kim, The Relationship between Self-Control and Internet Game Addiction Proneness in College
Students: Dual Mediating Effects of Perceived Stress and Coping Strategy, Korean Journal of Clinical Psychology,
(2018), Vol.37, No.2, pp.155-164.

[4] K. H. Hwang, Y. S. Yoo, O. H. Cho, Smartphone Overuse and Upper Extremity Pain, Anxiety, Depression, and

338 Copyright © 2023 KCTRS


https://www.riss.kr/search/detail/DetailView.do?p_mat_type=3a11008f85f7c51d&control_no=a5818a6111e2106d&v_control_no=ee96a488b36f526d
http://dx.doi.org/10.21097/ksw.2018.05.13.2.301

The Comparative Research on Game Addiction, Adaptation of Stress and Psychological Variables for College Students

Interpersonal Relationships among College Students, The Journal of the Korea Contents Association, (2012), Vol.12,
No.10, pp.365-375.
DOT: https://doi.org/10.5392/jkca.2012.12.10.365

[5]1 T. H. Kim, H. H. Jeong, The Mediations Effects of Self-Esteem on the Relationship between Depression and Cyber-
Relationship Addiction by College Students, Korean Journal of Youth Studies, (2019), Vol.26, No.1, pp.185-203.
DOI: https://doi.org/10.21509/KJYS.2019.01.26.1.185

[6] H. B. Jeong, E. J. Lee, A Difference in Self-control, Self-esteem and Stress Coping Strategy According to a Game
Addiction and Game Flow Cluster in University Students, Journal of Learner-Centered Curriculum and Instruction,
(2022), Vol.22, No.22, pp.797-813.

DOTI: https://doi.org/10.22251/jlcci.2022.22.22.797

[71M. K. Jang, J. Y. Lee, E. K. Lee, J. H. Jang, E. Y. Lee, M. H. Lee, A Study on Game Addiction, Need for Internet Use
and Psychosocial Variables by Game Genre, Korean Journal Of Counseling And Psychotherapy, (2004), Vol.16, No.4,
pp.705-722.

UCI: G704-000523.2004.16.4.001

[8] H. S. Ahn, S. H. Lim, The Effects of the User's Motivations for Game Platform Use on Game Addiction, Journal of The
Korean Society for Computer Game, (2013), Vol.26, No.1, pp.99-106.
Available from: https://db.koreascholar.com/Article/Detail/232101

[9] Y. H. Baek, M. K. Jang, Research Trends and Characteristics of Gaming Disorder in Korea, The Journal of Korean
Institute of Communications and Information Sciences, (2022), Vol.47, No.2, pp.357-374.
DOI: https://doi.org/10.7840/kics.2022.47.2.357

[10] D. Gentile, Pathological Video-game Use among Youth Ages 8 to 18: A national study, Psychological science, (2009),
Vol.20, No.5, pp.594-602.
DOI: https://doi.org/10.1111/j.1467-9280.2009.02340.x

[11] J. P. Charlton, 1. D. Danforth, Distinguish Addiction and High Engagement in the Context of Online Game Playing,
Computer in Human Behavior, (2007), Vol.23, No.3, pp.1531-1548.
DOIL: https://doi.org/10.1016/j.chb.2005.07.002

[12] Z. Demetrovics, R. Urban, K. Nagygyorgy, J. Farkas, M. D. Griffiths, O. Papay, G. Kokonyei, K. Felvinczi, A. Olah,
The Development of the Problematic Online Gaming Questionnaire (POGQ), PLoS ONE, (2012), Vol.7, No.5, e36417.
DOI: https://doi.org/10.1371/journal.pone.0036417

[13] E. H. Lee, Life Stress and Depressive Symptoms among College Students: Testing for Moderating Effects of Coping
Style with Structural Equations, Korean Journal of Health Psychology, (2004), Vol.9, No.1, pp.25-52.
UCI: G704-000533.2004.9.1.009

[14] G. S. Yoo, D. W. Shin, Effects of Stress Coping Styles on Academic Burnout and Employment Stress among
Undergraduate Students, Korean Journal of Counseling, (2013), Vol.14, No.6, pp.3849-3869.
DOI: https://doi.org/10.15703/kjc.14.6.201312.3849

[15] J. P. Chu, B. I. Min, S. G. Park, Perceived Sources and Coping Methods of Stress in a Population of University S
tudents in Korea, stress, (2001), Vol.9, No.2, pp.41-49.
Available from: https://www.dbpia.co.kr/pdf/pdfView.do?nodeld=NODE02016988

[16]J. H. Kim, The Relationships among Internet Addiction, Stress and School Adjustment of Elementary Students, Kongju
National University, Master Thesis, (2010)

[17]J. H. Park, H. H. Park, The Effects of Children's Loneliness and Stress-Coping Behaviors on Internet Game Addiction-
A Focus on Gender Differences-, Korean Journal of Play Therapy, (2014), Vol.17, No.2, pp.179-192.
UCT: G704-SER000000779.2014.17.2.004

[18] K. Young, Caught in the Net: How to Recognize the Signs of Internet Addiction and a Winning Strategy for Recovery,
New York: John Siley & Sons, (1998)

[19] C. B. Cho, The Influence of the Experience of Domestic Violence in Adolescence on Internet Addiction: Focused on
the Moderating Effect of Stress Coping, Korean Journal of Youth Studies, (2006), Vol.13, No.5-2, pp.1-29.
UCT: G704-000387.2006.13.5-2.004

Copyright © 2023 KCTRS 339


http://www.riss.kr/search/detail/DetailView.do?p_mat_type=3a11008f85f7c51d&amp;control_no=01a1a770d6ffbdf7&amp;v_control_no=0da8ff38ebb2c04effe0bdc3ef48d419
http://www.riss.kr/search/detail/DetailView.do?p_mat_type=3a11008f85f7c51d&amp;control_no=01a1a770d6ffbdf7&amp;v_control_no=0da8ff38ebb2c04effe0bdc3ef48d419
javascript:;
https://psycnet.apa.org/doi/10.1111/j.1467-9280.2009.02340.x
javascript:;
http://www.riss.or.kr/link?id=S1000487
http://www.riss.or.kr/search/detail/DetailView.do?p_mat_type=3a11008f85f7c51d&control_no=f06fb1f0abd09731&v_control_no=a323798dae7701daffe0bdc3ef48d419

The

340

Comparative Research on Game Addiction, Adaptation of Stress and Psychological Variables for College Students

[20] D. E. Kim, S. S. Jang, The effect of Self-Discrepancy and The Way of Stress Coping on the Internet Addiction, Journal
of Student Guidance and Counseling, (2011), Vol.29, pp.89-110.
Available from: http://www.riss.kr/link?id=A82690260

[217H.J. Lee, K. J. Lee, S. Y. Kwak, The Effects of Internet Game Addiction and Self-efficacy on Campus Life Adaptation
of Nursing Students, Journal of the Korea Academia-Industrial cooperation Society, (2021), Vol.22, No.3, pp.101-109.
DOTI: https://doi.org/10.5762/KAIS.2021.22.3.101

[22] Y. A. Jun, H. J. Hwang, The Mediating Effect of Dysfunctional Beliefs in the Effect of College Students' Self-efficacy
on Smartphone Game Addiction, Counseling Psychology Education Welfare, (2022), Vol.9, No.6, pp.103-117.
DOT: http://dx.doi.org/10.20496/cpew.2022.9.6.103

[23] H. J. Choi, J. S. Kim, The Influence of University Student’s Job-seeking Stress on Smartphone Game Addiction:
Focusing on Mediation Effects of Mindfulness and Moderation Effects of Interpersonal Anxiety, The Journal of
Humanities and Social Science 21, (2020), Vol.11, No.4, pp.781-796.

DOI: http://dx.doi.org/10.22143/HSS21.11.4.56

[24] H. W. Kim, Analysis on the Characteristics of Internet Use and Internet Addiction among Adolescence, Korean Journal
of Youth Studies, (2001), Vol.8, No.2, pp.91-117.
UCT: 1410-ECN-0102-2009-330-005010709

[25]1H. Y. Min, A. J. Yoo, Development of a Daily Hassles Scale for School Age Children, Korean Journal of Child Studies,
(1998), Vol.19, No.2, pp.77-96.
Available from:
https://scienceon.kisti.re.kr/commons/util/original View.do?cn=JAK0199826661729602&0Cn=JAK0199826661729
602&dbt=JAKO&journal=NJOU00399541

[26] H. C. Shin, C. H. Kim, Y. W. Park, B. L. Cho, S. W. Song, Y. H. Yun, S. W. Ou, Validity of Beck Depression Inventory
(BDI): Detection of Depression in Primary Care, Korean Journal of Family Medicine, (2000), Vol.21, No.11, pp.1451-
1465.

Available from: http://www.riss.kr/link?id=A18713858

[27] H. K. Hong, H. S. Kim, J. H. Kim, J. H. Kim, Validity and Reliability Validation of the Korean Version of the Brief
Self-Control Scale(BSCS), Korean Journal of Psychology: General, (2012), Vol.31, No.4, pp.1193-1210.
UCI: G704-001037.2012.31.4.010

[28] J. S. Yuk, A Path Analysis of Computer Game Addiction among Elementary School, Chungnam National University,
Master Thesis, (2007)

[29] H. M. Shin, M. S. Yoo, Y. J. Cho, Relationships Between Children's Stress-Coping Styles and Risk of Internet Gaming
Addiction, Korean Journal of Child Studies, (2007), Vol.28, No.6, pp.233-247.
Available from:
https://scienceon.kisti.re.kr/commons/util/original View.do?cn=JAK020072666173048 1 &0oCn=JAK 0200726661730
481&dbt=JAKO&journal=NJOU00399541

[30] H. E. Jeong, K. K. Kim, The Differences of Social Support, Self-discrepancy, and Escaping from the Self according
to the Level of Addiction and Engagement in Internet Gaming of Adolescents, The Korea Journal of Youth Counseling,
(2015), Vol.23, No.1, pp.229-246.

DOI: http://dx.doi.org/10.35151/kyci.2015.23.1.011

[31] T. I. Ki, A Review of Online Gaming Addiction: Focused on Family Function, journal of Counseling and Research,
(2018), Vol.1, No.1, pp.5-24.
Available from: http://www.riss.kr/link?id=A106297141

[32] S. A. Han, A Structural Analysis on School-Aged Children's Daily Hassles Coping Behaviors And Its Related
Variables, Catholic University of Daegu, Doctoral Dissertation, (2013)

Copyright © 2023 KCTRS


http://www.riss.kr/link?id=A82690260
http://www.riss.kr/link?id=A18713858
javascript:;
javascript:srchJournalNew('bibctrlno',%20'NART',%20'',%20'399541')
http://doi.org/10.35151/kyci.2015.23.1.011

