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ABSTRACT

The purpose of this study was to examine the effects of the time spent on violent internet games
and game overindulgence on aggressive behavior exhibited by elementary school-aged boys and to
investigate the mediating effects of self-control on the relationship between children’s game
overindulgence and their aggressive behavior. The subjects of this study were 118 fourth to sixth
grade boys from five elementary schools. The instruments used were the aggression subscale of the
Korean-Youth Self Report (Oh, Ha, Lee, & Hong, 2001), a questionnaire of the time spent playing
violent internet games developed by the authors, the Internet Game Addiction Scale for Children
(Kim, Lee, Kim, Kim, & Kim, 2006) and the Self-Control Scale (Nam, 1999). The data were
analyzed by means of a Structural Equation Model (SEM). The results were as follows. First,

children’s self-control mediated the relationship between game overindulgence and aggressive
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behavior. Second, the amount of time spent playing violent internet games had no effect on

children’s aggressive behavior.

Keywords : %53t

Al AF&-AlZH(time spent on violent internet game usage),
overindulgence), 2714 & (self-control).
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(Table 1) Descriptive statistics for measured variables

Variables M Range SD Variance  Skewness  Kurtosis VIF
Aggressive behavior 27.53 19~44 6.35 40.27 74 -.14 1.70
Violent internet game usage 8.72 0.5~43.33 9.59 91.92 1.95 352 1.07
Game overindulgence 27.03 20~47 6.24 38.98 .90 .08 1.43
Self-control 70.70 42~92 9.80 96.07 .10 13 1.83

(Table 2) Correlations between aggressive behavior, violent internet game usage, game overindulgence,

and self-control

Aggressive Violent internet Game
. . Self-control
behavior game usage overindulgence
Aggressive behavior 1
Violent internet game usage 12 1
Game overindulgence 45" 23% 1
Self-control -62** -20% 50 1

*p < .05 **p < 0L
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(Table 3) Fit indices of structural equation model (N = 118)
X2 GFI CFI RMSEA
1.04 996 1.000 .018
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(Figure 2) Standardized path coefficients of the hypothesized research model
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