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Abstract

The purpose of this study was to explore junior high school students’ online
gaming experiences and its relationship with self-concept, life adaptation and
well-being. 887 participants from 10 junior high schools in the Kaohsiung area
were obtained. Analysis was based on the scales of Online Game Experiences,
Motivations for Play in Online Game, Self-concept, Life Adaptation, and Well-
Being. Results showed that 68.5% of junior high students presently play online
games. Among them, most students choose to play free online games from
home. Boys exhibit significantly higher online gaming play rate, player expe-
riences, daily average time of playing online games and motivations for play
compared to girls. When compared to non-game players, students who have
online gaming experiences show poorer “family self” and “life adaptation”, but
display better “physical self”. Additional results showed that three factors of
motivations for playing online game (self-affirmation, social interaction as well
as recreation and leisure) have significant effects but low explanatory power on
self-concept, life adaptation, and well-being, indicating that other important
factors may need further investigation.

Keywords: Junior high school students; Online game experiences; Motivations
for play in online game; Self-concept; Life adaptation; Well-being

SUMMARY

Online gaming, the most popular leisure activity among adolescents, has
become a critical social and cultural issue (Vorderer, Bryant, Pieper, & Weber,
2006) because it has profound impact on teenagers’ learning, social interaction,
and recreation. A review on the past studies indicates inconsistent research results

* Principal author for all correspondence.



Shu-Ching Yang, & Kai-Lin Huang: Analyses of Junior High School Students’ Online Gaming Experience 433

regarding the impacts of computer games on adolescents. Some studies found
negative effects of computer games on students’ school achivements, psychologi-
cal well-being, peer relationships, and family interaction (Lin & Tsai, 2002; Ng &
Wiemer-Hastings, 2005; Whang, et al., 2003). However, some researchers argued
that there were both positive and negative consequences from playing computer
games instead of just negative effects. For example, the role-playing computer
games may enhance the self-identification, self-confidence, intellects, as well as
social skills through multiple dimesion trials (Filiciak, 2003; Greenfield, 1999;
Kafai, 1995; McDonald & Kim, 2001; Pillay, 2003; Turkle, 1996 Yee, 2006).
Therefor, the well-being is a concept which generalizes the positive perspectives
on online games. It includes satisfaction, happiness, positive feelings, emotional
balance, cognitive appraisal, subjective or psychological well-being and perceived
quality of life, etc. (Robinson et al., 1991). Ke (2004) interviewed 24 high school
students who played online games and one of them mentioned, “I feel super look-
ing forward to playing online games once I turn on the computer. I always won-
der what kind of a monster or player I will encounter this time. Since the game
players change daily on the Internet, it really makes my day!” As such, for young
men, online games are a way of making themselves happy and leading to their
well-being in both body and mind.

The purpose of this study was to explore junior high school students’ online
gaming experience and its relationship with self-concept, life adaptation and well-
being. The study has four objectives:

1.to understand the high school students’ online gaming experiences and

motivations;

2.to explore the relationships between students’ background variables and

their online gaming experiences such as player levels, daily playtime, and
motivations;

3.to analyze junior high school students’ online gaming experience and its

relationship with their self-concept, life adaptation, and well-being;

4.to examine how well the motivations of online game players can predict

their self-concept, life adaptation and well-being.

Methods

This study recruited 887 participants from 10 junior high schools in the
Kaohsiung area. The instruments employed by this study included a questionnaire
on the online game experience and four scales which were the Motivations Scale,
the Self-concept Scale, the Life Adaption Scale, and the Well-Being Scale.

The Motivation Scale in this study was adapted from the “Scale of Online
Game Participation Motivation” by Chen (2008). It includes five dimensions
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which are self-affirmation, social learning, social interaction, obtaining interests,
external drives and avoiding attribution. Subjects with a high score in one aspect
have stronger motivations to play online games. The a value of the total scale
was .94

The Life Adaption Scale refers to the harmony that is achieved through an
individual’s interaction with others and the environment. It contains 4 dimen-
sions: mental life, school life, social life, and family life. The a value of the total
scale was .84. Subjects with a high score have better overall life adaption.

The Self-concept Scale refers to the view, perception, attitude and evaluation
toward oneself after a long-term interaction with the environment. It includes five
dimemsions such as family self, moral self, physical self, school self, and psycho-
logical self. The a value of this scale was .93 and the o values for the 5 aspects
were .89 (family self), .81 (moral self), .83 (physical self), .84 (school self) and
.84 (psychological self). Therefore, both the total and each component scale have
a high degree of internal consistency.

The Well-being Scale is to evaluate an individual’s perception of happiness
in his/her life from emotional and cognitive perspectives. It comprises 3 aspects:
life satisfaction, interpersonal harmony, and sense of control. The a value of the
total scale was .96; the a values of the component scales were .94 (life satisfac-
tion), .84 (interpersonal harmony) and .75 (control). Therefore, the total and each
component scale are of high internal consistency.

Results

The findings of the study show that 68.5% of junior high students presently
play online games. Among them, most students choose to play free online games
at home. There are 279 subjects (31.5%) who do not participate in online games
at all. The three major reasons for their non-participation are 1. playing online
games is time-wasting (53.6%); 2. online gaming is boring (53.2%)j; 3. school per-
formance may decline (241%). This study found that boys exhibit significantly
higher proportions than girls regarding the online gaming rate, player experiences,
daily average time spent on online games, and motivations for playing. In terms
of gender difference, male students prefer racing and action games while female
ones enjoy both dynamic and static games.

Regarding the effect of parents’ attitude toward children’s playing online
games, the study found that the students whose parents do not prohibit them from
playing online games spend much more time in playing and have stronger motiva-
tions for online games. Concerning the differences between players and nonplay-
ers in self-concept and life adaptation, this study found that players show poorer
“family self” and “life adaptation”, but better “physical self” than the nonplayers.



Shu-Ching Yang, & Kai-Lin Huang: Analyses of Junior High School Students’ Online Gaming Experience 435

The findings verified that addiction to computer games may lead to some prob-
lems in family interaction and life adaption. For this reason, parents and teachers
should attend to the students’ lives, walk them through the entangling Internet
world, and lead them to learn in games. The reasons that game players have bet-
ter physical self might be that the role-playing games are full of fantasies and can
help players to project their ideal self-images to game characters, which thus leads
to shape their better selves. With respect to the well-being, there are no signifi-
cant differences between online game players and nonplayers.

Furthermore, the results show that the three factors of online game motiva-
tions (self-affirmation, social interaction, and recreation/leisure) have significant
effects but low explanatory power on self-concept, life adaptation, and well-being,
which indicats that other important factors may need further investigation.
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