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ABSTRACT

Meta-Analysis on Social Games Addiction

Tengku Fauzan - Song, Seung-Keun

Previous literature reviews have provided important insights into
social game addictions, but the issue still needs to be examined
from other directions such as the distribution of research purposes.
For this purpose, 61 papers from selected journals were analyzed by
a meta—analysis method. Specifically, this study poses the
following three research questions: (1) What are the major of
research purposes and methodologies? (2) What are the highly cited
articles in studies of social game addictions? Results showed five
new findings: (1) the research purpose of most social game
addictions studies focuses on investigating the effect, followed by
evaluating the influence of social game addictions. (2) Surveys and
experimental methods were the preferred research methods,
regardless of whether the research purpose focused on investigating
or evaluation. (3) Social game addictions studies are most prevalent
at the game users, higher education institutions, followed by
schools. (4) Social game addictions studies most frequently
supports researcher in the professions and applied sciences,
followed by humanities, formal sciences and social sciences. (5) The
most highly cited articles fall into the categories of investigating
the effects and followed by evaluating the influence, designing a
model and evaluating the effects of social game addictions. In this
regard, this study of issues in social game addictions presents
findings that can help supplement linkages with previous studies and
forms an important reference base to pursue deeper academic
discussions in the current research fields. These results and
findings not only to supplement understanding of social game
addictions based on different and important viewpoints, but also to
provide useful insights for researchers and educators into issues
related to social game addictions studies in future.

Key Word : Meta—-Analysis, Social Games, Addiction

251



=M At Tengku Fauzan Tengku Anuar

SMNUstL CIAdeld2sr CIAQISt BEAE THE!
(617-716) S2AZAAl AFAT FHZ 47

Tel 1 051-320-2649

jayjan.jayjan@gmail.com

&
SANUstL CXNEgzdH =58
(617-716) SAZAAl AMAT 22 47
Tel : 051-320-1703, 010-3414-8630
songsk@gdsu.dongseo.ac.kr

Al
Al

d
>..

/S|

By
i

==2510Y 1 2015.10.31.
AMESEY : 2015.11.19.
AMEY 0 2015.11.26.

252



