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A study of the effect of collaborative group activities in online games on real
social skills
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Recently, the effect of communication in online games has attracted
attention; however, the question is whether or not it will spread to the real world.

This research focuses on the fact that massively multiplayer online role-playing game (MMORPG)
players utilize group problem-solving abilities in the virtual world. We conducted a panel survey at
three points in the virtual and real worlds. Then, we analyzed the effect of in-game experience on
the real world using a cross-lagged panel analysis. We found that group problem-solving abilities in
the game world have a significant positive causal effect on the same abilities in the real world.
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Influence of collaborative activities in massively multiplayer online role-playing games on real-world group activity: -
Examining causality using panel data for three time points -

2019 DIGRA INTERNATIONAL CONFERENCE: GAME, PLAY AND THE EMERGING LUDO-MIX

2019

[SS-003] 3 SEM 2

83

2019

2018

2018







