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The influence of group activity experience in online game on real world: From
the viewpoint of community and culture

Takada, Keisuke
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The present study, which crosses the disciplines of sociology and
psychology, used a mixed research method from two aspects, quantitative and qualitative, to examine
the real-world effects of the experience of group activities in online games. First, we were able to

conduct the eighth point in the ongoing panel survey. Second, we conducted interviews with online
game players asking about the culture and community within the game.
The results of the research conducted throughout the study period showed that individuals playing
MMORPGs improved their real-world group problem-solving abilities at each time point using a latent
growth curve model based on panel data from eight time points, which has not been done in previous
studies. The results also indicate that belon?ing to a community and the function of the community
are the most important factors that sustain players® participation in group activities that require
detailed work in the virtual world of MMORPGs.
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