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ABSTRACT

This Study conducted a comparative analysis between user types on the effect of

crisis on game user attitudes when a crisis event occurred at game companies, and
analyzed the impact of in—game social interaction, billing intentions, and corporate image
on user churn. We found the following results Significant differences were found
between gender, community usage, usage time, and payment groups, and in-game social

interaction, payment intent, and corporate image had a significant impact on user churn.

Keywoeds: Corporate Crisis(7]19 €171,
249 loot box(&&E olold)) User churn(e]-&%k

Game Company(A9AP, Business Model(H]&4 2
ol

Received: Jul. 10. 2023
Accepted: Feb. 19. 2024

Corresponding Author: Jun-Seok Kim(Chung Ang University)

Revised: Feb. 15. 2024

E-mail: somi1988888@cau.ac.kr

ISSN: 1598-4540 / elSSN: 2287-8211

© The Korea Game Society. All rights reserved. This is an
open-access article distributed under the terms of the Creative
Commons Attribution Non-Commercial License
(http://creativecommons.otg/licenses/by—nc/3.0), which permits
unrestricted non-commercial use, distribution, and reproduction in
any medium, provided the original work is properly cited.

Journal of Korea Game Society JKGS | 119



—AGAe] 91718 el mE o]8Ake] 97] AW e

1. M B

B AT AU f71 AR 2 AL 91717
AY ol &4 Bi=ell A= d3Fs B4 Aol

F vholet FREA V]Ee] HeRAl
oz ]lsl 7o) ARbAleRd 3 g0 Srtet
7)ol dA st 7] diSell Wik Ak vl
o] Al&H o FrFstaL vk V1 9171eh v
ATE AvEY, o]FF 9(2012)= °lEF Abx
2 4% AEdAe 71 717 el viA=
Gl disllll, 1’478, °1%¥3(2006)= A=At 4

2

CEO ¥ 7] 43lA 719 om=7} A3
WHEA ekl WA

o 84, 44 A, N 4k
S At oH2]. T3 249 9)(2012)= 71 If
2097 58 2 g, 9] ARdAeld A= B
of W} FFo WEE s3]

w
JING, BO(2022) 59 A3qgdA+% AdAMn|= &
ol Aol upe), #ARFY
AL 71 971 AT

gEol Adatel B¢ 9171 s A
9171 Asol FojEe A9-7F HWIvaA 2
i gtk 2021 AARS] EE ES
e o] AbaE I BAFQtel = Etetal o] 82t
H| S AohlilaL, ofel whet ol &2 thg-HEf o
A3} wlaste] g% ofstei Uit E
olo]AtH5]. st BALY A 2022 AAATE 9
ol Elel Al Fanls Jaysta o
Aol 2=5 sk 4 AW npAgo] EAjskE A
oz WEAY EYALE AAFANE HA
Heo® ofd ®u o 2 Hds W= §iglt
[6].

it
v}
>
X

A7 BEY ooy M=Ux B W FHoR
oeld 7E BFS AP W, APl o
eHow PRSI BaY & At QA ¢
7] : e FET 4

Ol UU
Lo
2
N
ind
o
=
Ry
N
N
o
oo
2>
o
i)
=2
=)

N
rlr
o

120 | Journal of Korea Game Society 2024 Feb; 24(1): 119-134



—A study of user attitudes towards crisis in gaming companies: Focusing on loot box Business Model Repulsion—

2. OIEX HiZ

2.1 71 2171

el f7le wEAor WAy odd 7|
g9l 917] olde slgiel A% Feae Assa

HEe e Raw A48T 4 Utk A%
d7000 g oAE aES AL AP U
%

s TARBEA BE A 71 AlEe] B
CEO® AtH &7t doprbde= 714
7VeA) w3 EA 8]

FuhEk 2(2013) ATl E 7190lA AatskE
Al FAI BEF Q7] FFe] AT AP
HiAbE Bals AlEel disl 7 AAkel wast
Ao dekgirkar A AEATHIL

Siomkos(2010) A= 71 91717 SE
719e] Bl 2Rk 7pR o] EAE FE ZENE of
Yzt dA7Ide BN 7155 Aledtha F4
SFAATHI0].

A#P(2015) ATolME vt 7]de] oln]
Ak BAE ojuAE YEYD gz 7]
afizell 7194 9171 43 Al EAZE Ay R

et FrRHOE AdF; i BE PR ¥

— Lo

Tk AAE £(2015) AFdAE 714l 917
X

7 RbER o R wAd A 97] ool g H=
g, &nlaks 7] ol8e 7k 249 us &F
< U vader w] gl §17] o] gl
Z1gel wlgte] 7194l AxyAeld &Eat ¥4

ol AR G mATkaL shlvH12].
=, 71 ey 249 I ela A4
Al HRE Adstar, vie] A ol dIF&FE
W dEE ol AAAESANANA FEFS

, &
F e Alele 9% 4 g,

2.2 &8 ool

FEY clolde] A% AY Fl yPel AR
e AYUIE FUHE PANE AFHNE AY
ololgle Wiy, A4e FAL ARekn Folo
WA Raps e shAe) ojoldle H5E
3, H4F FEZ A L oolue IS5
S QuH13l BEY ololge AT o879
2 seln AAT AYBAL FEekE 5 AN s
A% £ PP Jlels, A2 2AxE F
AL elmg 2Ask: WAl B g

3 RS 2 sk

12 o
et ofy
ki

389 ool A% 2R FolrE §
Age] BuEe Qou(1s], Y vl ke A
22 AE + 0 A% Ndger AU e 24
& 7bsAel wrh

sfolgle] A4

fitl
lo,

>,
o
2
:(‘>L_"
ol
ol

o

e
ow 8

-

=2

%y
hines
o
ol

olelgt TAMCR sl =] 45 FEF of
olgle] SEAHE WFEA, AR HE HAN TOEN

>
o535 Vg ol w1l “AYF] B
AW ARte] FRE T Bal F
Agle] A% ool A
Wel Y clolule muele gshglon, )
derest Aes o4 BEF ololde wv

o
FASRATHIOL EF Qo] ASE WA TR

Journal of Korea Game Society JKGS | 121



—AGAe A7 FFA W olgAl 7] AW HE

BE e Faxsh FEAel o) FHHh
A Adeln FEAE ADAE AReke oA
t A9 ol §she ol§HUsenE 7HeIAITH20].
Z A 18R AYANN FFsHe AusE
welo) Y=g $2417)7] A3} o) g3k Agolet
g 5 g}

S A ol §AE fRssel A

s

=73 £](2007) Oﬂ% AME AY o829
FE BYES ZdYo] WIER FR3to oXH &
d4E, 4314 73, A FIY, T54 F3
For FiEste]l skl rH22]

wE £7191(2019) AFdAE AY  o]gxe
FHE el wet FRstetsl om (23], oAl ¢

d

(2015) AFeld= A ol&Ae] FHS AY o

& Al ket 59 shakeeidl
2 ATAE 97 A9 HE A7 £ 9
S A9 olgAe] FFS W, ARUE ol gl

ol §A7t, Frelon fasse] AastaA A,

389 ofold u=y)

[>

2.4 0|2 =

olgtel dmdl @ AYATE ALHom
olFA gkow, o]&a Hx g2 Stase] AT
o Welsh Ao whe} cheiAl el ek
43R1(2009) Aol = HE=E O]%X}%O] 5
AA = RAaRon Y Hrl Axz A
©H[25], °%(2012)” =E %liyé Az 2]
A EE vsoA vhgs 3
sl tho6]. EE fx
A glom Fojxel HLL

i olg HE 9 Bsel A9
AFAAE kel A W Fask oS4 Bl
WA Qg BAS] 98 Anel F84, 45
w), Qe Ed, FaE, AR o g4 U
2 PAstgom(s], ol AR009)E el A
AolES] &4o] o] g4 HE VXL P #
Ha7] $ls) Abele W, AbolE AHE, AR
A%, FANER ol §74 BEE THSATH29)

% olg% BER olgAEe] Avky 9lAl mol
= 5od Fe uEely wgele Ao 5 glo
W, ole@ HER 2o ANE BASHNE o) f
Aol ol weh the e wY Aol 2 9
FolAE A olgAsl 7] AW A Wy e
BEE 7golul A, o] &4 o, Faelw, AY W

]
A8H gEAgo FAste] Z45ad sk

122 | Journal of Korea Game Society 2024 Feb; 24(1): 119-134



—A study of user attitudes towards crisis in gaming companies: Focusing on loot box Business Model Repulsion—

B AT AYAe 97 A wa A 1%
oA olg, AY W AHH FEAE, B O,
719} oAz TR AY o §A BlEe] ofw g
JFe MALAE dolnad 917 Ao A
Agom AW, ARUE 0§ ofF, o gz 3
Fole] O AFow ATEAT WRHAU ®
@ A9 A8 BEAE, 3 9E, 719 ol

oo
N
o
i)
=2
=
&
i)
Ho
o
il

O
Hn
2
N
N

ila
ox
L)

3Q
£

A AT whzw Gy A o]gAELS A
oA AAHela, A

ol gAES AL B AR whbe A o
Folata, AQelN BB Fobdtu, e FAR
iz Al F o B714€ u3AvH3031]. 019}

<
2ol A3 BAE ATEL Ao we} v 3
= Ao} 98 MelFn gon oldw Aot
7] A9 emel A ke AolE wa Aot
ALEA 1 A 917] Azl WA A o] of
BAsE W o184 be] B Fpolrh EAISHEA?

= WA= AeR Yehsew[32], W] 9](2021)
Aol mEE AY AFUEZE A A= R
AAHE o) EE Adglehs Ao® eI oA
H AT HE ] o] 82 ddolMe] o] gAt B A
ol AN ERt of}t §17] H Al o]
S DA Aol

ATEA2 ¢ ADARe] 97] AR 2 Al AFY
ElS o] &3dh= olgAtet 71 HEE o838 o=
182 2ke] B Apo) 7} EAEk=71?

ol# 29](2013) Aol waEw AlES

| 9fal =2 A4 LTEUe A5 AFE

2o
Adel] g vz 8-S =Y JI3tE &43iAA

pd

O

op

N

rlo P

o
ol w7hE 2021 Al Hx
zutd A o] gxle] F ﬁé% AY o

4 A7k

Z}zy 157.1%, 12318 Moz yeyt. o2 Er
2 pe, Butd BT o] A7) Ht 2A17+S A3
sl 3AIZE B nAE RS B 5 Yok EE
pc, Eutd Al o] g2t Ad Wl AA n]gef A
+ B 10,0009(F4%) Aoz eERRTH35]. o
& B9 sd AFelA= olgxke] FAF A o] &
Azte] Hit 2 TS Ve olEAE Y
s}3 At

ATFEAZ ¢ ADARE] $17] AP A A e
Bt AY o]8 Alzke] 3AIZF u|wk o] g1} 34
Zb ol o] &4 7] BT Aol EAISHETL?

ATFEA4 - ADARS] S AR A A g &
A AY FFdo] 1% & wwk FHF o] &A}o}

=3 %i" 1

W ol B olgA el H

Aol o] gxke ool

& 71wl AAH 9
T 2RlEHOE Au|2 3ALY
& a1 gltkal FEg o
?_

oA A o] §AE

Eohe 7;-;— 5‘%?15}[37]. =
AYGAL Antef] 422

7194 &7
olgf gk A}

i At olg W st A=k
He Al ool FTgE W= Wy Foldd
Aol gt A7 Bestrz B Ao b
3 e AFEAE FAE

Journal of Korea Game Society JKGS | 123



—AGAe] A7 FF W ol gAY 947 AW HE AT FEY

%, 719 ol olgA oldel fold 9

tlo

i

b e

3
& AgelA= 14713 ol ?LP o84t

o
=
ot
=
m&
9,
rE
R
el A
ro >
2o ¢
) )
o fo
o il
fl »
lo g o o [N m
R ST
T ﬁ >
o T
Z o > g ol

pass
o
H
>
2
R
0% r
o o
=2
o O
olo
ifisA
o [
N
_E A2
il
o mE
(R b o}

i
Na
i

Mg ol Hﬂ
o,
=)
B
K3
)
ro
o
Ao
w

& Mo
o2t

o

ot Ho ot

|
M
o)
e
oSt
o
fU
of
)
S
e
o=

E(Likert scale
T, 5="ul-¢- 1)),
e

i o

[Table 1] Measurement Design

4 13 ARdT

[391401

I o= 2 gE
(Likert
2 scale) [43]

58 H=

[41][42]

[44][45]

=~
[RUNY
ol
oft :IZ,

ohol gl H]=

w
w
A
U
4>
o

¥ ATE 3EY ool MxUs wdS F§
s Qe olgsl ¥ Agel A A% w174
o ol§AE oz MRS AT
shar o] ge] ol Atk AUl Bz mo
BE A4e AT 970 heke] WeE Feol
stk @Estel] w174 olgel ol §AE thgo
2 AES Yy AEe 202249 05¥ 16
QuE 059 25U @ALANL B A
gom, % 300719 AES LA o gL

¥ 2t 239 3wl ATEASH 54
o vkt gk el F§ o4l HeS 563%
ol yhAel Wge 437% 0% Anlel A4 W
slc. Qedel A9 SEAbe] 39%7h 30d viekk
om, 20tH(29.7%), 40tH(21%), 50WH(6.7%), =t

17-1941(3.7%) o= eyt 3tz H$-
SHA 66%7F Ui U Aoz YEelgon
158w £9(14%), e AEH9%), ek A5t

EE £9083%), Tt &9 ol 2.7%) To=
velsth 2ol A9 Sk 36.3%71 AL
2 Jehgtor, AE2(13.3%), 44(10.7%), &=/
F2](10.3%)°] HE °lAth

—_

a A% BEe Ed 4
X

o gy e S|
Astglh, AMSE BHe Fi e FEge
W, 891 AAXE wesels] g6 49 e
A At

1

=

1H }§] bS] /K]—EXLQ_’ jq_

o =
719 olm A= 811 AAge] B5 05 ode

H
1o

124 | Journal of Korea Game Society 2024 Feb; 24(1): 119-134



—A study of user attitudes towards crisis in gaming companies: Focusing on loot box Business Model Repulsion—

[Table 2] Reliability and Feasibility Test

variable Survey I[tems cause 1 cause 2 cause 3 cause 4 Cro:bo?ch
image 1 .829 - - -
Corporation image 2 819 - - - 710
Image
image 3 .794 - - -
Billing intention 1 - .755 - -
. . 813
intention intention 2 - 668 - -
churn 1 - - .761 -
User churn .806
churn 2 - - .634 -
In the game | interaction 1 - - - 721
social 729
Interaction interaction 2 - - - .698
Eigenvalue 2.411 1.446 1.429 1.278
pooled variance(%) 26.791 16.066 15.873 14.199
Cumulative variance(%) 26.791 42.857 58.730 72.929
4. A7 AN
4.1 MY UHE O|SXt Ei= H|EA
E9 A3 th29 [Table 319+ #Zth AlY o8& p>.05), AlY Wl ARSA A AE(t=0.768,
2ol e wel 97] Abge] wE olgxt BlE  p>.05)°liE FoF Aolrt glod, HA ol &x19
MR As g4 olgAkeh ol o1& kel AS o4 oAkl wIste] o] 8ah ol RH(t=-2.203,
7199 ©o]u]A](t=-0.160, p>.05), = 2 %=(t=0.064, p<.05) A FEF5S Hol= ZFeE YEY.
[Table 3] A Comparative Analysis of User Attitudes by Gender
variable Group Ng;g?&re SOf Average Sgrilgg{)?l t P
: 1 131 2.5623 1.01365
Corporation mae 0 ~0.160 0.873
mage female 169 2.5819 1.07400
Billing male 131 2.8626 1.06708 0,064 0949
Intention female 169 2.8550 0.96424 ’ "
User male 131 2.8664 0.90474 .
-2.203 0.028
churn female 169 3.0888 0.83690
In the game male 131 3.0000 0.86157
social 0.768 0.443
Interaction female 169 2.9260 0.79928

*p<.05 #xp<l0l #xxp<.001

Journal of Korea Game Society JKGS | 125




A 971G G e o] gAe)

4.2 Z{FLIEl 0|2 0ofF0of U=
Ei= H|mEN

B4 AT o] [Table 419 2t A o] &

Fol ARUE o] § ool ulel $17] ARzl we

182 Bl vaia] da}, 75UE o] &kt 7

0IEAt

N

A7 AW HE Ay 2EY

shold W= mu whe FHoR—

p>.05), H= 9 E(t=-0.668, p>.05), ©]&A} o]
2(t=-0.674, p>.05) = fFeJgk xfol7} flov, 7
FUE Hlo] g7t A5 E o] gAtel Hlste] A
yl AbEA e A8-(t=2.813, p<.0Ddll A A5

FHE Blo] & Zke] 71} o] X (t=-0.803,

Hol= Aow yeht

[Table 4] A Comparative Analysis of User Attitudes by Community Use

. Number of standard
variable Group samples Average i t D
Corporation User 187 2.5365 1.08550 B . -
Image non-user 113 26342 | 097992 0803 0423
Billing User 187 2.8289 104361 ) -
intention non-user 113 29071 | 094148 0668 0.505
User User 187 2.9652 0.91735 -
churn non-user 113 30354 | 0.79540 067 0501
In the game User 187 3.0615 0.85208 B
pioeial non-user 113 27876 0.75535 2813 0.005

#p<.05 ##p<.01 ##+p<.001

4.3 O|=A[ZH [M}E 0|84t Ei= H|wEA
A= o9 [Table 519 Zt) AY ol& zkol7b glont, 3AIZF HRE o] §x}7) 3A1%E o]
Ao ol gAZe whek 7] ARZe] W olgAt B oA Awel wmele] ol&x}  olR(t=-205,
T A Ay 3A7F vk o] 82kel 3AI%E o] p<05)# AL W AREH Fs A8 (t=-2.669,
doolgA % el 71 oM A(t=-0.690, p<.0D)ol =A TS Hol= ez el
p>.05), F= 2%(t=-0.633, p>.05) = F<l sk
[Table 5] A Comparative Analysis of User Attitudes by Usage Time
variable Group Ng;f&g SOf Average 32%?;%?1 t o}
Corporation Less than 3 hours 232 2.5474 0.97622 0,690 0.492
Image More than 3 hours 68 2.6618 1.26109
. Bllhng Less than 3 hours 232 2838% 0.97410 L0633 0527
intention More than 3 hours 68 2.9265 1.12391
User Less than 3 hours 232 2.9310 0.82676 ,
-2.025 .04
churn More than 3 hours 68 3.1985 0.99303 ° 0.046
In the game Less than 3 hours 232 2.8901 0.79077
: social More than 3 hours 68 31912 0.90615 2669 0.008
nteraction

#p<.06 #¥p<.01 #++p<.001
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[Table 6] A Comparative Analysis of User's Attitudes by Billing

variable Group Ngﬁgf; SOf Average gg%rift?gg t o)
Corporation Less than 10,000 168 2.5615 0.92005 0214 0831
Image More than #10,000 132 2.5884 1.19147 ' )

Billing Less than W 10,000 168 2.8571 0.95739 0023 0,982
intention More than #10,000 132 2.8598 1.07418 ) )
User Less than 10,000 168 2.9613 0.78534 0662 0509
churn More than #10,000 132 3.0303 0.97440 ' )
In the game Less than 10,000 168 2.8274 0.71759
ocial More than #10,000 132 3.1250 0.92335 3050 0.003

#p<.05 #¥p<.01 ##p<.001
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135S H3 g3 ARA
102 FostA YEhte
sl AR AuyEe  of
46.3% (5 45.7%)%2  JERTh
(R*=.463, .R*=.457). ¥ Durbin-Watson 57|
F2 L717= 20 A ghe Hol IAke] =94

of
2
Y

(F=85.040, P<.001),

A¥E R AFE

7Hgel EAE e ez HrhEJL, A
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[Table 7] Reliability and Feasibility Test

Dgggg%(laent Independent variable B S.E. B t D VIF
(invariable number) 0.938 0.148 6.329"" .000
Corporation 0.278 0.047 0.333 5953 000 1727
User Image
churn Billing intention 0.251 0.048 0.290 5217 .000 1.703
In the game social ok
It tion 0.210 0.052 0.199 4072 .000 1.313
F=85.040(P<.001), R*=.463, .R’=.457, D-W=1.717

#p<.05 #¥p<.01 #+p<.001
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