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A7 FH AR EF EF5 @ F dve Aot AdSs Edolst
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Fetth= Aotk FHAdo] A AT WAS 2 HEYA A
Aol A Al Eo] st v ARFrEA st e =

D =2HE2E 32 &34 o, TAAE wEs Axudelds, &, 2009,

2) Gee, J. P., JWhat video games have to teach us about learning and
literacy, Palgrave Macmillan, 2nd Ed(2007), pp.24-33.
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3) 01
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132

4 axg ML dvh AQe Sedolsh A¥nrks 24 )
Eqagel Al wFst AL g 2 akolt. &8 vENI
Aol ekl A e SHom Ande 24 WEAD A
Qe Fx7h @Sl AztwAst WAge] JAE FPeE AT
04 54 AAFer 24 dEQD AL AHH Zeolw

a

7= 5 A2AVESLF AHF AL#
”ﬁ SNS & SNsel AN | g e, Ay,
. A= Abs] 4ol ofto} ~me], 2T
Al A A m A} A7 29 S
vl AG e ) )
7]% %E]'?_l 7]% 7'”?:]!01] SNS =) - | =RE1 S
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4) ARA, ™28 YEYII AA(Social Network Games)o] Al3]2 Z o]o] 3
Ay, T AFEAYSS] =8A],, A24715(2011.03), pp.21-33.
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TZ nge e 4 AFarAd (Openness), RS
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AdE Aty BAE 5 dom M-S AP A olA Frka Azt
st AX=E yehdy, @) gk (Extraversion)< EFQIZFO] nlA|
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12) Norman, W. T., “Toward an adequate taxonomy of personality attributes

: Replicated factor structure in peer nomination personality rating” ,
Journal of Abnormal and Social Psychology, Vol. 66 Issue 6(1963), pp.
574-583.
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(Eds.), Handbook of personality: Theory and research. Guilford. 1999,
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ABSTRACT

Big Five Personality in Discriminating the Groups by the Level of
Social Sims

Lee, Dong-Yeop

The purpose of this study was to investigate the clustering and Big Five
Personality domains in discriminating groups by level of schoolrelated
adjustment, as experienced by Social Sims game users. Social Games are
based on web that has simple rules to play in fictional time and space
background. This paper is to analyze the relationships between social
networks and user behaviors through the social games <Sims Social>. In
general, characteristics of social games are simple, fun and easy to play,
popular to the public, and based on personal connections in reality. These
features of social games make themselves different from video games with
one player or MMORPG with many unspecific players. Especially Social Game
show a noticeable characteristic related to social learning. The object of this
research is to provide a possibility that game that its social perspective can
be strengthened in social game environment and analyze whether it actually
influences on problem solving of real life problems, therefore suggesting its
direction of alternative play means and positive simulation game.

Data was collected by administering 4 questionnaires (the short version of
BFI, Satisfaction with life, Career Decision-.Making Self-.Efficacy, Depression)
to the participants who were 20 people in Seoul and Daejeon. For the
purposes of the data analysis, both Stepwise Discriminant analysis and
Cluster analysis was employed. Neuroticism, Openness, Conscientiousness
within the Big Five Personality domains were seen to be significant variables
when it came to discriminating the groups. These findings indicated that the
short version of the BFI may be useful in understanding for game user
behaviors

When it comes to cultural research, digital game takes up a significant
role. We can see that from the fact that game, which has only been
considered as a leisure activity or commercial means, is being actively
research for its methodological, social role and function. Among digital
game’'s several meanings, one of the most noticeable ones is the research
on its critical, social participating function. According to Jame Paul gee, the
most important merit of game is ‘'projected identity’’. This means that
experiences from various perspectives is possible.[1] In his recent
autobiography <What Video Games Have To Teach Us about

Learning and Literacy>, he described gamer as an active problem solver.
In addition, Gonzalo Francesca also suggested an alternative game
developing method through ‘'game that conveys critical messages by
strengthening critical reasons’. [2] They all provided evidences showing
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game can be a strong academic tool. Not only does a genre called social
game exist in the field of media and Social Network Game, but there are also
some efforts to positively evaluate its value Through these kinds of
researches, we can study how game can give positive influence along with
the change in its general perception, which would eventually lead to
spreading healthy game culture and enabling fresh life experience.

This would better bring out the educative side of the game and become a
social communicative tool. The object of this game is to provide a possibility
that the social aspect can be strengthened within the game environment and
analyze whether it actually influences the problem solving of real life
problems. Therefore suggesting it's direction of alternative play means
positive game simulation.

Key Word : social network games, sims social, facebook game,
big five factor
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