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ABSTRACT

Primarily working on SNS(Social Network Service) platform, the SNG(Social Network
Game) utilizes friends and neighbors for invitation and play. Based on the value model of
HCI, this paper purports to discover how functional, hedonic, social and personal values
predict the continuous usage intention and satisfaction of SNG in a smartphone.
Hypothesis testing through structural equation modeling shows that hedonic and
functional values affect satisfaction and intention to use of SNG while social and
personal values do not. This result implies that fun and easy interface are more
important to the success of SNG service than social networking motivation.
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