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ABSTRACT

There are a number of studies about the impact of social games’ social network. But
because of conflicting results, the game’s effect isn’t ascertained. In this study, we
defined that using social games makes increase the social capital with construal level
theory. The survey results on construal level, social capital, game using time, etc, are
used for the analysis of the correlation and interact. As a result, growing bridging social
capital shows on the people who use high level of construal and more social game time
use. This phenomenon did not appear in other online games, so that makes a social
games’ feature unique characteristic. And we discovered that high level construals is key
point for defining the practical use of media.
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[Table 2] Discriment Validity/correlation
— M(SD) 1 2 3 4 5 6 7 3 9
Bridging 3.60(.50) -
social capital
Bonding 350(54) | .646%+ -
social capital
Using time 51(.50) 067 033 -
Game preference .61(.48) -.004 -.038 .035 -
Sex 1.40(49) | -.058 | 004 | -.032 |-.208%x| -
Age 34.12(12.01) | 018 | -.037 |-.156%+| 125+ | .028 -
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famﬂy _
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Subjective strata | 3.60(.90) | .114% | 243+x | 031 012 | 026 | -.027 | 113« | 179+x | 075

a) Pearson Correction Coefficient

b) #p<.05, #xp<.01, ##xp<.001
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[Table 3] Verification of the interaction effect between time and game preference in social capital type and
construal level height

B
. Using
Socllal Using | Game Co'nver.s Co'nver.s Subjective| time R2 F
capital . Sex | Age |-ation in|-ation in|
time [preferencel . . strata | x Game
family | friend
preference
Low Bridging| .156 251 -.087 | .163%*| 095 | .293%*x | -.015 -.252 114 | 3.587*x
Construal
N:232 |Bonding| .116 185 =094 | 125 | A71sx | 370k | 196%* -.230 244 | 9.003#3x
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Construal
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*p<.05, #*xp<.01, *=xxp<.001
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