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ABSTRACT

This study is aimed at comparing and analyzing the response of playfulness level by
personality type of players, according to the observations and results of behavior shown
in SNG (Social Network Game) players during their play, in particular based on social
behavior of SNG players. For this, the behavior of SNG players is classified into SC
(Social Connectedness) and NC (Non-Social Connectedness) by space where they play
games and the relations between behavior of each SNG player and their playfulness are
confirmed by empirical experiment based on big—five personality traits possible standards
of disposition expected from players. The results are presented that the playfulness for
behavior of SNG players has distinct features by personality types and there is a
significant difference between personality types for SC behavior. It could be useful for
determining the proportion of playing behavior for Social Connect, generally known as
one of main sources SNG provides when designing SNG play and considering personality
types of players.
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[Table 1] Big—Five Personality Traits

Big-Five Personality Traits

Extraversion (2]&4)

Agreeableness (%13}4)

Conscientiousness (X4 24])

Emotional Stability (Neuroticism) (4174 4)

Openness to experience (7]%43)
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[Table 2] Measure Items for Perceived
Playfulness[26]

No. Measure Items

When playing with SNGs I did not
PP1 . .

realize time had elapsed

Playing in SNGs does not lead me

PP2 .
much to exploration
PP3 I had a positive experience from
playing in SNGs
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[Table 3] Behavior Code of CastleVille Play

Model Co . Co
Behavior
type de de

Action

S1  visit to building

SO collect servati
9 reservation of

products

restoration of
S3 discarded

SH help products
34 help O,f
sc production
SA ask S5 item request
friends S6 staff request
take accept help and
ST S7 request of
request .
friends
SP F)OStlr.lg S8  posting situation
situation
SS  send gift S9 send gift
N1 build a building
N2 produce a
NC NB  build product
N3 extension of

Space
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[Table 4] The Results of SC and NC by Subjects

PT P 1times 2times 3times 4times Stimes Mean
SC | NC | SC | NC | SC | NC | SC | NC | SC | NC | SC | NC
EV_P1 6 11 6 10 6 11 4 9 3 7
EV_P2 | 10 12 7 9 7 11 6 9 9 10
EV EV_P3 9 13 7 11 7 9 7 7 5 6 6.1 7.6
EV_P4 5 3 4 3 3 3 3 3 3 3
EV_P5 8 8 8 9 9 4 6 6 4 3
Mean 7.6 94 | 64 | 84 64 | 76 | 52 6.8 | 4.8 5.8
AB_P1 7 11 7 10 6 3 6 3 4 3
AB_P2 6 6 7 7 9 9 8 10 7 9
AR AB_P3 | 11 9 7 8 8 9 6 8 5 8 6.7 74
AB_P4 7 10 6 10 6 8 6 7 5 6
AB_P5 9 8 6 7 6 5 7 5 5 5
Mean 8.0 88 | 66 | 84 7.0 68 | 66 | 66 5.2 6.2
CC_P1 9 10 8 11 9 12 9 11 11 12
CC_P2 3 3 3 4 7 7 7 7 7 7
ce CC_P3 6 4 7 7 8 7 6 4 8 6 72 7.4
CC_P4 6 7 6 8 8 8 7 7 8 9
CC_P5 6 5 6 6 8 9 7 7 9 8
Mean 6.0 58 | 6.0 72 8.0 86 | 7.2 7.2 8.6 8.4
ES_P1 11 11 10 11 9 9 8 9 8 7
ES_P2 8 9 7 8 6 6 6 6 6 6
ES ES_P3 7 8 4 4 7 8 5 8 4 6 7.0 7.8
ES_P4 9 10 6 8 7 7 5 7 5 6
ES_P5 8 9 8 8 7 9 7 9 7 7
Mean 8.6 94 | 7.0 7.8 72 78 | 6.2 7.8 6.0 6.4
OE_P1 12 15 7 11 10 11 13 11 12 11
OE_P2 3 8 6 10 9 11 11 12 11 15
OF OE_P3 6 7 7 8 7 11 8 11 8 12 91 | 104
OE_P4 | 11 10 10 11 10 10 10 8 8 9
OE_P5 9 4 8 11 10 11 11 10 10 11
Mean 8.2 88 | 76 | 102 | 92 | 10.8 | 106 | 104 | 9.8 | 116

PT : Personality Trait, EV : Extraversion, AB : Agreeableness, CC : Conscientiousness
ES : Emotional Stability, OE:Openness to experience

4.5

3.5

a5 V . —. —EV

1.5

0.5

1times 2times 3times 4times  Stimes 1times 2times  3times 4times  5times

[Fig. 1] PP Value Graph on SC and NC(left:SC, right:NC)
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[Table 5] Multiple Comparisons among Personality Types for PP Value of SC

OPT | ()PT Mean Difference Std. Sig. 95% Confidence Interval

(-1 Error Lower Bound Upper Bound

AB -.60000 53695 869 -2.2800 1.0800

EV CC -1.08000 53695 404 -2.7600 .6000

ES -.92000 53695 571 -2.6000 7600

OE -3.00000%* 53695 .000 -4.6800 -1.3200

EV .60000 53695 869 -1.0800 2.2800

AB CC -.48000 53695 938 -2.1600 1.2000

ES -.32000 53695 986 -2.0000 1.3600

OE -2.40000% 53695 .001 -4.0800 =.7200

EV 1.08000 53695 404 -.6000 2.7600

. AB 48000 53695 938 -1.2000 2.1600

cc ES 16000 53695 999 15200 1.8400

OE -1.92000x 53695 .016 -3.6000 -.2400

EV .92000 53695 571 -.7600 2.6000

ES AB .32000 53695 986 -1.3600 2.0000

CC -.16000 53695 999 -1.8400 1.5200

OE -2.08000%* 53695 .007 -3.7600 -.4000

EV 3.00000% 53695 .000 1.3200 4.6800

OF AB 2.40000% 53695 .001 7200 4.0800

CC 1.92000% 53695 .016 .2400 3.6000

ES 2.08000% 53695 .007 .4000 3.7600
* . The mean difference is significant at the .05 level.
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