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Study on the Development Model and Improvement of
Social Function of Social Games
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Abstract This study is done to analyze the social function of social games, propose a development model,
and demonstrate predisposing factors and consequences on the model. Therefore, the predisposing variables on
social functions of social games are explored through related theory and previous studies to propose the social
function developing model of social games. Social function model of social games are classified in detail in
terms of emotional ties, open communication, sense of belonging to a community and interaction to derive a
measure for social function improvement, to prove social function improvement elements through various social
network services and social game theories and to propose a social game development model.
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(Table 1) Social function of measuring tools in
the social games perspectivel5]

Domain Aspects of the functional aspects

- The ability to talk and get to know
other users, or you can press the
private

- Function of the knowledge of the other
users affected or the emotional state of
the others well

Emotional ties

- Ability to interesting discussions between
users

- The ability to easily response to my
comments

- Features that the other person can
understand my point of view and good
communication

Open

communication

The ability to have a sense of
community through the game
- Sense of belonging based on participation,
Co-experience sense of community composition
function of user
-+ Collaboration capabhilities through a
discussion on social gaming

Tilt and focused attention during
conversation function for the user

- Effective functioning in a group play

Intensive through

interaction - Activity and stimulus functions
through other users

- Physicians the ability to respect my
opinion when determining
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R &(covariance structure modeling)
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