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ABSTRACT

The purpose of this research is to suggest a guideline for direction of content design
and resource allocation to make mobile social network game (mobile SNG) production
more efficient. We assumed that commercial purpose of mobile SNG is to improve uses’
intention of use of the game, and from previous researches we selected flow, social
interaction, self efficacy, competition, and reward as the factors which have influence on
the intention of wuse. Finally, improvement of user experiences related to social
interaction, self efficacy, competition, and reward is considered as the purpose of the
mobile SNG contents. We surveyed university students in Gangwon, South Korea who
have used mobile SNG. It took 3 weeks and 244 survey papers were used for analysis.
The method for analysis was hierarchial regression analysis using SPSS 18.0. As a
result, we found that the user experiences related to self efficacy, reward, competition,
social interaction provided by SNG contents are all have positive influence on the user’s
intention of use and weighed the influence of each factors.
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[Table 1] Operational Definition of Variables

Variables Operational Definition
Intention of User's intention to keep
use playing the SNG afterward
Mental state in which a user
Flow is fully immersed in reaching
the goals of SNG
Social Social interaction between SNG
Interaction users in the game.

User'’s belief in his own ability
to complete missions and reach
goals in SNG
User’s activity to get a superiority
for a specific goal in SNG
Advantage provided by SNG
as a result of a play

Self-efficacy

Competition

Reward

[Table 2] Questionnaire

Variables
(Cronbach’s
Alpah)

Questionnaire
(Summary)
1. Will reinstall the SNG if
accidently uninstalled
2. Want to play similar SNG
afterward

3. Want to keep playing the SNG
for a while

Intention of
use
(.745)
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(713 | intended on, Sake] 84%7) 234 olahalrh,
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£ P ymg_ - - [Table 3] Gender and Age
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. SNG Frequency Percent
Intse;);::ion 2. Got a help(Items, Avatar) from Gender Female 133 25
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(610) 2 Tod © ot o 18~20 93 38
oo ‘; f‘f dd or S‘;{é ange Age 21~23 112 46
message with friends in % & over 39 16
1. Confident to achieve goals in Total 244 100
appropriate level in SNG
Self- 2. Usually reached the aimed level
. Al2A|2H
efficacy in SNG 5.1.2 SNG AIEZA|
(.836) 3. Usullay reached the aimed score
in SNG AL oidAke] SNG s Hir AREAIZEE
4. Confident to play the SNG well [Table 4]¢} 2t} 30%v]qE A}&x17) 51.2% =2 7}
1. Want to show off achieved ZF wten, itk AREAHT%) S Har 1
status to friends A7 SNGE Zgo]als Aoz vrehdh
Competition 2. Try not to lag behind friends in
(.789) level Table 4] SNG PI _—_
—t
3. Envious of friend’s [Table 4] ay—time(hour)
achievements in SNG Frequency | Percent
1. Satisfied if achieved —aimed Average | under 05 125 ol.2
items(or pets, armors) in SNG SNG 05~1 o8 23.8
- - . . 1~2 38 15.6
Reward 2. Rewards(gold, item) given in play-time
(732) SNG are n for next pl (daily) 23 13 o3
. are necessary for next play aily over 3 10 11
3. Rewards in the SNG are Total 244 100
provided stepwise and variously
5.2 RQOIEN
5. 17 q} EYUIES Y3 SARIFES HFe] )
BALA @91 E X (explorary factor analysis)S 2
5.1 T&29| aHly EM Alstdtk QolFEHHe AR (Principle
ana is) o2 AMAE}G Q13 H
511 Mg g Lio| component analysis) . | OO]')\)\J-:, 3d W
Mo g w2 (Varimax) S A estaitt. [Table
= 47)1e J‘l?lgi—“ire%] Ao 271§ =7+
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Communality (If) & 0.524 ©]’do]t},
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[Table 5] Factor Analysis

SE | W | @ SL e mole - .y
29lo] SNGO| A% Agelwo] gk mx|=
SO I I O I I . ] i ﬂ]_ K }jjh ] H% .
SE. 1 794 | 183 | 229 | 122 | 731 8¢ I SNG ZR=7F Agshz A7|Eed, A
SE. 2 813 | 312 | 048 | 125 | 776 514 J52g, AR, 2ol AREA Ado] SNG
SE. 3 799 | 259 | 144 | 130 743 o] A&H ALgomd mHE 9GFgHS dolry
SE. 4 192 176 287 153 764 8] AAA RS AN
vav; igg Zii égg 832 j;‘j [Table 71014 28 1& AW, A&AHS =i
. - . . . o] o ] v‘f‘__/H‘], Avloly 13 = %01
RW 3 174 | 820 | 141 | 180 | 754 2 st wAe dela 29 2 H
CP 1 135 | 003 | 799 | 219 | 705 = AMEE SHucleR Frtste] AE, AREAI
CP 2 277 | 210 | 799 | 219 | 669 o] SAE FHANA EHe AEHH AL xe o
CP 3 143 | 240 | 683 | 307 | 639 s garEe BAs Avjolrl HEHow wy 3
S A5 | em |2 |69 | 52 e ajeld guabg, ARSI, B, mAS A
SL 2 199 | 059 | .007 | 791 | .668 28 mYgwolom Zsbstel AW, ALEAZL )
SL 3 042 | 258 | 199 | 675 | .563 ol Ealel Aol Soll melse] xliz ALa
E.V.x 2993 | 2171 | 1980 | 1.771 I EAE el 7k Welse] A5H AR
<) =g S 016]:?:‘_:1'0 2% Aylo .
(1)Seli—efficacy (2)Reward (3)Competition (4)Social Laﬂ] o oO;aulo] C_'o = :: ]/\’:‘r% .
Interaction (5)Communality *Eigen—Value 2Y 3elAe] SHMAEE 498%(FdE RAE
o] AiEls Yedlor RAESY WIS 10.8%
5.3 HOIZF ATEHA| Ak
H oo WHels7k A A = 7 7> _ . . .
& el MRS AR [Table 614 2 [Table 7] Hierarchial Regression Analysis
[Table 6] Correlations (n=244) Variables Model 1 Model 2 Model 3
Gend 1000 059 -.002
GD [PT.[SE[RD |[CP [SL [1C. [ FL ender (.005) (1.164) (-.052)
1 12 |3 |4 |5 [6 |7 |38 Plav—Time 497 282 201
1] 1 Y (8878)%* | (4.969%x | (3.733)%x
453 122
2|07 13 - Flow (7.969)%+ | (1.732)
3105 ok 1 Self-efficacy (55%251)4 N
22
4| .03 00 |1 312
= Reward (5.883) %+
1o
5103 * 00 .00 |1 Competition 3 612950%*
6104 22100 |00 |00 |1 Social 115
Interaction (2.367)*
o] g3 |90 |45 [0 |27 |19 |
: sk | sk | skek sk s Model Summary
ol 1ol 47 |47 |38 |37 [ 20 [58], R? 247 405 512
: sk |k |k | ok | oksk | ek Adjusted R? 241 397 498
#p < 0.05, #+p < 0.01 R? change 247 157 108
lLGender 2Play-Time 3Self-efficacy 4Reward 5. F C};a“ge 3%387 630'384 136832
Competition 6. Social Interaction 7. Intention of Use . . .

8. Flow

¥ D.V.! Intention of Use
¥ N=244.(t-value) *p < 0.05, **p < 0.01
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