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ABSTRACT

A social network game (SNG) is the result of a combination of a life simulation game
and a social networking service. These types of games are particularly popular among
women. This phenomenon calls for research that focuses on the motivation behind
playing SNGs, the factors that make SNGs absorbing and, particularly, the space
decorating features of SNGs. The current study investigates people’s experience with the
space decorating features of SNGs and their motivation for playing these games. It
observes the behaviors of SNG players, which were typed through Q methodology.
Moreover, it specifically analyzes the motivation behind the playing of space-decorating
SNGs. The study concludes that most of players were more absorbed in the
space—decorating features of these games than they were in their social networking
features. This also affects a player's continued playing of these games. This study
proves that this phenomenon is related to players desires for self-representation.
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[Table 4] Descending array of z—scores and item
descriptions for type 3.

Item description Z-Score

Positive(most agree)
1. ofelqle] tixRIRTH= Aol Y Fas3f

o}, 1.75
27. 7ol Adstd AEe] avtFH 7]
= AlEdT 1.51
28. B2 A fld A= sl s E
B Ak 1.46
10. 5 ofol®l Aol Ut ¥ HIAE o
w s Y. 1.38
5. A Xyl Badh wgt A zjojolo] S
T, 1.26
12. AIE ofolglol]l refx] ¢Fa o mhg o=
s A Fvh 1.09

Negative(least agree)
33. Wl 7HAE AAMA FhEoly FhEl Sl

. -121
30. #7] clolgle FrhW eeelolwlEd]
ol e, -131
19. B AA7E ATk Av o] ofold e T
9 gt 136
31 o[ WIE /17134 ofelglo] EAHW T T
Askar At -1.82
18 U A A Ao we ww Ao
= 7oA gl 192
16. Slefelo] ofold) HAel FEAol grhy
Hojsta Al -2.16

2.4.4 291 4 - 2I0|E 7N 7E

229 49 AEFS AHEWH z-score’} =
Aesiwt 2 o o fxely Furld #3835
FE 89 13 B BolAwk, o] a9l JH
) 7le]  Fefst= ARkl AR koM (#13,
z=-119) AY & Bag wogt HFnj7] o}o]
As T GAstAnh#Es, z=1.44). 221 1%
o] AolHS A¥rW 29 4o A &IE
2 RSP A W (#14, #18) A4Sl Fbol| A st
= Ao §luh#7, #33). T3 I Forielvt
A3 Rt dd oy A2E T U 2
Ak S0 SEsHITH#2).

821 29k9] Aol HS AT HWA, Fu7| ofoldl S
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[Table 5] Descending array of z—scores and item
descriptions for type 4.

Item description Z-Score
Positive(most agree)

22. ol AJES & W 7MY F8% A o
o]z}l ol o}, 1.92
30. FH]7] ofoldlS Friw ehlo|WlEd

Frol o, 1.90
11. e glo] ofolel e o 2l EAER &
dst= A Fuh 1.48
5 Al gl a3zt wink e glojolo] gl S

T4, 1.44
10. 7 ofeolgl AFo] TdstH o ¥ME o
wozs 79l 1.06
8 U7l ¥ske AZolu rjapgle] ofo] o]
= 0.88
24. Wl 7HART o ZHAIE B uEl SR

a Al 0.88
21, Aol A Zkan A& Jh Al Eo] ALl
Ao FA, 0.68
23. Ao & & gl sk dH o o}
oldl & A3t 0.64
3l. o|HlE 7]7k§H ofol®lo] EAIEW & F
AJatar 2} 0.64
2. 9 golt A=ETL o AW Ut 0.59
Negative(least agree)

7. vet vz Al Y VHAE BE V)] F

A gt -0.50
14. A&7 O AL & 7HAAHYE O Wg o

i At -0.57

28 d=2 4 gld A= el s 3l
Ha At -0.70

32. Avl ol Aol A5 mp Helrh 071
18. W A7 Aae) e mxd HFo

= e Qe -0.84
1 ofelgl tlelnthE Aol o Fasht)

13. AIQ) Felol & Fvl7le] Folshz Azrel -0.98
At

12. AE obolgle] oA ¥ Ul vheUlR 119
Ty A Eut

33. W HAE AANN AASelt sha Fol 152
eur,

3719 & 7AAE e el B4l gtk 166
L ofoll Zpguls} Fohd SlEelol okt -177
gl -1.98

e

3.2 B

SNGe] Zdeolo] 39 ®4 ZAx ‘¥zt 40|
7] Aol AAQ 48%= 7HF Wkt =3I 7
Wy AW A= T ey FAY e Hif
o] 7 mokon, F3F Fulylo] wEk #Alo]
7V e EE T A gde] 2608 A
A Y F P ekt & 33 Fuprld g
BAel E2 FALSFE SNGE 1153 28 271
I e Aotk HAgAe] AgHl= FUrt oF 1:3¢9]
W, FE Ay SAEY A of 1272 ‘EE
FAFE A BE FHAA A FA &
o] oF 2uf o] =A TAFJLE ‘& FTAHFY
A, Ade FHodgt P oF 40%E st
Ao] YerE, LSS SNGY E3=9) ¥
b Fuzle] gk #ale] virhe Aol =edrt

oje} e Ag FTIstY HW thg 2.

1) SNGE Zgolaes 57 29 5 U o
59 AFETY 28 vEYAY AE A8 &4
Hue g3 Furle] gk &7k 7P Eokvh

2) 3 Fulel gk A BYL o H
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