http://dx.doi.org/10.14400/JDC.2016.14.6.415

22l Agle] A= FES 59 Yy A9

Leadership Experience through Guild Activities on Online Games
: A Phenomenological Analysis

Ki-Suk Kim', Hyung-Won Jung™
Dept. of Holography 3D Contents, Kwangwoon Graduate School’
Dept. of Information & Contents, College of Natural Science Kwangwoon univ

A BAR AAEEA 2ekel A9 olge] RH JT B
= el Jglel 7)ol B Ageln, eekel AlslelAe] 2
3l
%

% fo
1L

fo

=y
dgu
X

2 o
1o
290
2
,;ﬁﬁ
'ﬂmrlm
b
‘;OZ‘L
-
rl‘EoR
rg o
s

ot
d
=}

R
o

R
Jivad
2
9
=
rot
of
o%
tlo
N
s
X

| Bt ctolth, X AT g8 £e) A9l o8 gatem A%
IGiorgh®] FA3H FHe Fo) 1 AuE mHch AT FelAe

| Q= ek, vk, Agelow skt X de] mAs wy
2etel Algle] A= o] Aol risle] ojW

d ggel A= 49 Ba 4349 JAow ws)

ek &
offt rlo
o

u}
™
i
)
o2
ol

do hu
%
22
2
X
lo
ol
i)
o
Ll
4

of W
R
~ o

oX 1
ol
38
o
re
-
i)
i)
o,
[
[
jaad

&,

Abstract Numerous studies have been made on the negative effects of online games, as the negatives effects
of the usage of online games have been recognized as social issues. However, this is a study on the positive
functions of online gaming; more specifically, on how the guild activities on online games affect the user’s
leadership. This study has conducted in-depth interviews with online games, and drew the result using Giorgi’s
phenomenological analysis as for the methodology. 3 people participated in the research — a high school
student, a university student, and an adult office worker — all of whom with experiences of guild leading on
online games. To achieve the goal of this study, this study based the subjects’ experience to analyze how
online game guild activities have affected leadership on the subjects’ real lives. As a result, timidity turned into
initiation; not only leadership, but also decision making ability and coworking ability, as well as problem
solving ability have shown improvement. Through this study, one can see that among the elements of online
game, experience in guild activities is providing opportunities for enhancing leadership and possibilities for
improving various other abilities. I hope more researchers continue studying interesting and diverse powers of
online games based on this study.
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<Table 1> Participants’ Information

NO | Sex | Age
1 M 18
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Occupation/Name of the Game Played
High school student / Sudden Attack
22 | University student / HearthStone
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