http://dx.doi.org/10.14400/JDC.2015.13.11.321

* =10 *k
714, ddol, HHH
B2ojstn Yuiste B2 Iam|3DR eI sty
L2ojstn YREIHXEY AYstat

Logic and Method of Phenomenological Research for Online
Games

Ki-Suk Kim', Sun-Ae Shim’, Hyung-Won Jong**
Dept. of Holography 3D Contents, Kwangwoon Graduate School”

Dept. of Game Studies, Kwangwoon Graduate School of Information Contents™

2 o B AT 2eRIY 9TE R B4R A7 ksl wiue Bof AU B8 542 olssty
Adolgase] B4, 55, £ok 42, 54, 49 5 Ot A7E shl B we A7l Bty avd
= Adee BHor st Qiok 53] FHE A9 =dok WS FE AdESE dthe e 295k
of @4eE ATupEe Aelule] B oIz AAe] TAHolw A o] W ofsfsh Yo AYRe
2 of3sks © mgol @ Zolth & ATE Fa AY] that B Ae ATHe] T Uk We ARA
S FUER 2] 9t @Y A7k olojrka uisitt

ZHO| : 2elAlY, AYRS A7, AT, AHAT, B AT

Abstract The purpose of the present study is to understand the cultural aspects of the games through the

logic and methods of phenomenological study for online games and to propose phenomenological research
methods to many researchers performing various studies on the characteristics, addiction, culture, nature, features
and types of the players. In particular, the way was investigated to study the game culture through the logic
and methods of phenomenological study. Phenomenological research methods will help how to understand the
game as a way to understand the cultural context of the specific and vivid life of gamers experience and
human reality. This study is expected to inspire continuously more interesting and persistent phenomenological
studies of many researchers with interests in the new research methods.
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