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A Study on the way to use push notification through analysis of
push notification system in mobile social network games :
focus on Puzzle games
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Abstract Recently, Mobile Social Network Game market has grown rapidly because Smart devices has been
spreading to many people and improving performance. Push notification, which is a success factor of the
mobile social network game brought about stress to the user. However, there is no study on push notifications
in the mobile social network game; it was difficult to understand for the use of push notifications. The Games
of Kakao talk platform has various push notification system and provides detailed descriptions. On the other
hand, the game linked to Facebook has minimal push notification system. In the future, if game companies
develop push notification system by the characteristics of user, mobile social network games be able to derive
the user's use continuously.
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