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ABSTRACT

MMORPG started from text-based MUD in the early '80s and had developed a lot of
technology to the present. As these technologies evolve, so far, the game has changed in
the game centred on male enthusiasts, and the use of players with various tendencies is
increasing. As a result, a new phenomenon in the MMORPG virtual space has created. In
this paper, MMORPG users are divided into five factors by using Q methodology and
studied play about fandom phenomenon. Through this, the player showed the
self-expression phenomenon according to the level, and the characteristic that develops from
the enjoyment of the gameplay itself to the fandom phenomenon further developed.
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— A study on self-expression attitude and fandom phenomenon of avatar customizing —

HEAE SEANE 7 RS sha, Al &4 213k Goffman®] #elxd #HL2 wig-E5o] A2l
FEZ 93 Ao 2ol n F} o] Rgs =euin, Adel e Azbstar, 1ok
FH: 7)) dae gy 247 438 . SAll EBRlol ARAlel gk kel oigh ojv=
shRon §A47F A7 HES 98] AHEE = ofnlE} EFETHEL tihe] AARES AlY EES BRI
T8 71%eS B3 934 949 Faws}t =o}A o] IFAoR FrisFA HiEgE ox=E JHAL
tH3l. olglet 7]&ure Al Ao glo] §A Ao Bgs I o2l dAelA By
o) BulE2 & & grE 293 73 g4t Hg RIS FAdAEo] ol floM d=s sk
or, ol A AT RE FeT 5 e 7 A A R ARE wEHA Al S
¥ 97} gojgtl e} A= wia] Y A Banks k¥@shs A VAR it
g 9dolul dBats AL ofyn, Zolo= of  AFEECl RN TSl A THA
7 oy Ev7 9, = Qg AR Fad < omAE B3] H8 AVIRES AR
Aro] wrAlEkTL 9tk grtar Az B 5 rHT
wekel[7]e] ol de] #I ATES AFH
2.2 Goffmang ZEOA = Xloj=H W, Goffman®] A=u$-E2 AAENA AHZI
A718dS drke FEN 22 WA AL
AY FASS Aol e ARs /pgsta, & oAS AASATHSL dwiHoR ERlo] & A
ol 7N HAAQ] ARE FEFomM MR 2o QIS AT wep Al g FH
g & olad & Adx, AFUAllAE B A EF F o AFEA BA sbssits Adyolh vt
wAE @A "nh olm yehbs AlelRd AEtdAE AzEEel S Fal ElRle] Ao
(self-presentation) EFQI¥} wkst fioldA= sl AAS A= WEe R AAlS xHE
FAsks dl sa% 98s v B 5 Sl Zoltk. o171 o ozt Ale] Al Bgs
Aopr ol Apilel S5WF ojuxE def, = RoFIIHTE Asle] dshe mipolu, nhEA g
9] & S ERISCNA HEstea st 1o Apets HESFaLAL Stk ol ARAle diaEl] g
A, Hldeolz] AfuAeld Felz, tisolA Al A F7HE A7) S8 ARl AohxdT8]lS o
& =edl= Ageletal shlHAl 7] wiiEolekis Aol
drtH o zotgolek= H2 Goffman]
‘17 o] E(impression management theory) 2.3 2212l AHoAMe| HE
James®] A&2F2] Aol frefEArta
Goffman[5]& Al&r=o] zpale] <lAS Aghslax) W (Fandom)> EAg ol JAES EA4F
st Ao AolmAoletn Aelsti, FolF A o2 FolatAY AA Sz AMFECIY #3ddS
oA AN A =ehle A o g AT AR ofdE FAAT ek Held
A dZ wjeso] BASS & A= Ao TUlE(fanatic)’e] M(fan), 1) FAY UEHE
n| st Wlese o] EEs A &= ol 8k VAR ®l(-dom)e] #Aololtt. o7t
Ao wEsta, BAste] wojFEui oujoa ¥ A FEAold 54 Zopel AFH FHHHoln
A Fje] AW(front stage)? FW(back stage) — SHAARN AbgEe Hdom ARSH WEAde
of Ader roldrh AvdMdE @ASAgA 2 HAdEC gk WH2 TV BEoR diFw
Ao TE FAA Qe P, oA Fel b gl vehd @l shim, Az
RS RoFua vk v o]l M| EepAgow A AQl &3t dFH S PAe
A= B2 oA =edriar soivh o WA Y sE SAS A e84, M E(9)
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— A study on self-expression attitude and fandom phenomenon of avatar customizing —
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[Table 1] Variable assignments with factor
weights by type

gam Sex Age Level Weight
ple
P01 | Female | 20tH 1720 0.5893
TYPE | P23 | Male | 20t | 41™Max | 0.2001
1 P27 | Male | 20t) | 21740 | 1.7563
N4 pao | Male | 200 | 417Max | 03009
P02 Male 20t | 41 Max | 0.6868
P06 | Male | 10tH 21740 0.9057
PO7 Male 10th 1720 1.0311
P08 | Female | 10tH 1720 1.0407
P10 | Female | 10t} 1720 0.7694
P11 Male 10t 1720 0.2588
P13 | Male | 10dh 1720 1.0930
TYPE P14 | Female | 10t} 1720 0.3849
2 P19 | Male | 209 | 41"Max | 0.8037
(=17 | po1 | Female | 200} | 21740 | 1.4130
P22 | Male | 209 | 41"Max | 0.5418
P26 | Male | 20dh 21740 1.7308
P30 Male 20t 21740 0.6334
P33 | Male | 20t] | 41"Max | 1.5580
P35 Male 20t 21740 1.0198
P36 | Female | 20t | 41™Max | 0.4678
P48 Male 20t | 41"Max | 1.7983
P17 | Female | 10t} 1720 0.7070
P24 Male 20t | 41"Max | 0.3073
P28 Male 20t 1720 0.7966
TYPE P34 Male 20 | 41"Max | 0.4430
3 P37 Male 20 | 41 Max | 1.2747
=9 | pg2 | Male | 200 | 41"Max | 0.3435
P45 Male 20t | 41"Max | 0.3597
P47 | Female | 20t | 41 Max | 0.7329
P49 | Male | 20t) | 41"Max | 0.7175
TYPE | P04 | Female | 200} 1720 0.9810
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P05 | Male | 2000 | 1720 | 0.7070

P09 | Female | 10t | 41™Max | 0.3073

P16 | Female | 100 | 1720 | 0.7966

P18 | Male | 109 | 41"Max | 0.4430

P20 | Female | 20t | 41"Max | 1.2747

(N=11) | p25 | Male | 209 | 41"Max | 0.3435
P38 | Female | 200 | 41 Max | 0.3597

P39 | Female | 200 | 41™Max | 0.7329

P44 | Female | 20t | 41™Max | 0.7175

P46 | Male | 200 | 41"Max | 0.4302

P03 | Male |20t | 41"Max | 0.8571

P12 | Female | 100 | 1720 | 0.4460

P15 | Male | 100 | 1720 | 0.4842

TYPE | p29 | Female | 200 | 21740 | 0.8260
?N=8) P31 | Female | 209 | 41 Max | 0.9462
P32 | Male | 200 | 21740 | 3.0424

P41 | Male | 209 | 21740 | 0.8106

P43 | Female | 20t | 41"Max | 0.6197

4.2 20 1

22l 1o sEEE A5 44 Aews
AR 2] AYEE AXEuto| 4 w B
=S 7180 a(#23, z=159) A7] A3} wis
= AYEE Zdo|(#15, z=159)8He A ~943
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[Table 2] Descending array of z—scores and item
descriptions for type 1

Item description Z-SCORE

Positive(Most agree)
23. MEYE AxEulo] S & g

wee 7]l 159
15. U= 4 AdEy vgEsE sggz 150
=Z g o] 3k} .
3. AEEY Ry Y-S AF bt

1.53
o
6. Mad Wiy E5e FAxguleld
£ 27 ¥ 192
7. Folste MNYHE 7 2Evio] A
w Agel Lz
20. & 7HA AANE M A2H
m}o] 4 gk, 110
e ] o]Fel 5WF omE 2t
lj A E o] o] @oeme 2
deE o deshe Azhe
20 7H—| 1‘—_. lll UH EO]’ ] 092

ATH.

Negative(Least agree)
16. A19f ofo]¥lo] & wjujc} 2ko) -0.78
2. U= gRE /A &' JEHE

& FAR, 07
LAYHE #2 4 §4¢ gea 086
19 0 AREA AL A 3
-0.88

o
3. AU A AzEElge T
Ada. |
3L B fAERT faojelyl AT
g 2 gl LS
14, Ade mga Aow vzedl A
e ol g ey, |
8. B AR o AYH dAAL W
2t Holth. |

M olE & T3 A2 29
2. 9 ol SNSE B3 A= a1

=25 et

29 2& FAHH HF4E 2L JAEES Ayn
W oo R Ao s =Evs A
Eal St ATh(#27, z=158) W3
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olfE Fd AMYHE Tl S=fA Aol
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[Table 3] Descending array of z—scores and item

descriptions for type 2

Item description Z-SCORE

Positive(Most agree)

27 vwrel AgmE ALEE P 158

3l. B FAERT f3:olol®l AAE

4 9w gt 1.29
H| A4+ ol o] &l o ™o =

1;7. | & ofoldlo g 2| 195

=
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[Table 4] Descending array of z—scores and item
descriptions for type 3

Item description Z-SCORE
Positive(Most agree)

4, AzEHupolA FAE g2 AFHED 5
T 00
3. /Mg my RAEe A5 vk

§ 1.90
o}

5 d¥ JfEHETE A e IS 175
H Az '
20. /MEEE 4 uf A53e Mo

ot 154
27. vUwre] AGd = AYEE FRith 1.54
2. 9 olEL} SNSE T3 Az Zd 113
25 TtEo it} '
17. ¥ olol®l oz S u ¢ AF

g 0.97
3ot

7. Folste JMEEE AXERFo]lH 3|

¥ Aol dvt 091
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Negative(Least agree)

25, el ol AREAE s A
W W, 070
31 B 4AERY Ry AME
] s
32 W) Az wa ATe: Ag 27
2 § Az=d 9 moes A .
13 Aede] Yy Zgs Bu 53
e fooss -091

o s e gtk
16. 413t obolglo] & wf vheh Atk -1l
9. AzEvtel g e Fal @olAe] 2

Z7bo] Z=7}alt), -1.12
10. zpalel AYEE HWA g A4

o -1.24
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8 AFE AA = =4 Rro =3
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22 = slwg A 2@ AdEE |
& AP :
4.5 291 4
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[Table 5] Descending array of z—scores and item
descriptions for type 4
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[Table 6] Descending array of z—scores and item
descriptions for type 5

Item description Z-SCORE
Positive(Most agree)
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[Table 7] Summary by type
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