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ABSTRACT

The purpose of this paper is to analyze corporate image of Korean game companies.
The questionnaires such as corporate image, gaming playing period, dispute with parents
included The lowest score was 2.75 on Han Game which is servicing web board games.
Kakao which is a game platform got the highest score. Result through the tests showed
that 5 companies were categorized into 3 groups, lower group(Han Game and NEXON),
middle (NCSoft and Netmarble), higher (Kakao). Correlation with gender factor showed
that only NEXON is significant. NEXON Score by female is higher than that of male. In
addition, longer playing period on NEXON games has negative corporate image.
Correlation between conflict with parents and negative corporate image of NEXON is

also significant.
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[e}
A Fo gus Ae] wlEe] Freh of frequency(%6)

ab H9h 201449 = Fa me Aol 34} variable division (total lof) 137
people
(NHNSIHHIHE, Wod=zAd= A male 106(77.4)
e A7 sy 30% FoE 7,8760 Q0] LR, gender female 31(22.6)
NHNYHHIHE e zAd=zE AdEt) experience of yes 135(98.5)
40750%, UIPFE AR = 70% STt FTHS]. games no 2(1.5)
aReE e A 719 oluAd o Less than 1 53.7)
year
g = = 7)) 5] F
& FAARLD 2AY ATE Al AR B ) 1-5 years 24(17.8)
weha o] AFolA = T8 AYAE OE:ILW@LEE period of use 6-10 years 46(34.1)
sto] Z1gdolm Aol digh An|Rpe] Q143 7] o]n 11-15 years 37(27.4)
Aol M HE= W4E B Rzl sl 16-20 years 23(17.0)
Less than 30
playing hours minutes 33(24.4)
per 3lmin-1 hours 27(20.0)
2. 917 CHAfD}p At Hi day (previous 1-2 hours 58(43.0)
university 3-4 hours 12(8.9)
student)
AT e ds, dNAZE, Yok, NHNEH 4 hours 567
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Les.s than 30 149(36.3) positive 36(26.3)
minutes very positive 10(7.3)
current hours 3lmin-1 hours 24(17.8) very negative 15(10.9)
a day 1-2 hours 19(14.1) negative 34(24.8)
3-4 hours 4(3.0) Hangame normal 61(44.5)
4 hours 20(14.8) positive 24(17.5)
do not 19(14.1) very positive 3(2.2)
conflict with ves 80(58.4) very negative 12(8.8)
parent no 57(41.6) negative 16(11.7)
very serious 3(3.8) Kakao normal 39(28.5)
conflict with serious 15(18.8) positive 57(41.6)
parent degree normal 13(16.3) very positive 13(9.5)
a few 25(31.3)
fow A0 3.1.1 50 HglAtel JIHoln|x| B 24
very serious 6(4.4)
) serious 46(33.6)
mterfefe on normal 34(24.8) 57 Al9ALe]l Bt [Table 2147 gAYl
studies A few 31(92.6) 2752 Vg vkm, v, AW AITE dvld, 17}
few 20(14.6) Q9 FoF eyt Had o] AFEA
very bad 5(2.6) S A¥lzsta e Y& Hao] vinesE e
games are bad 2AT75) Folgeh @ AL AIelnAe] A g
good for normal 82(59.9) 22 uw mE oo BAS AT o] ST A
people good 18(13.1) B9 Fele A4 AT Table 3]
very good 8(5.8) nohes oA apie ol
ver 10.7)
) satisfied [Table 2] Average score of corporate images :
SOCI?IIIDYT satisfied 12(8.8) 5 companies
re(s)lpc)on;;ni;ty .norrr.1a1. 46(33.6) N | Average | Standard | Standard
companies dissatisfied 53(38.7) Deviation errtcilr of
very e
dissatisfied (182) mean
very negative 21(15.3) Han 137 2.75 .9454 0808
negative 37(27.0) game
Nexon normal 32(23.4) Nexon 137 2.82 1.1645 .0995
positive 40(29.1) NC 137 3.07 9487 .0811
very positive 7(5.1) soft
- Net 137 3.18 9227 0788
very negative 9(6.6) marble
negative 25(18.2) Kakao | 137 | 331 | 10830 | 092
NCsoft normal 56(40.9)
positive 42(30.7)
very positive 5(3.6)
very negative 6(4.4)
Netmarble negative 20(14.6)
normal 65(47.4)
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[Table 3] Coefficient of correlation: 5 companies corporate image

1 2 3 4 5

sample correlation 1
coefficient

Nexon significance probability
N 137
sample correlation 3507 1
coefficient

NCsoft significance probability .000
N 137 137
sample correlation 44T A440™ 1
coefficient

Netmarble  gjgnificance probability .000 000
N 137 137 137
sample correlation 1727 248™ 5647 1
coefficient
Hangame  ggnificance probability 044 003 000

N 137 137 137 137
sample correlation 308" 345 430 335" 1
coefficient

Kakao significance probability .000 000 000 000
N 137 137 137 137 137

#xp<0.01, *p< 0.05
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[Table 4] Results of average

N3 A RelA esle] An B & gk
2 uaml Aol gl A B u) HNHAEE A
10

A= 719er 7|dolm |}

o] e Aol S A Yk

o ¥F F7h A7 oln

Average N Standard Standard error of the mean
Deviation

) Hangame 2752 137 9454 .0808
paired 1

Nexon 2.818 137 1.1645 .0995

) Hangame 2752 137 9454 .0808
paired 2

NCsoft 3.066 137 9487 0811

) NCsoft 3.066 137 9487 0811
paired 3

Netmarble 3.175 137 9227 0788

) NCsoft 3.066 137 9487 0811
paired 4

Kakao 3.314 137 1.0830 .0925
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[Table 5] Results of paired sample tests

paired t degree [significance
Average | Standard | Standard 95% confidence of probability
Deviation Error interval for the freedom
mean
Lower Upper
limit limit
paired Hangame - -.0657| 1.3677 1169 | -.2968 1654 -.562 136 575
1 Nexon
paired Hangame - -3139| 1.1616 0992 -5101| -.1176| -3.163 136 .002™
2 NCsoft
paired Netmarble - .1095 9902 0846 -.0578 2768 1.294 136 198
3 NCsoft
paired NCsoft - 24821 1.1681 .0998 .0508 4455 2.487 136 014"
4 Kakao
#xp<0.01, *p< 0.05
3.1.2 MU CE 7Y olOIX] 24 AT
% oo Ae A olf 7Izto] vjuH FHi
Adle] W& ANOVA 4 23y 9&e o4 wreba] dlEe S TP AE Bk Q)
316, WA 2722 Uehuth o4 SuAE WAl ohn melth ve A% o) f gte] U4 ]
Hlgl| @AstAl b dis] ¢34 onAE Hf Qolm A7} stetsb= wkREH ] AAE AL U
st qgleh ol ol It Bl Y Ao th BE AYAY AE PU BT Aol &
2 Rt o]&7|x Jye] AuAAE HW AskA] ¥ At
4328 FolFFE 001 oA Ae At
[Table 6] Image differences between gender
Standard Standard
N Average Deviation Error Minimum Maximum
Nexon female 31.00 3.16 1.00 0.18 1.00 5.00
male 106.00 2.72 1.19 0.12 1.00 5.00
total 137.00 2.82 1.16 0.10 1.00 5.00
NCsoft  ferrdle 31.00 2.87 0.88 0.16 1.00 5.00
male 106.00 3.12 0.96 0.09 1.00 5.00
total 137.00 3.07 0.95 0.08 1.00 5.00
Net ferrele 31.00 3.39 0.80 0.14 2.00 5.00
marble male 106.00 3.11 0.95 0.09 1.00 5.00
total 137.00 3.18 0.92 0.08 1.00 5.00
Hangame fendle 31.00 2.94 0.85 0.15 1.00 5.00
male 106.00 2.70 0.97 0.09 1.00 5.00
total 137.00 2.75 0.95 0.08 1.00 5.00
Kakao fermele 31.00 3.42 0.92 0.17 1.00 5.00
male 106.00 3.28 1.13 0.11 1.00 5.00
total 137.00 3.31 1.08 0.09 1.00 5.00
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[Table 7] one—way ANOVA between genders

sum of The mean significance
squares df square F probability
Nexon between 7.13 1.00 7.13 5.43 0,02+
group
within-
177.31 135.00 1.31
group
total 184.44 136.00
NCsoft between 0.00 1.00 0.00 0.00 0.96
group
within—
122.41 135.00 091
group
total 122.41 136.00
Netmarble between 193 1.00 193 2.29 0.13
group
within-
113.87 135.00 0.84
group
total 115.80 136.00
Hangame between 1.9 1.00 1.9 225 0.14
group
within-
11957 135.00 0.89
group
total 12156 136.00
Kakao between 112 1.00 112 0.96 0.33
group
within—
158.38 135.00 117
group
total 159.50 136.00

##p<0.01, *p< 0.05
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[Table 8] Descriptive statistics: parents conflict variables and corporate image
95% confidence
interval for the
mean
Standard | Standard Lower Upper
N Average | Deviation Error limit limit Minimum | Maxinum
Nexon no 57.00 3.09 1.17 0.15 278 3.40 1.00 5.00
yes 80.00 2.63 113 0.13 2.37 2.88 1.00 5.00
total 137.00 2.82 1.16 0.10 2.62 3.01 1.00 5.00
NCsoft no 57.00 3.07 1.00 0.13 2.81 3.33 1.00 5.00
yes 80.00 3.06 0.92 0.10 2.86 3.27 1.00 5.00
total 137.00 3.07 0.95 0.08 2.91 3.23 1.00 5.00
Netmar no 57.00 3.32 0.93 0.12 3.07 356 1.00 5.00
ble yes 80.00 3.08 0.91 0.10 2.87 3.28 1.00 5.00
total 137.00 3.18 0.92 0.08 3.02 3.33 1.00 5.00
Hanga no 57.00 2.89 0.98 0.13 2.64 3.15 1.00 5.00
me yes 80.00 2.65 0.92 0.10 2.45 2.85 1.00 5.00
total 137.00 2.75 0.95 0.08 2.59 2.91 1.00 5.00
Kakao no 57.00 3.42 1.08 0.14 3.13 371 1.00 5.00
yes 80.00 3.24 1.08 0.12 3.00 348 1.00 5.00
total 137.00 331 1.08 0.09 3.13 350 1.00 5.00
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[Table 9] one—way ANOVA: parents conflict variables and corporate image

sum of The mean significance
squares df square F probability
Nexon between 7.13 1.00 713 543 0.02+
group
within- 177.31 135.00 1.31
group
total 184.44 136.00
NCsof
Csoft between 0.00 1.00 0.00 0.00 0.96
group
within= 122.41 135.00 091
group
total 122.41 136.00
Netmarble between 193 1.00 193 2.29 0.13
group
within-
113.87 135.00 0.84
group
total 115.80 136.00
Hangame between 199 1.00 1.99 295 0.14
group
within-
11957 135.00 0.89
group
total 121.56 136.00
Kakao between 112 1.00 112 0.96 0.33
group
within-
158.38 135.00 117
group
total 159.50 136.00
< 005
Ak e B4 A= AY ol A Y ol el ¥ Al QAdSw vee] 4§
olnjx1e] FHAAAE BEHYE W= FdsA e ALES H;srs Frepe] Zdso] AdAn upah
o} ol [Table 1015 HW AY o]& 7|3k} A dlEe] Zideln Ko A S wXaL
o) olm x| - 19602 whild BAE JEh)  okw siAe 4 gt
B gtk e A AtE fold g A
o2 e gt
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[Table 10] correlation coefficient: game duration and corporate image

using period
sample correlation coefficient 1
period of significance probability
e N 115
sample correlation coefficient -.196"
Nexon significance probability .036
N 115
sample correlation coefficient .005
NCsoft significance probability 956
N 115
sample correlation coefficient -.069
Netmarble significance probability 461
N 115
sample correlation coefficient -.053
Hangame significance probability 572
N 115
sample correlation coefficient -.165
Kakao significance probability 077
N 115
*p< 0.05
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