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Exploring Female User Community Characteristics and Game Experience
in the Chinese Nikki Fashion Game Series

Yadi Liu and Eunhyuk Yim'
Dept. of Fashion Design, Sungkyunkwan University, Seoul, Korea

Abstract: The rapid growth of video games has accelerated the spread of gamification across communication, learning,
consumption, and entertainment. Fashion is no exception to this process, with gamification in this context being generally
classified into three major types: fashion games, fashion in games, and fashion gamification. Although research on this
topic is increasing, studies specifically focusing on video fashion games remain scarce. This study examines user com-
munication and the values that users pursue in video fashion games, with a focus on the Nikki game series. Semi-struc-
tured interviews were conducted with nine players to gain insights into their experiences. The respondents comprise
females aged 18 to 27, with gaming experience in the Nikki series ranging from at least one year to over ten years. The
results of the study are as follows. Findings revealed two main characteristics in the game users community: belonging
and distinction. A sense of belonging was developed through interactive activities such as content creation and col-
laboration. At the same time, a pattern of social distinction emerged, where users employed community-specific slang and
emphasized their superiority to maintain social status. The values sought by users were divided into two categories: fash-
ion-centered values, including aesthetic taste, rarity, and fashionability; and game-centered values, such as storytelling,
emotional bonding, and escapist utopia. These results highlight the complex interplay between fashion and gaming, show-
ing how virtual spaces enable both collective interaction and individual expression.
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& Schippers, 2018). Z|A EoflAl= A vHAE B AFY
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84 71 Aol obd Al Agsle AlEES] s
FEstAY d5S HsiA)E Jidelt) sk AL AR
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3 2 vt A Al gk AlFAQ] #Ao] Basit.

ofrlol Al AelM, F= Al FJAL o] F A= (Paper
Games)'®] U7](Nikki) A12]= AYL 2012 EA)5]0] AA)7}
A oA A wHe R s gon, Wid AAES B
Folal A& o g =g AFAE sl ok 2 A7
U7 Az s AYe 7o, S ARSAE tides
vt S Al AR 7he] A AE-S Eslaat gk
olel we}, FAHc® AREALY] AYH FIHE olalehr] Ll
A AZ QJERE It JERE B A AY AL
2L AFUE ] B, ARAE delM e T A dd 9
Aol g, vt sid AYEL B8 Freke 7 7Y
geleh= A HxZ Stk & At vt A Al A
A5 A7TeEA A Agde] A AR a7 AT
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2. O|EH Hi&E

2.1, e Al

2.1.1. =} Al (Fashion games)

A ALY F2 AHEY R B oS ARFA T
E =y 2 (dress-up) AYCE AXEH, 29 <A A (girl
game)®] 8 FE=Z & F ot 4 AYS BE A4 A
2 e R s o AEF AlJeR olsidrt. 4 AY
2 oodtell M2 AFE AlY FEZ 57335 =0l(Cassell
& Jenkins, 1998), E&2=%, W2 (romance), Z}O]Z Al E|
o]A(life simulation) 52 &S FAHSE P} Ludika
2007yl W=, dutx oz =g2g AU E Zdo|(doll-
playy} ‘olo]dlElE] Zo|(identity play) F 74 fF3°o=
TEET & o7t AR FARA AP H= FEEE
N E vkt Tl wholgid, ofoldiElE] Fylol=
AR A & AHEIE Bl AAS FEs, el ¢
& AzEvlolA g B3 BAES A¥ske PAE e
(Ludika, as cited in Surayya & Setyabudi, 2016). *34%21
vt e A Alde mje mt]o](Mattel media)’} 19963 HE
gl up] )4 txjo|u(Barbie Fashion Designer)’® 7&¢]
2 Uth(Dickey, 2006). ZlYelx] ARgAFEC] theket 2~
B, e, s E«] S A e vl HE
TR ape] Q1 o] mdlS Fal MAEE Aot

v oA E]X}O]U]’L ZA] Al 605 7 o) =Y
3, s A, vt A Al AR e ol &
(Dickey, 2006). =58 H-2 oln] 2018l EHIY AP A

AA ARG A RS ARE o] S 2EHglow, 2% BHKY

Al A ARERRS] At o) JAdo|aL, o ARERRE]
60%7F Md AY 5L 3t AUt Aol th(Anderton,
2020). °]H3 T2 EUE oA AY ARASS EPlo®
g =Elay AlY Ao Exde] 7igskEa /.

2A17] 258 g2y AYS R e A7 A&

o

A o7 o]RoAXHA HE AFAELS =l AlYe] o439
o] ARl AA HE Hslele FA AL Al tja] =olst
%t} Dickey(2006), Cummings(2017), Carpenter(2023) 52
ATE ATEH, =2 AYS ARAE A4 FiEE ] ¢
ok} AlAE ™l T A4S T, olAFA el u|& 7]
Folre] o] &7 gHlS 7]'5} tal qlem, ofdol] gt A
o)L FxZQ1 H| Helsle d J3Fe vk
(Cummings, 2018). O]Eid' OC] Jo] 918 Fd st 75
odo] AR o2 AR 7|thE ekl fAE ¢ UALEE 5
= 2P}l (panoramization)E MRS} St} 53] AH &
A7} ABA o2 FEHA Q= o5d oA ARAE ti
02 k= =&Y AL AvuS, Fe 2gdd, 7R
ol &=2719] 73t 53 AAxo] Uk ol9k o] A AY,
T2 =g AP 0ol 5Aget o] % o] A Al
T8 FEEA 2 FA =HAoH, Ao W] wet thekst
Al ] gk vt e Al ARRE T o3d ] Mol EolA|
= AN, EElaY AY AP BS diEsc e
ode] AL gk 3PS TATEIAL ] WFS
AURA FEsieitis oA, =82 AYS B o4 &
AEE2RE vjEs W Qi 7'|]°]°ﬂ R oo o) dsld
gt A olmR|e] g B gt TREA AlZEE A AL
stm, oA digt A Q1S Zslgic)
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2.1.2. AlY W 44 (Fashion in games)

AL W A FRolA, ARAZE <2 (skinyelehs T+l 7t
53+ I (purchasable cosmetics)S TIRIQISAL 2Bl &
oA AL AHE ] HE HEAT| 3 (Reza et al, 2020),
olF B3l 7P oA ohtEE iR Sl &S g
ok AREARE AlY 2208 Ba ded ) AARE 2 B
e} e B Ao o|27|74A] vk B Xﬂtﬂ*‘l s
T Stk v Al 2316 BIslkE Tiehe Al e i
Elo] BAGS =eli7] g i AR £ o,
AA A EFlolol] S PIAA= L=THLI et al, 2020).
IR = Beal, EEC] S AY Y Qe o

g e 1 TR @5]_’ ATt G A B == ALgALe]

olg]gk U=E Fetale], Bit| o Aldzte] AejHelold 2=71&
SO TN B /\1—%1}*—-401 A4S PAsted BAE <l
AEE 2ol vHAlY W2S A9t thAllaire, 2021).

TFAFo g wahd, 20128 tA (Diesely) 2lo]= AlEdolA

vt AUl “AZ(The Simsy<l FHsl o A=3: oA 2¥]
3Z(The Sims 3:Diesel StuffyZhs AlY Fdl= F7IAE &4
Sl AMEARE AlYelA BaAE 7o) @71 YA 7P €]
, AAXAE, QlElEe] T5 &8l EES T e
Atk o] Tt AlFel 7P HHASR SA|EHA AR}
=AY A it S8 HEE  IA HAUh BE
o], 20224 H|H & Aupeld FH AR EEYOE
(Fortnite)’= ¥X =Z#(Ralph Lauren)® st A&
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SN, 2020d0= #A BAE vl AJo)FZ2~(Marc Jacobs)
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HETHLI et al, 2020). AREAES 71 AlA 1 1 =
A@sAY F5317] Heix f2F o Il gEd 23
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Adefx] exERlo Rl Adol} QxERRldA 2ERICR
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2.1.3. A Ale]u] g A 0] (Gamification in fashion)

A Alelm|aAlo S AREAE] ﬂ"qg‘r HAlE Ases =
= A& 5402 A WAUS Aol &gsl=
Aoltt. ol F= A ‘:"1441:7} ZP‘ ] /‘ﬂﬁ]
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A AelmTAo|AL F2 COVID-19 A71Z i Aol
S A=) AlREIATE L & S AlelrsA o]
AL BT ouxE P il AlFe] tRd wd &

A2 e BT 5 RS ASEE AE n
Sgroz ramam. ols} <] 741010 M B eI A
Zi

] AP%X}—L— 7]-*& s Aol &
MR AgkE e sk
(Noris et al., 2023). £3] Fujto] Altje] EA=e] 7447
72k W B Ee aHRbe] oxpaA ol Sk daks nIxitt
(Lee et al., 2025). 728 - AM2 w7Hg o]&o] WYe 553
Hd 2E27F 382 F Jde= A AomaA ol de 5T
ek oA mAI" dEEe R o] FaAo] thFEE U

2.2. HIY OfHlEl}t AFSA EAM
A ofuteR= AREALS] AAA Skl XA B A
ol ou= WE3SIZ YtkDavis et al., 2009). AREA7F AlY

£y o Ae) FHe -

7 o =X

35 L7)(Nikki) AJ2[= )8 AJehe S22 - 549

ol ZARItE Zle Wird] dde] Aokg 7 AlAl
Tl 9l Wk ofle), 2 ofulEl}t & AR} 2}l
A S ke v iAR ZlEsithe HAM = o7t ok
(Belk, 2016).

Li et al.(2020)8] A7) w=d, ofulele} ARRAFe] U4
o 2 7P5A (identifiability)Z Hl# St oiRE 28191 A
AolA] AREAR= 2ot A S RedF7] fls) A4l Mo
we} oprlelS WsAIRIL) o)& AREA} 7Y AlAIGNA tE
AR} Hol7] REs xpale] A 71eAdS iﬂﬂﬁ%b x=go
2 & F ot} olelgh HeelA FojzEld, FH A Fof of
uie} o2 AAL AR A S ke TS Wil
b 28l &8 FZeA Aol A tigk Q1AS ®o
4 359 =72 85 JtiLi et al, 2020). $HA, 71
o AREAR= ofutele] 9A ZEl WstE ThE(other) A
qoe] Aw Thssith ZEfde] gt AES R F
A2 5549l F3 o] (Tulloch, 2010), AFRAES AY A
El9] 9 WA F o 2N tE olodEE|R AZ=EE 7T
S FYS=E TtH(Reza et al., 2022).

A4 AAeL 2ol AY AMARE wiEHA 9
o] 378 A=A o U2 AY AHS T & Uk
A AREALe] FE3F opule} St gk FoE Tes] ¢
7Rl SA% el 2RA] AL, ofutelel 2b7] Aol Ux
gol gt FE AFEE AR 7R mAlgE Aol xpE
shel AES AARBIER, A3 AMARE 2PEskE AlZHA o]
RS Q&S] 8] opulel 2710 =3 AIZRE FAlgitt
(Kim et al, 2012). o]&gt Hox] oluleR=s % ThE Ajojo
SPFo A T AlAlel 1] HAS olortA, AR
NA ol el olmRAR HIslal o2 PR F=3)
= BER ATt ARARE olElele] eatgg Bl &
Egdye s zale] AY AARE F=d vzt

—=
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2.3. 47| HIY Alzl=e] HIH

Y7I(Nikki)” Al = Al BRI slolsAd =7} 7

Gk vt ZElay AY AE=E 201239 Nikki
UP2U: A dressing story’, 201419] “Nikki UP2U: World
Traveler’, 20153¢] ‘Miracle Nikki’, 20193¢]] 3D Z}EZo g
A ® ‘Shining Nikki’, 223 20243 12¥€0] &A%
‘Infinity Nikki7Z}A1¢] 57] Wz oz wds) ghrh. 3 Hs)
wjel Nikki UP2U: A dressing story’= &= %9 &u}
A tulo]AE TNle® 3 =ylAag] Aldem EAIE & e
AIZE Wl ] ARSAEE Foleolal I A dRE
S A B Yozt ‘Miracle Nikki= 201539 F= &
EoAe] Il HEE A, 4 2ES(app store) g e
= Aol 1997F HATtHWang, 2019). Z ¥ 7] A=
el wsh W AlAAY=E S o19F mHd AY
A1 BH="2 Z2]ul A3k th(Xinhua Daily, 2018).

U7] A2 Alde B3] o3s Zoljisle mol WHe
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2 AZSIGANE, ‘Miracle NikkiF-E 2032 4102 H7)
He AY AARE =Y3IATE ‘Miracle Nikki'E AZLo2
FHA Y7 A7 B oA FA3<1 U7 At
38 vEE S Miraland)©l2= IR MAIZ A E 2~
EfE o732 ok A & vgE WS 2 cLilith
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el vetg HgEo] Sl 7t veks AR the 7159 £
3= 7171 w2l ]”‘: E}% ZERd 2 veidt

Uzl Alglz Alde] F AY =7 Anfe} £3} A
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HHato] AR AY & ool e ] Sl A, ‘=
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y7l AYE sk #FFelA o U2 Al BEE ] S
Ao w A PE vt vheo® E3) AdFe] A

o]l A= t]=UY(Disney)S HI5E3H IP(Intellectual Property),
3 ZHE, dslete] "9SSl TAF Al oMIEE EA|
gttt G Al ololdle AE WO AFtEo] 21w} 9
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3. ATEH

B A nde E AYS AR 1] 4G B
o A BAHOR, A AY AFIEAN Vet g

Table 1. Participants characteristics

B4, A8t oMl Ty Hs B el sk, 1
23 s AR Bal Freke 7K §3L Awnad A
AEAE TR WS 4% MgS AT X AT
£ U7 A2z AYe A7 ke Aok, 3 a4 Al
AHGAE kO BIES A Alels AR 7he] B e

2 st

3.1, ZALChA

AT Fozks U7 A= AYE T mEa AY A
Ho] Thdg o AR ALEATE tid AREALe] 22 %‘91
o] AAdn|tje]el ‘ARQ T4=(Xiaohongshu) oA =T}, o
A A, 58] Y7 AlE= Aldel s o= A& olsiE 7
AaL AQell =3 A7 TR A3l e W*}X}*— st
71 98l v 22 Al 2718 AFsEn 94, Yo A
gz Ade 20 ol WA Pon 1d ol
Y7l AlgIZ AlY Aol <
TE 7Y Hol = ’\]“l = e 0} S=8 °]ﬂa ‘471 ’\]13]
= Al sk é ol olsista AY We] 4] |
7AUFl sl & L 3 *‘E ARALE O R ghomm] A
Axe] AL sl ok o]E 3] EAE 13
o7 BT T, AR RJIERE B3 2 Aol At A8t
£ 2 o= AA3IG o] A4S Tl HF Atk
9ol MA =N At HEE= Table 13 2t

Y

3.2, AT
HHRAE ) F 99l AY AR thgoR 2005
6% 200 78 159 Aele] 13k F8 WHOE A e

FE At goqxlelAl Abdel 2dE Za-e Algde
w AEF Fgoll F7F g sk WAlo= st &
QAIZFE 191 oF 158~30%0]At}.

Qe shAd

S A ARgA) A1 Am, ARl 9
3 A3, ALeA B A A
A7) SIMe] Ay o) B AT AT DA
& Table 29 2th AHEAE] BAIE olalE 5 Yws
Qe A9 slaol 2D Wz 3DMAS) U] A9 el

oo

oo HT B b

Gender Age Occupation (Major) The year the participant started the Nikki series ~ Years of gameplay

A Female 27 Production management 2013 Over 10 years
B Female 24 Business administration major 2022 2~3 years

C Female 27 Fashion stylist 2016 9 years

D Female 20 Mass communications major 2018 6 years

E Female 19 Life Sciences major 2017 7 years

F Female 18 Digital media major 2017 7~8 years

G Female 24 Project manager 2019 5~6 years

H Female 18 Medicine major 2017 7 years

I Female 24 Fashion major 2016 3 years
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Table 2. Detailed interview questions

Question topic In-depth interview questions
- What is the participant’s age, occupation or major, and daily interests?
Participant’s Information - How much do you know about the Nikki game series, and how many versions of the Nikki game series have you
experienced?

- What prompted you to play the Nikki game series, and why do you keep playing the Nikki game series?
User-Game interaction - What kind of existence is ‘Nikki’ to you while playing the games?
- What kind of connection did you feel with the game characters as you played?

- Are you interested in seasonal fashion trends?
- How interested are you in keeping up with fashion in your daily wear?
- How often do you update your wardrobe with seasonal trends?

User’s daily fashion
consumption status

- Why do you invest money and time in the Nikki game series?

r’s gamin nding stati : . S . . . .
User’s g g spending status _ While playing the Nikki game series, have you ever spent money to get game items or achieve in-game goals?

- Do you think that in-game items (including clothes, accessories, and makeup) are influenced by real fashion trends?
Or do you think that real fashion are reflected in the Nikki game series?

The connection between - Do you think your daily style is influenced by the game, or that the style you create for Nikki reflect your own

fashion games and real aesthetic taste?

fashion from the users - Some of the items in the game are materialized(Fig. 1)in real life. Do you think these materialized game clothes
perspective can be considered as fashion items?

- As a game user, would you consider purchasing materialized clothes?
- What strategies do you think should be adopted to further develop the materialization of game clothes?

- Do you like animation? Do you think the appearance of the game’s main character, Nikki, is similar to that of
Japanese animation?
Discussion of Nikki’s game - What do you think about the appearance of Nikki like Japanese animation? In the game, Nikki’s skin color can
character’s appearance be changed in various ways. Would you be willing to change it?
- Currently, there are fashion games overseas that allow you to change the appearance of characters such as skin,
body type, and proportions (Fig. 2). Would you like to try it?

AR .m

% o) N |
a 8 y ]
= gihis game'is definitely, fo: ginisigame is definitely fev

People jwho KNOW how to dress' Reaplelwho KNOW how 'to @ress!
L

Fig. 1. Game garment ‘Sea of Stars(dress)’ appears in 2D, 3D, and in

real life: (a) the 2D game version, (b) the 3D game version, (c) the Fig. 2. Roblox dress-up game: ‘Dress to Impress’.
physical version. https://www.tiktok.com.
Aol AFE vl AR (Fig. DE Aol ARt et TAEAT ol A Aol A Aol 3 AU &
A AA T4 HdE HolFe= A IUE RESS FER EREH, T8 ARAS] YS g Aatelnt
(Roblox)ellX &A1" =@ AUl ‘Dress to Impress’= LSk A= AlY ololdoly = 55 AAZE Avek A
A A SHATHFig. 2). Yol e AR Zﬂﬂﬂﬁ’iﬂ Hzoll, F= Fdde] Jd=
A5 w3 AEE Sl 24 Ak bist es == 184 ool 2 Fo] ExHo] Ut vt JIEFE
o el ol AAfelel ARSI, FolElE TAkE | Fal, 1ol Ak AR AFUIES] ASA ARLACLBE
Uhe Fol AGAOR RSN WA R SHAI U s pAle F 7 540z vehd,
d AR TIEE 55§ 719E 300 wet WEskad
T, 8FskE N8 FANE TRl fEase. 411 257
ORI A TEA <4 Suske ) s T
4, HATZT} U = Slek. TEA 9|4 Qo] 2ol A%7HS Ll A 2
L& gkt 947 FAdEYgMceMillan & Chavis, 1986). A
4.1. 47| AEI= A2l ASKE AFLIEO HEHE S Eo] ®uld ofZEFAlel S Tl =uld X ddEE o=

= [S)
HHHAE 25 ooz, AFi= 10thellM 200] Alel= Aol AeAes & o, 7 4] g A% (sense of
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connection)?} 4:%:7r(sense of belonging), =
P48 7] ATh(Kim, et al., 2020).
MOBA(Multiplayer Online Battle Arena) A= €], vt
< o AL AY ANYEE Fje R2E T4 AL
A7b &2 24 & e A A2 AL W 2Tl ¥E5%
’Feo] EABIER o]F s 8 Y7 Al =]
o] 7]§ke] ARgA} AfFUA e Vﬂ«] "351~ =3387] ek o
et A=E ). o E Eo] AERSr, Hlo]H (Weibo), BE 5
=¥ (Douyin) 52 T= FF &4 E?iioﬂ"ﬂ 2 ARE A
Asted, Al ofoldol} oMIE HRE A FRFOEN AL
S50 AlY #H Zrlz AL FEles f=319k
Y7l Ao T4 AR AY #-H SAE2E e A
|2129] sAlEl L HE FERlz S AEsh] flal] B v
AUEES AlFeitt. A Al - siree] 23] 71 ¢
A FRo Tl ARALA] AlLANA ALgshe 7MPdEEV
AN 55 AFsts Aoltt. olzjgh AEv|t]ejE 7Rie R
gAY AFUEY F4e AL AR ZRIZE AL o
2 Ak AY Zelze] Aktel 8410 HAE dy=
= Fojd FAZ dsgein

"R Lol ARKES] AYGOIN THE 1719 A o
ofEI A HE AFES FRINE ANE] 8] el D
p Ao 7R T Gk TR ANES T
S 97, 23 79 FLL 77 A WP E
" O] ALLFN] T, o B o]t AR
5 2EILTE THE RS Fol, wopel o 2EYT e

¥ mjefel)E o -H

¥ Dsk W7k B misk o), U7) A AgARE A
Moz A9 B Zelzg YAsl] ThE AR} FEag
lE 3l Z}ﬁiaéﬂﬂ i’éﬂ el 71uke] Al A
mEolol A ThE ARA}
7b Ffrehe SERIE ZE=S B4 8% Aol s nk=
AY 71l thall A=
ST Heo] & A A ZE B, AL
&2t 7H]le] Wﬁrd Al ’\EP"“/‘J% 2o FHze 35E F
Aell B2 7T tE ARRARE Aloldll 3 fIshA gitkd
T 3Aek. ol AFUEIE ARAPE ARle] AEE Ikl

AL A A AL AL 7158kE 7sS TSl Atk
B3 SEA Bl WhER, ARAE S T AY AR AR E
ForS Ao B2 ZIFUECNA e =3 TEo,
Ao 2ol AapEA A NEYE Y5sRe How
UERdT)

27 Y7) A= 71101—3— 5 i’;‘_\ﬂt}ﬂ% A Bl
AHgAFEe] AWK o R B
== x%:Lx%__i %‘:0}*‘ 740
4 FAFA U7 A B 2
Fo=x T AHgRisle] FEH 22kl ARIEF 945

d

3
=

2 sl ARE
o}J_ »l‘:]' o]xd
= ‘_4 4#‘471] ]”C’ AREAL 7k Ak
HA f=al /‘]‘9“1]*—01 AAFUE WRAEA 9] A7k
Al gt

4.12. FEA]

Harjele] A7 (distinction)’ 7idol] wk=d, 2 =)y
A9 YXzh= ARG A i o, FUd AT
o AL AR 5T o] #AE A3 FshHA

olgfgt W& AFAoR FAT AP HH IAHL. o]XH
1ol &gk Ak Al s FAE AANS BRI st
He e FFoz veidt 54 AlgadA 43S 7Y
150l 2 AT 579 E3H Aol osaiAHEA dFe
O} F2(habitus) ZA] A|stE™, 2 AslE op|FEAE E31A}
Ho2A AF 7] AR ZAVE Ak S EsiREo]

= ARES dAIE APt F3}(legitimate culture)ollA] HllA]l
HkBourdieu, 1979/1984).

Y7 A AFUECA AMAES Rl HEsEE 2

st Al ARe Fele Aee] veith o Eslr) W

_,_4

He F2 AYL oF) M AR ARl A7) AHgAEA
R ARYS FASTA A Aol $HD 9193} 73
3] 91s) ST LoIF AR AOE v AY @
3 2ol ALgAe) SN AL WA ALY U
S0] glomE ARUE ol 47 Aok & ek 2of

el
AHgE Aol ARUE ViFel Ba) Ayew B % 9o,
ARIE #342 Asee daw Aok gep o] ALL 7]

A AAVde) A8l 5351

L= TIOIZHIUI S HokE x|, WX 1Ho] Hof.. U7} A% 7
R0 e Y7jope] HAE FRGHH A gl AY = e &
7

“ufo] Zo[(ALAME) 7} HofoF ~EfYFo] F E F glojx], = 5]
LY HEfE FEE) dist S77F ¥ o A Y7674

ol& T3l Y7l A AFUEIN gt
2 AREE @40l d52 & F ATk
Eloll 73 o] IAHoR FAHE ©
WAKH), &2 7Y ot Fshs 2e dvlske ‘o
ool (RLAEY, AIUE Al she AFe SJulshe TelZH(iR
Iy 52l o2 207k SAT A #d 2ol A 75

UEellA the Wiael A4E L 3 3 445
o 715E vk 4 el Ad B o]

e 2ole ZFUE R %’S

=
{m
il
lo,
=)
[0
FE

[¢}

= 582 A fﬂOHoF A7t 7&—% s *%161{— ng
o2, WEA) o}F] YR 7] 98k 2AL WEA7]R]
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5ot Alga FEE o) AMgsit)

AH 2= ARUESY 4 AL T 9L s T
B8 4 glom T pdEe] A el =7 fsiMe
Z7149 A7k =88 Exjs|ol StH(Choi & Kim, 2019).
b AFUE Wolx] duEls 2ole Ao uiFe] HAA
< e A A, WA AY AEVEEA S Y
e =7 = gt

o

4.2, AR M AIKE S8l F75hke 71

42.1. 33 F47 714

42.1.1. u]8 HgF 71

‘F & (taste) 2 WA 0|3 ARS|H FAFOZA Nl 2w
to] AzdoA & A%S sl Utk FFe] P& =
2 dho] A=, FAdEH, HIEE HEE Briet
Yoz da olsiEth(PaBmann & Schubert, 2020).

Nele] mA FHg tist TS AR A AYS 3
= F83% olfy F shuoltt. ARRAES Ao mA H3S
o g2 i A &5 s AU sk el AnF
He A& 5 Utk X } 19} A7} SRe vRe} o, AMS-
A2 A ANHEE 2™ sk Fdo] ARl w4 H¥
< AT F o Uy 9ok 283 IR ARAELS 3D
HHe] 7] Al 360%2] SHoR JAA AT A
EeloldE 5 AUARY, 3D Al s avks 71 Algke
2 Q3 dF o) 3= AdEY] oHoa $EEA o
3, 2D WA Al 3D M Aldel 3] gakl ¥
W 7152 Ak 2 HE vnA AF7] HEel thdst o

FH &TE T5ANZE 7 Advk= Aotk

A & ¥ BT ETE ojBigol 2Eh] 87y FeHE
L= g Bhe Flo7 =2 BAE -]

“AY ZEf S GHIS] Ao {rjE HojE 7 X vhe il
&9 LY BHSRE A7) A2 FHEIE, FE R oF o
BXJuF G2}, S HE o} 2R 3o]” 4

‘oA 7] AYE dh= SFE ol o] k= AoF
28]37 2D BEOJA] oJ¥F E| Y] O Fwdt o oM vk= 3D
HO} 2D HjEE] AL ] Fols)” -B

“AF 2D HIEC] U]7] A9 HHO] 2EIFL Hj-f= b H E
& ek Ao & mjgS GA] oliinys F afHrk= Zlo] A
F23)..” -E

oEo] ohE AR ZENIES skl Hrkshe
HAUSE ohdet vy A Avd 3528-s
AY Zelz Fze] g5 AlFditt ARAES Al
WA 2 BRI 7S W= Ao dhal 7|t JerE 3
A3l ouAE FEa] g8 A E, wde FAw
(Schau & Gilly, 2003, as cited in Park & Chung, 2010).
gl ofileRe Aojel oA, Ae & 2EdPo] A
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oz B 5 11;].

B2 Hlckel SEHE A9 4 S 20 el
A Hgalle PRsEAG A ol As) 4]
AT 2R olold 5 T Ak F, A U]
N AE Adaie AP B AHa] ol e
A APE B dFel AT diE] vEEE de o=
Rt

2.12. 324
%"a‘ A3, ARARES AT Al °F°1E‘H°‘Ti ol A
= 7S Bl offiel 3tol, S| C Beds] et
oS ARSI A olelde] avgel tidt s =8
A otolsle] A FARE =3 AR, T2]aL ofo]
g5 g5 T3 dEHo Qv olAd AT ofoldle
Sop7] & 540 <&l ot oleldun ¥ w2 TS
o=t} 39] ofoldle] el e FrHE AY At

9
<0
‘(‘r’

oo Hr o o Y r|r Wx

jols) 5
o Ha'o/xf o7F 7 $i0]” -C

“Lhi= Aol FGo] Fdt YA Ak P o
Aifis ofF 7 glo] Fao} H.. S EAY 7e17] ol A
Fgol W) Yricpe Ye B HAE o K7 BHL " G

HES YO} §els] B 2 Y2 rpgo] E7.. B

o] w2 ojolgS gk 2Rl v 28 2 Lol

& W71 A9 A Al e
ol %2 4ol B2, Tl DL + S AY ool
&g 872 Q8] A9 ARE Wk At F4s
th EG b0l BLFE oleldle] 2ol Erhu S @
Aol el Wl e WEGh SRR A mEw A@sy
S ofolgle el SEAE A9 A el A2
slok she olelile] /1 el e Beeld. o
of wet 3ED AY ololdlel o Fe 7S Foldt o
we ol FEehe dze Bue A

l

A L A ANE 85 oSG 7 2o NeFSE A
B A% 7127l FAF PHe] U 2z, JBE oyE 78
7 807 o) 218 WS 22 LY Gl ot
o) 7o 7} Siejof B & 2BYE 8 7 A Gop”

“SL0 OO UFE A A opje} W o ofolEe A5
o] g 47T B FRLOE e dAEele] FE ¢
G} S)ag =L FAE BAFF A -A
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3k ERlst ApEstetaA ek
7 S AN E PR AR, AARE 3191 olold e 2
F37] Slal QG Aol ES TS, olE@ 34 o
o[l #HB AR A AR AT I 1]
Ao AHgAe] oleld] gl 2 WEs| Sehd]
uol, ol ThE ALgAstel MlwE fstl, ofeld R
ol A TS WET,

4.2.1.3. 73/ (fashionability)

3J44d-S “fashionable’?] HWAFH O Z, Falsl= JElE 9n
= Aotk w4 d7lM, Dowling & Midgley (1986)=
HAAE FA 2T (fashion leader)E419] AlEEo] 2-ga}7]
33 o8-S AT & gl= QxFHoR Aot
(Chen & Lin, 2015). Simo-Serra et al.(2015)2] 7= 73|
ek, AL 3, #3l w7 52 el S VA
o=z BB &, e A AEA des
AA, w5 5o ekt 24t I FEFgo =N i
Aotk AY 2Ade] Azl B3 PN, AL
AsHE ool A Z7lo] FFEoof e TS
a3tk

A o] Eajiz YAstEE LPIRIF 1 FE 9F F
Slof... ] EHEZE YA 20l 10 g oJ¥e =
= ol A

“AGYE] AElE TRfelE F7 IS0 T e HEFS A P}
A ey oF ] YA ojyo= YAEH AP S Zo] o
27 A HE 7 @ F Yol "B

“LARL YR ) PEE 7 gl 2pE Y ek s 22
1oL...”-D
JAslE e Yol Yop ... FefEKlolita) 2 =47 &
AP £ ofiF i AEYGA} Bo] 2EF F A Pl 2
2l 7}7e etk ghejEojojo} F -F

£
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Q
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@ e
ol o fff ood
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H

Ly
L2,
g

Z
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“

>

o HET 5 Y= DY, D AR FES HA 2

o R4 WEAA} BTk STk $4, SHA A, B, Foh

7o), AgAEe] A autEA AASE AY el 715

Hoh 84S SHHOR Ty 98-S & & Ak 55

9 Foll W, AAskE AY ool Ay el e

A3 AL 257 e Y ARl o7 A AR
o] H2o] BrHolet. tiiol, AASE AY 13l 7

2
F8% 84, 149 Y o AHgAES] e 23
9l Y2 vl

S 2elRolAt AY ASAIIE B SRAES, A5

dAY o A it i AFH iR siAe 2

2712 7deke A%l Aot %, A o) sk 38
At &3 AAA, ABE, B9 B 5 OFE AEIE 8

&F LHsfo dtks Aol

422 Ald T4 71A]

422.1. 2EZEY

AY ZEdHAA ANHE= A2 olor|E Asle &
3% 942 Okl AR dozlo =i YE|He} AR
FAsich U7] AlRIZ AL vlE YR RIS
Hig olopr|2 Z7NEnh A A= AREAE A3REe] A
oA Al AMES} tislsls 20 o]FozIt).

Y7] Alge] AAIE-S 201592] ‘Miracle NikkiFE =9
Al AT EAE 22 AdME 2B AlA
T8 A AAo] A=A AAEL Stk o]H B0 <l
3], AY AR U7] Aol ZF Mz A o Fet Adagle]
A gL} AE IAE mEA Tt £ gle 3, 2
;A ALS HFo2N AR 2E7] 15 Fofrt §ol
SEdi=

A L 17 Agle] BHpY Ea)g] A AN e Y7
o... 2ol Pl YoIEr EH2g A2e s IHAR T ..
oJgols 53 Age JEH0Z Shs Fgol gigle]" -4

<o/ 0] “Spiral Waltz(4HEEIAH) 2Hs Eo)29] AIRE 017)E &
S FEI] AELE WL FUSE ZA0E HHHL...
ARERPENA G2 Blofi] T B —C

Yo} FNE FE S o .. s of] AEEE] 55
VROl 252 L) AFOI] AL AY WP ol D

SRR 19 AZF SRS sk 7o, AHgRFE] 7E3] 1)
AE sV e Anrt U7] Ade sk okt
o M) AL S mhEelS
=E Folgst nx AYE 24 as4e el 7)E
59§75k, WA olgAEL Ao AAxHA f9H
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o|Ea Ut

‘

o
rx

ue o
A
4
+
A
N
>
Au)

He oy A3 Aud e o
[}

J= BFe 7P AAE ERE g
ot gbaA (closure) S A AFA HeElEe} g, ojzgh
2EZHHE 78] " S5 ALH R A53T FA

of 2EA #A7E AlFechJenkins, 2007). ARk U7
Aol 22 Jid ANHE HA A5 FeAeS FEl
A5 A A AAE 581, AAEEHe] s vk
o F zPAlgke] ~ETE A

AME e WA AU mX] AE e wiAel Zol, A7l
ol JNE S8l ohest SHAA Bdglo]l Wit AR}
© BE Al AE=E FEl HAd S A AAE olslst
A =, 2241 ARUE ZFolu AlY Wi A8 52 F3l
iy B9 ¥ (participatory storytelling)’ol] ZoJ3}A] FT}.
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4222. 7484 Foizt

T ARG A FF U77E ARl DS SRt
PAE el Aok aleke Ao vkt SwelA
AR U718 AT, B, A0} Bel e R A4skE T
&k Azto] =iyt olefdt AMGALS} AIY ko] A
e, Aol A8 A 10do] He A% 27 AAt
Tz} AR As-fAE] & ol A wEHT)

2012d 7] A=) R 2 EAE 1oR, Ba
ol 27 v sdsg e &Y UIvE FUAF
2 53] AR Wle 55 908 4% 9Rd &
A

2NE BE FEFNE 27] FHEE
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10 lo ri

>ﬁk

Qa4 AU, ol
430] oz §AERE, 591, AYe] H FEGE Ak
Ae] el wet 11719) sof ek, Wol=s], o1 Sl 4
S8 0 4 QAT W) Aol AR 4TS
@ 9 G 27 490 sl $AU oHF B
gE A83e vigos, Uy Ag= Ewu FALARE
3} o] s 3 shisl HAEE AeE Hebt 9
o Uebh, U712 nEE T4 ﬂlaa%% SER R
Hel 7] AYESAY Be D52 suse, 9y Bal &
ME X422 PR WAk ek

‘s FOiE S B 7)) §Eel Helehe Eie XA
HR=L) UFE 1}9] §FL AR T YT = o] AL 104
YA &gr]e, W Yo B B AlPkE L7)2) g7 Hiol” -4
“17] A|ehS LA = ofF] "Vj’ﬁ‘i/ APGAJ5S B 8
olo] . A9 FJEl2) A= 9lo]” |
“. s B Fle Apgo] EHT
¢F S1jop —E

=] Y7opdE npE el

olelat A9l Alel=e] EUE AR MAT] Ay
Aske d 227 e, ARATE et o] wike)
A% s 4 Y BT vls) o 294 At
3 gol, A= AY & AYEIse] FEAEL B

AP A4 % A YIS AT M2 A9y
otk 53] U7) Ade A8sh disisie e =
oA, AAZ} AYS SN AR kel 2EY
o) 3% A=A S S0 FUIRS IS 5 W
ek 8 S = UT7E 104 ol EAj8 & AeEs
A, ool AYEAY S5 iEe AUz 9)
AES Ptk UYLk oY U7IE MRS AY e
o AbgAiste) 4EAES B3l BAYS Rolwow, P A
Fh v R B34 A4 g

2N ARARE Y7 Al AR F =
T2 HYEel theh T3 2R FEoA HREE 5%
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NeBE 553 o3t 2k 5 AAAN Fokd v
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4223, A4 =94 fEIo}
Galloway(2006)= 9= 2H I ZE(World of Warcraft)
£ AR, A AlAY fEolEA ] 7Fsd3 Al WA

H 559 FHOR A8 At To) ma, vED
S} ol ALE O ARTe] A THE S olLt ole

2 5H0] gk B9, fEsleks Z1Ee] AslaAe tg
RSk HAEF A AR olslE 5 gtk wHe

Al B A L WA O s 4 P

] HTIT H i
AlEEold HA] STt olA" AlEH I oS Y
S A MIES Aol RESHE TS 13 S8
@ ejoltt. ole] 2 WIKe A fslold seAs

(utopian projects)@ £ 4= U THGalloway, 2006).
A AHeA= 7H°1«1 ool wt AfEAl Al e A
gsh sEele] 8] Wk Atk o Eall, Al Al
oM AFgAE AR SR A, olgske AElE B

}\
4% + e Aue A,

=

“Lls REHASE FN YL e
2 28} ofop|E Y -H

AR v YrJe] k= F AAEES HIH, LY A Y
o] 9l $he 28 93] K 5%7#.. yZ)e vhEe] & =8k
2 Yo} Fao] 9ol JoliE e 77} gl 2oJoF -G

54 A2E A L7)E )

o

A8} 2ol U7 Al AREAlAl A AARTE =ad
5 e oldslE 7MY 0 AT o ekt AMg
Ao U7) Al Agszie A dolut A0S g
£ ke 2g APY S+ Aok 58] SWA O AF A
F Zo], 7] AlelA Aol ARSE A9, EBlR1€] A4l
TolA ek 2elY she AL ARl B8 14 A
’€' :LEHD;]_U]— h;].. o]ﬂe‘j ﬂ]o]o —o—}__ J/],;(q o) EEH /\}—&X}
£ Aok glol ARle] Radt 7P Bkl S Roldk,
ARE ORI o] 5ol oz AiRle) Wask A A
1, 0]7]_4_ 01-1:}‘ —H‘EJ—]O]'OH ‘:H?j' EUO“’]— 7'“?:!]
Jqog Mz AAEo] ¢ \:‘r(Nordstr , 2016). Y
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© He Atesle] AEA8S Bl B9E 2o A0 4
S vielo g2 xpdA #
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4.3. 1M A2t Mo olsoll chet =2

AR ATl dee Azt o], A AdS vIET A3
AL 7HEA AR BRellA ode] AAl skl Al
A AVEE AelaL Sl ool #E ARSAL] AlZS AvE
71 S1all, =] Aol vepd AAl 3 Q1F el tig
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SuAe] QA BHG A3} Tt o] vehgr.
A, SHASE o4 Aol vel 14E A e

2 rulo

TR Sieh A FEAES Y7I7F obrot Al A1l
Zee oAkl Awsieh oA ARAES A H
?ﬂzﬂ ojmA7} AR AlY AR Al 1wl AgFeieiar A
Y QS fAlstaLt sk AFeR Btk B4,

AFH Tl g 784 4=
Zl—zrl Aol B alal 1Ee] Yske 8E WA ddd)
S 2o 7 MelElR] ek=t) 3k AReA)

‘Dress to impress” Al ARlel vehd tpfdt AA 5492
U] “HAFH 2uS(political correctness)’®l] F-&-3h= A€
olghal FsINT:. &, SEAEC] vl tiE 284 old)
—Qiﬂ% ZEAL AR, o2 Al e QAlslE e o4

283 PAEA) Bo Ao HAmD

AR Qg oo}t o] U7) Alel= A9l 913 V)
A whe MGl Sk TR, olmpu] Fol 914 54E 7

S gk o] @A) Smo) sl AR olggel Hig
St elvlg RAlske, U7k Saek chapial Ao
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E e ol Aol meg wdd
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o A% e %124 28} JFOEA ABAEE AY
Qo] FHEolAE oK o= tiyslEl “H RS E o4 ol
Ag F78 wolch,

584 E

AT 7] A= AYS AR slel, A A
AR 2t A5G TRE TSI Aol 24 A
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= %EE T M
Mg BAskon], A7 duks thest 2t
24, AR ARYERE adzb st g ke A

£4e neeh A9 shke 28Rtlels Fal AkgAe AR
UAlolae BBk, AHATE AP
oAeles fEsiel T 247 BHATNE Roleh,
et A% WEE ASAES A WM $-2ue 513}
7] 98] A AAEL A s S nsich

U] Age] AR Fse 7BE A S0 AY 3
How mevth s 244 ZRE nld A9, sl2,
Qo AAEE ohutet 2EkAst olold £42 Fal 4l

4 NI A3 ALS FATE A FHH SR

I

ey, 299 foiz @4 =9 fEdelR, AAES
AYEIS} A% foie A5 AYL B Aue) Aok
ot 7] ARl AL S malag Aol o

O ENE EHze) AARE ABSR, o4 8RS 4%
WAE B ] B9l
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