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Abstract

Realistic Content-based SNS, where social activities are conducted based on VR and AR technology, is
gaining popularity with Gen Z. With the development of new media, the content format for social activities
has expanded from text to realistic content, and is gradually shifting to the era of social VR. In order to
understand the characteristics of Realistic Content-based SNS preferred by Generation Z, this study aims to
present the SNS usage behavior and user types of Generation Z. First, through literature and case studies,
the usage behavior of Gen Z was identified, and 5 major usage behaviors were identified by conducting
user interviews. After that, a survey was conducted according to usage behavior to find out the type of
user. As a result, it was divided into Communication intensive type, Self-presentation type, Self-expression
type, and confirmed that this is classified based on the purpose of use and how the content is used. This
study can serve as a reference for establishing service strategies for Realistic Content-based SNS in the
future through the user types of Gen Z, which are the main users of Realistic Content-based SNS.
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