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Formation Characteristics and Optimization Path of Youth
Social Virtual Community in the Age of Intelligence Media

— Based on a Research of the Mobile Gaming Community

XITA Wenkai
( Department of Media Art Fuzhou University of Technology Fuzhou 350506 China)

Abstract: In fast — paced social life social games on mobile terminals in the era of intelligent media have become an
important way for many young people to sustain friendships with friends and have developed into a virtual community
of online friendship space. By analyzing the social motivations of young people and exploring the formation
characteristics of online social virtual communities the paper concluded that social actions of mobile terminal games
with strong social attributes affect the formation of values of contemporary youth groups. Drawing on the theory of
“Use and Satisfaction” ( UGT)

games meet the entertainment needs of young people and enable them to establish a diversified social virtual

through questionnaire survey and quantitative analysis it found that mobile social

community in communication activities. It proposed to strengthen the legal system construction of social network
virtual community optimize communication path and purify the network space of virtual community. Furthermore it
suggested leading the youth community with cultural construction and guiding the formation of core socialist values
with cultural construction.

Key words: age of intelligence media; youth —based social media; virtual community; community characteristics



