SR FEIRESS| siAstEts| =FF H28R 25 (2020, 7)

A Zxlol| chgt MEXF 2+ &4

> 6]
wRe)

OdEshidsta Ags2
e-mail: cipark@ck.ac kr®

An Analysis of User Requirements about Game

Experience Points
Chan-IL Park®
9School of Game, Chungkang College of Cultural Industries

2

o}
o}

B =Roke Al ARAkEe] ashs A9 B3AIel diste] AT AlY BEARE ARgAREol Al
& A& Hehs Dl Alde 27k §71 Fold]d S5 Ade gl w2t AY W wuss

R3] 3wk 23 Qo) AlYe e

248 Al Al gl thgh A= TR A

o= o] giek et Ao A A5l ek TAR AT Gokk A A0l aveke
A ) A A5l Bato] AT Sleto] AMeA 15 Ageto] ALgAIS0] 2R AY| AR et
o= F)eEe] dulo] Al wleh aTshe ARAE Ao Selstra AR ke AEhES

shgiek
Bolsfe 710 A4 otk

olefdt A= P AYE ANdsh=d o] ARAF 275 whegsto] Hrh vkl Al BaAlE

FI¢=: A1 A& X (game experience points), Al 7] 8 (game design)

[, Introduction

U] Al 7k 253k LRl AlNE FHo2 Al Al A&
olZo] grial slw Flo] opd A== Skl AlY A
2o Muz] ofgks g 3lolck T Hde S 402
sh= Al 7o) Bo| o]FofR|aL o] olel| tigh tixx= Fast
gejelct.

AL A2 ALE A AHslar x&d oz Aldel AnE
HA AN 4§ J=S sl ek vl F83k adolrk

AYE AGH oz Z717] 93t B2 845 F A AHEE
gg3t A Falo] st AR} Fof=le AldEdKE ol
oA RofdRol| thgh ARl o] ul$- 5038t 9lo[ck ofzigt
e Al Wetolle kS A e A FPA| Fof Fhe
ARE 27l SR A8 84= 24835t 4 ok wepr] AlY
7332 A vl Fa3tk 2o A WHAE A9 Qo=
FHexoz mejEelok Sl ARtolt)

I, Preliminaries

1. Related works
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lll, The Proposed Scheme
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Table 1. System Environment
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Fig. 1, Game Experience Points by Character Level

IV. Conclusions
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