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ABSTRACT

This work seeks to extract items necessary for the competitive structure of content or the balance of content through
a study of the balance between users in MMORPG. The balance of the game is used in various terms and its
definitions are different. To solve these problems, we conducted a literature study on the definition of balance, which
extracted the log entries needed for balance. The big data of the game has very important research value, but it is not
being utilized properly. Through this study, we hope to collect systematic log data and utilize it for real game
operations.
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Fig. 1. A graph of experience acquisition per
hour
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