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Fig. 1. Game Major Development Genre Survey Results[1]
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Fig. 2, MapleStory Cube System Probability Table[2]
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Fig. 3. Character acquisition history of users in game
chat(GRANBLUE FANTASY)[3]
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Fig. 4. Results of Pity System Requirements
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Fig. 5. Results of the possibility of acquiring Gacha goods
when playing games
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Fig. 6. Even if there's a difference in the Ptiying,
we'll continue to play the game
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Fig. 7. The result of winning items through play, not charging,
even if the ceiling standard for free goods is high
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