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ABSTRACT

what is the elements letting users play games consistently other than the growth of the
computer technology? What sort of elements can games give to control the balances in the
various features of users? The subject of this study was set up for these questions.

Examining the result of this study, the analysis of the types of individual characteristics as
well as their preferences of playing games in the level of game design in the process of game
development can be utilized as a fundamental data for the design of game contents based on
user’'s propensity. Also it can provide the most effective method for controlling the balance of
the game world. Moreover, it can be utilized to set up directions for updating the games based
on user’'s propensity. If it can be counted for the potential users’ preferences, the result of
analysis of individual characteristic would act as good basic data for the balancing of game
among various types of users.
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