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ABSTRACT

Game producers provide their products and service to users. But the need and desire of
users change in many ways as time goes. But game Co. Ltd is difficult because of the capital
and the technical identities for providing characteristic products and service etc. Specially, the
FPS game which is popular among users is developed by game Co. Ltd as the maximum
reflects desire of users, but is similarly developed in other companies FPS game by similar
desire. This cannot accept from desire of a certain prospective customer furthermore, decrease
of a loyalty customer and a new customer, and a company is difficult of market activity.
Therefore, this research is to find of user's psychological needs by FPS game user after
gaming on reusing intention and switching intention factors influencing. As the result, the
intention of satisfaction and re-use for FPS game is 84.9%, the conversion intention to special
force game is 9.6% and the conversion intention to the game of Sudden attack is 55%. It
shows that desire of the user for certain games is changing.
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— A Study on Factors to Affect Reuse Intention and Conversion Intention by Evaluation after Game Use

- with Two FPS Games as a Main Consideration - —
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— A Study on Factors to Affect Reuse Intention and Conversion Intention by Evaluation after Game Use
- with Two FPS Games as a Main Consideration - —
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— A Study on Factors to Affect Reuse Intention and Conversion Intention by Evaluation after Game Use
- with Two FPS Games as a Main Consideration - —
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