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Abstract

Recently game industry is emerging as a core of the domestic cultural contents by rapid
development of IT technology and also the market scale has growing highly every year. Among
various games, particularly the market ratio of MMORPG increases rapidly in domestic and
oversea online game market. However it is true that the competition in the oversea market is too
week for the investment to the MMORPG development efforts from the domestic game industry.
Accordingly this paper collects the interests which players concern. Also this paper analyses and
classifies design elements of successful MMORPGs as a way to obtain competition and shows a
model in terms of game software quality to be referred by MMORPG development organizations or
companies.
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