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ABSTRACT

The purpose of this research is to analyze players’ emotion pattern for conducting a
quest in Role Playing Game(RPG). We have rebuilt up the action and content of
gameplay related to category to set up five action classes of game players based on the
literature review about the human behavior classification. Moreover, Mabinogi game
includes the composition of various quests by story-centered expanse. We classified the
quest structure of the tutorial mode, initial state, of its game into the cognitive action.
We build the model of the correlation between cognitive behavior patterns of gameplay
and emotions derived from targeting ten novices. The result of this research reveals that
gameplayers’ stimulus levels are identified to emotion pattern. It is enable to grope to
concrete the design of the quest and the level in a specified state. Moreover, players’
emotion variation is indicated to the type of expression of fun elements. We expect to
use a device to induce the curiousness and the challenge for conducting the higher goal
of game in the whole.
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