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o OF
=

)

B oA 3DAYY) BAESE gAY Felo] 878 woly] 99 BV BPasE F
AgA BN 2R Au 25t gt AN oFFue] shiel WA A uE g
o WA e BASYG A W BNy £F X, G5B, 28, 24 B9 A8
A o5 TEE AW Rm, wAN2ge] EASHE AYAA AHbAEel ML Jg ES
%3 Aion AQE U AA HEEA P ol gekel va o] AgxEol A
gHoz mAL Jgat golgd sl BAsArk 13 28 A4S Egz A gelA9
MA ol geleht 8 2t ) W WA o5l sel Txo 2 g agzol AS) sl A
A AFouh Wy S, AGAT AY & AFAA] ARl wE mAL Ha A FEA,
M@ Alele] oiR Abgae] olE4 Ciela wamgel el ma A%t ol B
Ao W ol M2 BYRWAK) 5 SHL WA & Agden, ol g7, ddF,
ol upeh wYYE W Aolk LS & & AT
ABSTRACT

way of how flying movement system and

background graphic in MMORPG, which provides movement system, influences on users’
psychological behavior in order to enhance user’s participation and the completion level
of 3D game. This research also analyzed the difference between the user’'s response to
the flying movement and other movement structure in game such as things to board,
summons, portal, chase, and etc. With this comparative analysis, this study could clarify
the characteristics of the user’'s desire to fly according to the virtual world topography
in game, the necessity of flying movement for fast movement, the dependence of user on
flying system, the immersion according to behavior in process of flying, and expression
level of virtual world, and etc. The survey through the case research of MMORPG Aion
selected for this research showed flying movement system can have suitable quality by
applying users’ playing time and absorption in flight process, users’ impulse following
game level, and users’ need to fly as a convenience of flying properly.
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[Table 1] Flight elements in the selected games

game
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eleme nogi
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sword, ; wing
tool broom | broom . animal
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sky 0 X 0 X 0
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waypo
-int X X X (6] (6]
flight
on on
on on
route market | game. game,
game game
market market
. X X (0] X (0]
items
field =)+ ¢ 0 X 0 0
limit
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[Fig. 1] Flyft flying board

[Fig. 2] Mabinogi flying pet

[Fig. 3] http://www.playforum.net/wanmi®ll
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[Fig. 5] Downhill flight
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[Table 4] General characteristics of game user

index item |case number| rate (%)
sex male 150 72%
female 58 28%
10s 16 8%
age 20s 150 72%
30s 42 20%
total 208 100%

[Table 4]o1A4 A& 24 Al&-
o] wiFwelE R Mol WMEgS 3 Folrh
ol ARHoz Aury AERE YA 1509
(72%), <17 587 (28%) 0. & FAte] ulgo] 44%
= Yelhden, JdxEdz = 10t 16%8(8%),
2007k 1509 (72%), 30Wi7F 429 (20%)= 20t 7}
109, 30yt Al wf o] w3kt

[Table 5] Immersion duration

index item case | ate (%)
number

character | age below 60 22 11%
level age over 60 186 89%
total 208 100%
game using | below 2hrs. 44 21%
time/day over 2hrs. 164 79%
total 208 100%

[Table 5]ol4 X A o] 7{YE Y=z
£ 60 o]io] 18678(89%), 60™ wlgto] 22
H(11%) .2 60 o]do] wWoka, 19 Ao
Ao R 2A13F o) o] 16478(79%), 2413t 1
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Hlgol] & AFHE Folvf. AE A diste]
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HAF A7 HE9 A EE Cronbacha = .762%
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A QA&[Table 7l o&=4(t=-1.461,

p=.145), B 2A(t=1.928, p=.055), =& (t=-901,
p=.369), A (t=-.416, p=.678)> =}°]7} L}l
2 gkekon} BIA(t=-2.384, p=.018)¢ A% &
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AR g7t Egow FAHoR fFovd 3}
15 2ok e we Ae]A 24[Table 8%
e ATt vgrorn] &9 (t=-728, p=.467), °]
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[Table 6] The analysis on reliability & validity of measurement tool

element reliability
index immer | depen | necess | impulsi | usabil Cronba
. . . common
sion | dency ity veness | ity ch's a
attention on background image during flight 766 .626
having an enjoyment during flight 765 760
having an interest of flight process 754 672 .706
intending to continue flight action .680 761
intending to focus on flight action .660 588
intending to end game because of poor skill .800 701
intending to avoid place where can't fly .646 634 750
use flight to move short distance .629 586
need for flight to defeat other user 755 672
need for flight to go down from highland 723 .610 705
need flight action to move to other place 673 122
intending to use flight when look at obstacles 802 764
intending to use flight when look at highland 796 734 736
intending to use flight when stay in highland 631 748
need for flight to find out new places 756 720 694
need for flight to pass over obstacles 681 7164 ’
[Table 7] Ppsychological elements according to sex
element sex N average standard deviation F P
. . male 150 2.9653 .80959
tmmersion female 58 3.2828 98340 2384 018
male 150 2.1111 65841
dependency T le 58 2.2759 88773 ~1461 A4
. male 150 3.9378 83312
necessity I female 5 37011 68024 1.928 095
. . male 150 2.8711 1.07288
impulsiveness [l 58 3.0230 1.13402 01 369
male 150 3.1600 1.06865
ili -41 .
usability fernale 5 32241 778% 6 678
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[Table 8] Psychological elements according to the level

Alo g —

e

element level N average standard deviation F P
. . over 60 186 3.0337 84534
fmersion below 60 2 31818 1.07776 128 | 467
over 60 186 21398 72583
~990 | 32
dependency below 60 2 2.3030 77602 90 | 323
. over 60 136 3.9068 74069
necessity below 60 2 35758 1.16466 1849 1066
. , over 60 136 2.9391 1.08270
impulsiveness = 0 760 2 26970 1.14969 985|326
- over 60 186 3.2258 95157
usability below 60 2 27727 1.26045 2085 1 .043
Pulo] W& Ag3 2 A[table 8] #e Ay 19 AL o] 8A|e] mE AEA Q4 table
7F ugon  EAA(t=-728, p=.467), °oFA 101 #e Ayt ygon o &A(t=-.985,
(t=-.990, p=.323), AL (t=1.849, p=.066), == p=326), WEA(=-1354, p=.177), Z5A
(=985, p=.326) EAHOR feojulst zjol7} (t=-1.383, p=.168), A4 (t=-1522, p-.132)& %
yehdx] ekt WE]Ad(t=2.035, p=.043) & Adoz 8ondt o]zl velx] &gkm 29
ou|gt ZolE BT A(t=-3.014, p=.003) 2.2 FJu|st 2}o|Z Hr}
Ado wE Ag]A QA[table 9= e A
7} ygoew EAA(t=1539, p=217), <=A
(t=.937, p=.394), BLA(t=1583, p=.208), A4
(=331, p=719)0C EAHoZ Fous zo|7}
UElA] ekgkar F=5A(t=3.448, p=.034) o2

gk zfolE BT

[Table 9] Psychological elements according to age

element age N average standard deviation F P

10s 16 3.1750 64031

immersion 20s 150 3.0987 .93858 1.539 217
30s 42 2.8476 .64892
10s 16 1.9167 41276

dependency 20s 150 2.1778 80885 937 .394
30s 42 2.1746 48410
10s 16 4.2083 56928

necessity 20s 150 3.8356 .80892 1583 208
30s 42 3.8730 82295
10s 16 3.5833 50918

impulsiveness 20s 150 2.8756 1.13223 3.448 .034

30s 42 2.7937 1.02265

10s 16 3.0000 D7735

usability 20s 150 3.1800 1.04798 331 719
30s 42 3.2381 .93207
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[Table 10] Psychological elements according to gaming time each day

element gaming time N average standard deviation F P
. . below 2 hrs 44 2.7091 1.00922
fmmersion over 2 hrs 164 31463 80857 3014 003
below 2 hrs 44 2.0606 636830
dependency over 2 hrs 164 21829 74243 985 326
. below 2 hrs 44 3.7273 73055
necessity over 2 hrs 164 39106 81407 1.354 AT
. . below 2 hrs 44 27121 1.13345
impulsiveness over 2 hrs 164 29675 1.07473 1.383 168
. below 2 hrs 44 29773 9213
usability over 2 hrs 164 3.2317 99445 1.522 132
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