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ABSTRACT

The Management of Game Money in online game is considered as a crucial factor for
successful game business as well as balancing game economy. The generation and flow
of game money have a strong relationship with game contents, entertainment factors,
game planning and level design. This paper explores online game economy in various
ways especially the matter about managing & controlling game money in this context
through theoretical and practical perspectives. It also examines how this management
makes an effect on ‘Free to Pay’ policy and Sales revenue. Finally, this paper draws
conclusions about the Management of Game Money which can be considered to be
practically useful for game development and management. I hope that the study helps
further studies and researches and can be served as a foundation regarding the issue.
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[Fig. 4] Money Supply Distribution Chart by level

14 | Journal of Korea Game Society 2013 Oct; 13(5): 5-18



A el A

=

=

Ly

- =
a

}7]

S

A2 <)

[e]
A9

— A Study of Game Money Control in Online Games —

NETHRETHP o FTITHTRE T TFAXFEATTLDDT B
‘_ﬂ_ﬂ I i N =T _ 0 —H TO —_— == 5 7 = f
iﬂ.%oﬂfegm.ﬁy%ﬂ%ﬂ%ﬂz FRLGAEAE pF oyl BNTF L T AR
h < M — E — B o N 0~ o [ S o R __ oK m oF B
T Al 2 4 o & ) R 1d|r A T PR A T o] T nl " o
EUCT ﬂﬁ @romﬂ&.ﬂﬂﬂ_ad’ W 5 = o X W T B R
%Hﬂ._g%ﬂuw@ﬁ%mo%@ww%m Nog HF Wﬂ%ﬂ%%ﬂﬂimﬁg
= o W o o T ] I 3 £ = _
ﬁu;@ﬂM&HW%WH%W&AT wmﬁm»mu%%mh%%ﬁ%%7u£ﬂM
o o < o Hp o ©7 ) L Hook e = = o -
owwuLtWLtAN_.‘_N#ﬂoﬂﬂambtioﬂmaﬂ o_u_ﬂﬂ]OMm_lm.ﬂﬁomAmﬂﬂL%%leHOATﬂm
iy o ~— — oF A= 5 n NN = = W W= Xo5 °© T Mo © H WW o wm T o] oy B
R T T ® oo BN T o @ O F
=3 RGNS T of o) T m © 5 B N Y e X =
o o~ <0 Hp % i ) g * o oE X ) o T
ST ReRTra RURFLT Eow, TR it g POl dx
_ H 2w ~~ 0 90 0 Z.E X o~ mo o = N wlr ik o \.Jl
%%ﬁﬂwwﬂwwmﬂﬂﬂ%#w TOS ] "B T RhE
TET PE g aET TR . PET I TR T T
s X [T = ~ - oW o - 5 =)
= THeowsRI®®  ®ygs W e Ll TN SR
TENVgR s R ot rks Tl TwCZ g E _TITT
X _ T maNHr gt B oF W B LGy R D o 2o oo
A L N Towm 2 lE w2 Pl Y NN W
B N S Gl W - ) B A L i e e U
E P L of " N T T by ot oK Jooup m WO o i R
PR T RRKEEM®RE WA H o Y oo oM e N X E N NE o o B ook o B X
@iﬂumwuﬂ%m m o wY ol 8l= w Homoe NE o oF
O]]],I ~ oo 5 ] T o < ~ =
FIve il 22 ESl | 4] FrEITC
L G T A i o LS 5|28 g | £ iR S
MWW B a|E[5 o 2] 8 T L T
= %Ovﬂu%%iﬁaﬁo_% >el” 3 2| o Ty RXHET
iy . o= o T [
5 M %mmurMmrA%%T%ﬁ 2285 28] R oRlT L
Boor HNE TR0 W | Pz El B 2 Te R Ewo
o e g T F o S1TE F ] v gy R O
A ol 154&?% WﬁEUr;ﬂ 188 2 m ﬂfr‘_&zoﬂeglﬂnﬁ
N R It ol | @ e £ 15 = N 0 _
w W gR3c® Txofe  G|EE || 8| TavET AR
N B TREERTaliT SEIEHES Tex . 2T
g B o y5ZoBe wmE T & G TN TG -
% R e T o Nrawg%lomu olgle |oglsg = F e R m L
¢ o o H gk T ER T g CIS|EgBEEE T Ew ol T
— ~3 = O ol - = H OlH © s N
w M e TsT Ry cZuwmy FEESEEEE mausz T oauE
oF TR N E g W W T % i AT A Mg < s T oo
5 ™ Mﬂozﬂﬂoumﬁ .%uT%AT > oF m " o do m M- =
i . o N oF W od A 3 sl o =F T T T W _
— ® e - = W o o~ og 995 X = = ~ =
° o Ao T EEE ™ EEEEEfE| e F Tt Mg
oy EBRRK T RARE KA BB A

2loio}

HoLE =22

7ts8t A

[

[

=

==

8
t=lof Rl

AHA
[l

Journal of Korea Game Society JKGS | 15

16) FHAID{L2t I 504 Aol A

17) ZATAN ez

o)
A=

Al

p

L

Askel AldHY o]

p

L

3 A3

A FFAS A
o

o el

ol Aol Tk 87



o

AEA71E

=
oAl e -
Fol7k oksllx A
Spent)°] EolE1

Abgho] Lie}

31
=

ol AdHUE 5T 57
o glo]  AIZHTS: Time

At BE A7 st
o]y olfE o=

3L

=

A e Bz BT kg AY
s A ez, 793 g UAlelets easw
A9 wle] Wz
7 A

= =2 O
ZE2 &

Tl A0l olel AYES AW uE
3 oge 724F WEUs AR 98 Huea
BAHoE =R B4 @ & glojok o M5
= A7k FAo TRl Zwe] ¥ A A
FHon Aed AE B9 Asgd. @

to] el ¢
2 AT AR A
agar suielel A AldwY zA ol
ofA AtelHuy] UdnkEol} =
IdRE A= T
woolelg Ase FEe
ol A= FAZ 2HEHAT
AAGA NN 2 A7 7HE
A S AL Bt el o
o] grzEo] Zrtd Tt
ATk #Ae] o|FHd Aow A7

A Eo g ole

=

o

Z

A5

il
Ha

L

f

[

18k

EaH o]

3k /\]

pal

4

=
32

=

jale

4
O %0 ox o of &

rE

REFERENCES

[1] Hiroshi Yamaguchi, “An Analysis of Virtual

Currencies in Online Games”, pp. 4-6, 2004.

<dx.doi.org/10.2139/ssrn.544422>

[2] Edward Castronova, “On Virtual Economies”,
CESIFO Working Paper, No.752, p.4, 37, 2002.
<www.ssrn.com/abstract=333500>

[3] Edward Castronova, “Virtual Worlds: A
First-Hand Account of Market and Society
on the Cyberian Frontier’, CESIFO Working
Paper, No.618, pp.14~16, 2001.

18) X|E7x|e| 2 7Esl= R R Al WHA Xo|E 4E
Hzo| ‘S nt AlHA'e RE DA MIsh stot, 18

Lt zlZoli= F22t 72 1ZAlOjo|= E2ij0] ZEol SEY
2 Bgslk= A0] 233 F7[Ael tiEset A2Hoz

SHAol2k= M LB T

16| Journal of Korea Game Society 2013 Oct; 13(5): 5-18



— A Study of Game Money Control in Online Games —

<www.ssrn.com/abstract=294828>

[4] Vili Lehdonvirta, “Virtual Economics:
Applying Economics to the study of Game
Worlds”, Proceedings of the 2005 Conference
on Future Play, 2005.
<www.ssrn.com/abstract=1630302>

[5] Park Tae Soon, “A Study on the Internal
Characters of Gambling Games”, Korea Game
Society, V.7, N.3, pp.1-12, 2007.

[6] Jaee Sun Yun, Chan Lim, “A Study on
MMORPG
Motivation: A game User's Desire

Factors in Game User’s

Perspective”, Korea Game Society, V.10, N.1,
pp.47-56, 2010.

[7] Timothy Burke, “Rubicite Breastplate Priced
to Move, Cheap: How Virtual Economies
Become Real Simulations”, pp.9-17, 2002.
<www.swarthmore.edu/SocSci/tburkel/Rubicit
e%20Breastplate.pdf>

A & & (Shin, Jeong Yeop)

1999 Western Sydney University, 7154 # o]4/v]t]o]
2002 University of Sydney % 3}/t]x&n|t]o] 24}
2004 AR AZE VS TZAE wjjL A
2006 Z4rddistal/dj st o sheha o gulg
2007 SemoLogic, Korea AlQ/cfHlo] A F& Z25FA
2009-A A MNC (2=mfdA0|E) Ay o] ZEF4]/

7 ko] A

FAEF 718, Al Adl=, o g, v e,
7157 A, M Z2AZ A AFG S

Journal of Korea Game Society JKGS | 17



— gAYl AYES e AP —

18| Journal of Korea Game Society 2013 Oct; 13(5): 5-18



