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Abstract  while the mobile game is the publishing of KakaoTalk, mobile game industry, became the
opportunity for more growth. However, after two years in service, this time in a number of games has a
service Kakaogame, but out Profitable game is out steadily, as compared to the service game was in early
Kakaogame many I was reduced. Everyone hurried game of in feature If you get a good game is depending of
course also Profitable model. Although domestic mobile game is a lot of publishing of KakaoTalk, in order to
the competition between the same kind of game because it is similar to everyone game, profit structure in the
game is important. Under the paper to find a direction that can be maximized through the previous study the
benefits of typical Profitable model used Kakaogame has been presented in the direction of a new Profitable
model.
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(Table 1) To achieve a more domestic million
downloads in the game of kakao game

Genre Game
AniPang
Pang Game
CandyPang

DragonFlight

Arcade games

(Running game) WindRunner
CookieRun
Mini Game Togather PongPongPong
Board game Modoo Marble
EveryTown
Farm Game TinyFarm
TloveCoffee
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(Table 2) Major profit elements used in each genre

Genre element

heart (token)

Pang Game -
Helps to earn points

heart (token)
Helps to earn points
Increased ability
heart (token)

Arcade games
(Running game)

Mini Game Helps to earn points
Increased ability
Helps to earn points
Board game -
Increased ability
Time D(Helps to earn points)
Farm Game Increased ability
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[Fig. 6] Game screen of the example of the level
Ranking comparison
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[Fig. 7] Game screen of the example of the
ability Ranking comparison
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[Fig. 9] The benefit only to a specific time in
the game & Sale Events
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[Fig. 10] Profitable model system of new
personal events

99} e o] &= [Fig. 1013} & me WS A9k
sttt fA419] S S Qlstol A FAZE AF B A&
o PQ3tofojdlo] FoiQlx] dolulal Ho|E 8} A
AX AAE 5 A7)= wlolth

33 Eflol M2 4oime

IS e SNGIA AESE dolrt 47
7 A2} A 2 SES h fiolwA
AQE AT 21 24w ZgHn Ak A

olelet faw AFe AedAE £oe 28 £ g

Journal of Digital Convergence | 459



o, el 20124 A ANe] el AF e
F ol AYe BAd 24T AYE 32
£ E(ED)) 45417 Age 27)7)
A71& F1ekelok Sk SR 9 Alzbe] At
FAZE A1) 7158 Hofdr] mhio] 244l

= Sk SAw @A) AteslHE el
el side] B34 AF8 e Algtol FolubaA ¢
o4 e solraRE 4018 urle oy,

B Al Astolt w7 Aels ARkl

22057] 91314 AAE Bk T A A
7 frAe] Azl BT fA4 2] Aol S7helaL
FAZE AL A Bel 127l ofelgol ot
Aol ths)

ofe o] vrolrlthA A9 o] violaiths oulo]

H

o S B Hel ekl Sfad sEd
)

H

Aom s AE= &F IPIAYNA F53

o= B Aot

1~4 Time Model

2~6 Time Model

[ 4~12 Time Model ]

[ 6~24 Time Model ]

B}l 7 2Eluto]q h= AlxElel] R AA A
2dg dow {9 AdvfEo] AYe] Wi

ofug} Aol fAe Agufee] wHXA k. 31
REfrAE A AgsidS s 2 A

N

A 3
& A=A AAGA BaF FERDAA & 5 g

7] vzl BEe] 713

il
N
rir
-
M
o,
il
=)
o
o

f

molo] LA S wElsly] vl Fl7he AlQle] A1

of
- 3

=4
iy

Algrgol glem Tl Algtso
GAs] S8l ALg s Ao
solol el)olth
ol Au]

I
I

T

2
o,

Ny
=
Y

]_

it
ol

]_

'111
> Wy

X,
jsloA
i}
lo,
[-‘O
N
o,

2 1
N
i
lo
-y
19
t
i)
=
=
>l>
_0|L

d

&
19
o
1w =
(e}
oft rr
o
>
o
5
o
)
yugs

o,
lo
e
o o
re
-4
Tt

fo iy orlr
b Ao
)

oy
Z

2

o

rir

M

e Jim

fo
2B

o
>

8
st Agtatol A 27kA1 & Al ow 3
A AR = o ofelRle & U &
Ao Fejstr] flsir Ao FaAel vk A
7h7PEERE Sk ofeldle /Mg Bad v s
WAool S AR 7 WA, SNG= 7k

SEESE R RRE P S REE RER R

=1

L

&S
19
t
s}
2

ko
o
i

of

2
o

=,
fu
rr
o
o,
4
BN

o] B7lvete B2 wAE A7IA = Rl FETt
274AH el SNG= Fef7haL Sl ol 5 shufolth. ©f
A% 35S B7I1A el sk frAdA B Al

ojgt & Sl fr=st

REFERENCES

[1] Hee-Seog Jung, “The Evolution of Korean Social
Network Service focusing on the Case of Kakao
Talk”, Korea Digital Policy Institute, 2012

[2] Hyeok Su Gwon, “A study on User Interface(Ul) of
Social Network Game(SNG) by genre : focused on

460 lJournal of Digital Convergence 2015 Jan; 13(1): 455-461



Proposal of popular Profitable Model of Kakaogame

KakaoTalk games” hanyang University Graduate
School, pp. 10, 2014.

[3] Han-Gook Kim, “An Analysis of Market Trend and
Profitability Model for Mobile Social Game”, Korea
Institute of Science and Technology Information
technology commercialization Armory, pp. 5~8,
2012.

[4] hong jae hee, Cookie Run 'Windrunner’ Copycat?
"We're four-year-old game.”, MoneyTodayNews,
http:/www.mt.co.kr/view/mtview.php?type=1&no=
2013071215201596920&outlink=1, 2013

[5] Dong-Suk Hong, "An Analysis for Business Model
and Success Factors od Smart Phone, Korea
Institute of Science and Technology Information

technology commercialization Armory, pp. 4~6,
2013

[6] Suk Go kim, "The characteristics of a social
network game service: Analysis of national and
international SNG services”, hanyang University,
pp. 20~25, 2011

[71 JoonKeun Yum, Hyung-bum Ham, “On the
Estimation of Satisfaction Distribution for Game
Factors”,Korea Game Society, Vol.8 No.3, 2008

[8] Kim, Suk Rae, “A Study on the Development of
Design Content for Mobile Farm Game - Mainly
with Concept Development and Visualization
Process”, Korea Digital Design Studies, Vol.13 No4,
2013

3] g ¢l(Heo, Tae In)

220129 29 ¢ SAAEST A7)
g3} &

<2014 29 AlFATo WSk o
e zAds £

<2014 32 ~ @A Bt A
BRI =EkY Aldsty AL A
i

c AR mukdAIde] Folrd

- E-Mail : huteain@kw.ac kr

7 # FHKim, Tae Gyu)

- 2002 849 1 AlFUigh txg
Zel=3H(FEAD

<2006 8¢ FediThu WSS
AL ALY

- 20139 29 - FFEUE A
A3k AR A

20149 39 ~ WAl vt
Anzazsis wo

3R 2819, 7)5AR)

- E-Malil : game@kw.ac.kr

A 3 Y(Jeong, Hyung Won)

|, At
- E-Mail : hwjung@kw.ac.kr

Journal of Digital Convergence | 461



