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ABSTRACT

The trend in the domestic MMORPG online game market is on decline because of the
change in customers attitude and the advent of mobile or foreign games. The underlying
cause of depressed domestic game market is that it has been failing to provide quality
service arising from not revising existing game design. For this reason, this paper sets
out to gather game users’ opinions and to analyze successful domestic and foreign
games comparatively to approve the importance and necessity of scenario development
and to solve current problems in the MMORPG market. As one solution, this paper
proposes a new design method, TIME FLOW scenario technique. This technique aims to
establish a system in which story and environment change as time progresses and thus
can provide different contents to its users over time. It is expected to enable a new
frame for game design environment and to restructure education environment for human
resource cultivation.
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[Table 1] 2015.06. South Korea
online game PC Room player share(%)

Rank| Online Game Title Category |Players
1 League of Legends AOS 41.50%
2 FIFA Online 3 SPORTS |10.89%
3 Sudden Attack FPS 10.31%
4 Star Craft RTS 3.54%
5 Dungeon Fighter RPG 2.59%
6 Lineage MMORPG | 2.34%
7 Aion MMORPG | 2.22%
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[Table 3] 2015.06, MMORPG online Game
PC Room Use Change in Player share(%)

222%%= AxY £AS Rank| Online Game Title Change |Players
=9 67915 st = A = 5 AUtk 1 Lineage 4.93% | 2.34%
2 Aion 0.98% 2.22%
3 Diablo3 -3.33% 1.94%
[Table 2] 2010.01. South Korea 4 Blade and Soul 354% | 1.86%
online game PC Room player share(%) 5 MapleStory 50.81% 1.07%
Rank| Online Game Title Category |Players 6 Lineage? 3.82% 0.97%
1 Aion MMORPG | 16.6%
0,
g Sudﬁf;eaztemk MI\Z(P));PG ;Zgg; [Table 31& He ) 44 %9 MMORPG
4 World of Warcraft | MMORPG | 351% AJESY 5FS 7] w22 vpepd sgo|tH3].
5) Star Craft RTS 2.93%

Z1ol "l [Table 2] #47 20108d 22FIAIY

4 s MMORPG H+&2 Ed A4 AY
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[Fig. 1] Results of 2015.03 Game Community
user survey (%)
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What are the problems of MMORPG online games?
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[Fig. 2] Results of 2015.03 Game Community
user survey (%)
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[Fig. 3] Blade and Soul share of PC room
players (%)
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[Table 4] World of Warcraft Update

Schedule
Year Update Status
2004 World of Warcraft OBT
2007 World .of Warcraft::
Burning crusade
2008 World of Warcraft::

Wrath of the Lich King
2010 World of Warcraft::Cataclysm
World of Warcraft::

LU Mists of Pandaria
World of Warcraft::

2014 Warloads of Draenor

2.3 ALIZ|22| E24 Eey

[Table 5] List of Blizzard Games

Company Game Name
Warcraft 1. 2. 3
. World of Warcraft
Blizzard Diablo 1. 2. 3
Star Craft 1 .2
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f
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[Table 6] Domestic games with good game

scenario
Company Game Name
Lineage(1.2)

NCSoft Blade and Soul

N Mabinogi(Series)

exon The Kingdom of the Winds

XLGames ArcheAge
KRGSoft Ruler of the Land(1.2)

[Table 6] =W ALE F
Hol A Aol 43 M
olA7EAl AY =9 FAE

B & gk olgAl Muls

Avg et & 4
MORPG AlYE=ZA
AL =

7} 0\’41 Xl" w= A
];

Asta AAS 93k A2 5§99 TIME FLOW
AUE o5 Aljkstazl gkl

3. TIME FLOW A|L{2|2

MIA| 2

Worldview

Il‘l_u_c

Environment

=AH

Monster

TIME FLOW
SENARIO

7HE

Characters

[Fig. 4] Example of five configurations for
application of time—flow scenario techniques
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[Fig. 5] Example of TIME FLOW change of

scenario environment
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[Fig. 8] Time Flow Scenarios Simple Example.
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# The ocean changes slowly with periodic tectonic position
SQEDA ® Many plants and animals living in the sea can be gathered
@ Waves are generated periodically by gravity, earthquaker, and wind

# Rain falls rand omly, regardless of region.
.IN #® When it rains, it is possible to collect water.
# Due to rain and cloudy weather, the muddy ground gradually slows movement.

G

SIET= 8 ® The earth is so hot that nothing can live there.
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@ Planet earth is a sea of fire due to conflict.

@ Smoke from the huge collision covers the earth.

[Fig. 10] Natural Outline Example
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[Fig. 11] Creature Outline
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#® Grow in the mountains in the shade of deciduous trees
# Number of leaves and stems depends on the age of the plant

# Older plants provide a stronger effect.

® Plants flower and bear fruit after 4 years’ growth

[Fig. 12] Biological Outline Example
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3.1.4 742l (Characters)

AYE dge seHel Qzte] #5 FHax
B BE U, AL £, 4, Aew 2o A
& S19]

et eokgk Wg[15]olth

[Table 7] Example Characters Outline

Setting Example
At least eight hours of sleeping is
required to get rid of tiredness and to

Division

®. increase the amount of action and
Sleeping .
physical capabilities and restore the
body.
Appetite arises in proportion with the
© amount of activities and meal intake
allows to participate in physical
Meal

activities with increased amount of

activities.
@  |Exercise

Exercise|makes healthier body.

Skill is acquired by repetition and its

increases capabilities and

@. level is proportionate with the number
Skill -
of repetition.

® Body temperature changes as the
Tempera|weather and the surrounding

ture |environment change.

AL =] Al ofgA &8d AJAA 1FE o
& 5W FUe STl 8% WEE slok o
FHe @ AS dEzrel foln BEY
A 7F F7 ™ Fol 3|EHTh olEA MY A
A = 3 S A8 xSt @4

of MMORPGs: TIME FLOW Scenario Design —

e Folof Fr.

[Table 8] #2¥H A4 A Fud ArE

et aok g Wi-g{16]olth

[Table 8] Example Monster Outline

Division Setting Example

(@) Monsters live in group with
Life |cooperation and division of labor.

@) Monsters are virile and its population
Breeding|grows with speed.

Monsters hunt, targeting animals and
humans, and mark their dominated
territory.

©)
Activity

= H S R T
2 59 BE2HES YR Ao doplu Mz
AEs] Qe LUl YUY EF Tz 58
3 Qe Apgsin Al 47 9A% F7hEw
qee o] 98] Belolofe] vhes FrlHom
A Ak o€ BrEV 4BsE BYS
TSI Agte] BFOE BAEEY 4F Aol
Wasle] Bwdel Tulzst gEE 4otk
oJU% BAE} AolelE ARRA Agre] S8
JEL ol W= YL A eIof Ak,

3.2 TIME FLOW 7I¥ AlzAlA

[Table 9] Time Flow Synopsis Example

@D Genesis
In the beginning there was light

Background

and dark. Two opposing energy

D . expanded with blast which created
Genesis
gases and dusts to form the
Universe and the galaxy.
In the infinite Universe there were
© two starry planets which collided by

gravitational power and exploded.
Debris from the collision gathered to
create the galaxy consisting of one

Collision of
galaxies

star and lanets circling it.
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Planets revolving around a star on

® its orbit collided and united with
Birth of |each other making water and gas
Earth from which a planet named Earth
was created.
In 3 bhillion years from the birth of
@ Earth, there has been evolution of
.. lives and there arrived the age of
Beginning , . . .
of man’'s coexistence with dinosaurs.
e Humankind avoided from dinosaurs
civilization |.
in caves or on plateaus and
developed civilizations there.
® Collision with a planet caused the
After extinction of dinosaurs. Surviving
.. humankind divided into two tribes
collision

of Hell and Lune and separated

ith planet
VR [P from each other.

Due to the difference in living
conditions the Lune and the Hell

® evolved differently and they set to
War of two . .
tribes war to keep their own territory
after the debris from collision
disappeared.

Their deteriorated eyesight made
the Hell nocturnal, which caused
their defeat in the attack from the
Lune who can use both night and
@ day. Chief of the defeated Hell
Evolution of|captured the female Lune to bear
the Hell [their posterity, the new humankind.
Two hundred years later, the Hell
gradually evolved, expanded their
territory to Kingdom and developed
their own civilization.

Two civilizations of each
humankind developed gradually into

Developmen
t of
civilization

nation and the expansionary war
began. The synopsis applied Time
Flow like this should describe the
flow of time with accuracy and
clarity.

oldd Aoz TIME FLOWE A&
2[15]= 7 FEZ vro] A7y 3E
o ~Efe AN T=E FHa Al s Ao 2=

A Fdste] dAsk= A Fasith

3.3 Time Flow A|Lz2[29| A
[Table 10] Time Flow Aluygles 83 &

S 24 WE18]olth

[Table 10] Time flow techniques the pros and
cons

Division Contents

The pros and cons of TIME
FLOW scenario on business and
education are as follows. For pros,
Businesses can revise the game
@ |design environment and the game
Pros |itself with ample contents, which
would secure the users of high
® loyalty; also they can differentiate

Comp their game product and enjoy
any promotion or advertising effect.
However, businesses should

reconstruct the game elements and
invest in design research to make
applied
intelligence(Al) realistic and vivid;
and the present Al level which is

the game artificial

Cons

common need to be improved.

As for education, the recognition
of scenario’s import and necessity
would work for the basis to

@ |cultivate professional human
Educa Pros |resources in scenario development.
o and |Yet, there will be need of much

Cons |[time to establish the Time flow
scenario due to the reconstruction
of education on parts of game
design and project.

AEe guE 5 dvh =@ Ao Fadw
age AAste] AEHY AHL NGO Wk
& B3 Ao Robel Hold AMES W
Foolth ST A RaE5e ATAselok s
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Adell HE=HE AFTATADE 7Rt 743 ol & A F A9 HlFRT AQ] AR
ofof gt} Egh 7|9 wKFe] AL H o o o & nFE T wdo] JAH: Q7] w&
TIME FLOW Alug|ee] Aol @ Agto] & Adl o= o A NS olF Z F UE
28 £ s Aot old oz TIME thie] o QA Aol oF FL GFS v
FLOW Alugle 7[HE A 2 w§Hoz FH 2 5 e FRelth ofd A ATt AA
¥ dHle SR 5 BACE 2 84E vE ¥4 ZHE B QEAE AYE FAEsE 84
welatn Ao a3 WuA Il shsite] WatE F3 o] o]Fojxof Fhr}
T3 AY e duket BFE B8 E
A3t BASIAA AEA] wE 7ks wfAEs)
4. Al M= 2A olAl M goz AY MEE o]Fo] & ko] o

A P s & FaAo] rta Eof

4.1 ALLA 214 M

i

A FW ALLAELS 2 MMORPG A
Azl Wol 915H EF[19]8 Hela e AF
ojth, ol BEAT HF R} 71E ALEY
Az Q3 Bale] oA o]F EEy]
M= M2 A28 ES]o] Hasir) fvhe] o
2 AF7A & AFe AT AYES 2d gy
A, vl ye), stEgelr], €= o H fIayx=
E, ololg, wWo|E~EY, W o HolE], 1

5. 22 U £3 7w

MMORPG Al7te] @43t EAE dstr] 9l
AAE 71 AY Feeks de 2pEstd A
tiAkelo]l gk Ajgdolth. ofd & =RelAE= Al
o Wl 22 A0S ] A% AdEee T
243 HeAS dsstd AR AY dH

TIME FLOW Auzles 543Ql oferjolz

o8 dAE T ARE FHel HARCR T g gl aelaich ol@Al AekE AL
AR AIREel 2 S AW AR 2 1 oL o0 o MMORPG. MORPG, RPG = 4
B ELQE AL R F Ak oA GBAED ol aae e A e dheend
EAEE w2 AAsel AFA ADE OANE Lo e wae slelse we chgee |
1 AzxIUE Ao TRT FxeE AA7F 28 O oA oFAe] 2 woo] ® 2 s wed
stk S AL A%AD ARE AMNE O o naon zasa Besud o
2 wHAEe] A A2 Fele] AU AT
3o 5 9= ARUAClE Fo] whasol T —
S e RS ATsa o vt A7
A A4S ol A AU BARATE 2 B odrs E AgEs was Aues] 2
q3e @ Baiol rku Bt 247 Bade fa a9 wakeh A o)
wakz A8 A ALl P Fof ek A
4.2 DS OIX| AN 04| HT o] Aol @A @ Zloltk wH Wrjd Fel= A7)
, =AY W Tdx BE A4S a5 9oy
Adel wEAS AARE 718, 2, 22 0 s pe mE 24w e oadse
SR OIRA A BRE AN ARE AR Lo o G wa mades we ma
EEel wArd A AdEe BES AY o 940 gu Agees zage AuHm
WE BROA B MES AXHH T 9 Gw melse] A%ass
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B ol Al P wHE AU o=
AvtE et A dAlel Fad RES X
1o g ool et Al Aslel 2

FF SERIAde] S s AY Al
gk A Al=g, AQ7E, A e, A
AR, A 5 ol Hihe Ze 7 asEol
Al ARE degol Sl ol AYdE T3
T 8AES ARE FER AAlsk AAste]
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