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Abstract The objective of this research is to empirically analyze the impact of contents update or patch
service in online game, being provided after delivery to correct faults and to improve performance of the game.
Regression analysis is applied to the data set, where the weekly increase rate of playing times is dependant
variable, and the time(week) and two types of contents updates are introduced as independent variables.
Statistical results show that the time(week) negatively influences the weekly increase rate of playing times. But
the impact of new contents generation and contents adjustment on the weekly increase rate of playing times is
not statistically significant, implying that once online game is published, contents update has no significant
impact on the playing times. Implications for game designs are provided as a conclusion.
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Independent Var. Model 1 Model 2 Model 3
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week -0.0087 -0.0087 -0.0087
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Generation -103)
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New Contents 02413
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(Table 2) Regression Analysis 2

(Samples with no new system component generations are removed , sample size = 3422)
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