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ABSTRACT

This research tried to evaluate the competitiveness of a mobile game in the aspect of
emotional value which was developed on the purpose of improving specific emotional
features. An evaluation of emotional value of a game before its commercial service will
provide an effective advice for its marketing and service.

The target game to be evaluated on this research is a mobile puzzle game of match-3
genre. We compared the game with Candy crush saga and Poko pang, and the indicators
used to evaluate emotional features were flow, challenge, and intention of use.

The importance values of indicators were calculated using AHP. And the three games
were evaluated by pair-wise comparison method. Finally, the importance values of each
indicators were applied to the evaluated results to make overall game quality value.
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[Table 1] Hierarchial Structure
Evaluation Goal: Emotional Value of Games
Indicators Sub-Indicators
1. Concentrated on the play
2. Tried not to make a mistake

Flow during the play.

3. Not influenced by things
irrelevant to the play

1. Felt challenging to the goal
during the play

2. Kept challenging to achieve
Challenge .
the goal incessantly
3. Felt achievement when
reached to the goal

1. Will play the game frequently.

2. Will play the game again to

Intention of
reach the next goal

Use 3. Will play the game primarily

than other games
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[Table 2] Scale for Pair—wise Comparison

Value Definition
1 A and B are equally important
3 A(B) is a little more important
5 A(B) is more important
7 A(B) is quite more important
9 A(B) is absolutely more important

*Even number means mid value of odd numbers.
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[Table 3] Process to produce importance value of
indicators

Order Work
Make a pair-wise comparison matrix of

1

indicators
2 | Multiply the matrices
Add above matrices to calculate the

values of each indicators
Calculate Eigen Vectors of above values

to produce the importance of indicators
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[Table 4] Consistency calculation

Order Work
Multiply row of pair-wise matrix and

column of Eigen vector
2 | Divide above value by Eigen vector
3 | Produce average() , ) of above value

Calculate CR

4 * k%
CR=((\,,, —n )/(-1)/RI[ ", X, =n

#n: Number of compared subject
#xRI[: Random Index
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[Table 5] Age of Testee

Numbers Rates

20723 6 60%

Age 24~25 3 30%
26 1 10%

Total 10 100%
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[Table 6] Consistency Rate of Experts

Consistency Rate
Sub-Indicators

P indicators Flow |Challenge| "t

of Use

A 0.0516 0.0519 0.0279 0.0179

B 0.0176 0.0522 0.0519 0.0176

C 0.0003 0.0000 0.0000 0.0003

D 0.0176 0.0087 0.0000 0.0519

E 0.0087 0.0179 0.0087 0.0179
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[Table 7] Importance Calculation of Indicators

. Sub— Global
Indicators |Importance K Importance|
Indicators Importance
Flow 1 0.5210 0.1708
Flow 0.3279 Flow 2 0.2282 0.0748
Flow 3 0.2508 0.0823
Challenge 1| 0.3060 0.0714
Challenge | 0.2333 |Challenge 2| 0.2556 0.0597
Challenge 3| 0.4383 0.1023
I . Use 1 0.2373 0.1041
ntention
0.4388 Use 2 0.3675 0.1612
of Use Use 3| 03952 | 0.1734
Global Importance = Importance of Indicator x

Importance of Sub-Indicator
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[Table 8] Compared Scores of Each Games

Compared Score
Candy
Poko Pang | P-Game
crush saga
Flow 1 0.0227 0.0476 0.1005
Flow 2 0.0115 0.0186 0.0447
Flow 3 0.0125 0.0211 0.0486
Sub-Total 0.0466 0.0874 0.1939
Challenge 1 0.0183 0.0098 0.0432
Challenge 2 0.0114 0.0105 0.0378
Challenge 3 0.0276 0.0170 0.0577
Sub Total 0.0573 0.0373 0.1388
Use 1 0.0425 0.0328 0.0288
Use 2 0.0706 0.0334 0.0572
Use 3 0.0750 0.0523 0.0461
Sub-Total 0.1881 0.1186 0.1321
Total 0.2921 0.2432 0.4647

*Compared Scores: Pair wise comparison result
between games x Global Importance
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