Journal of the Korean Institute of Industrial Engineers http://dx.doi.org/10.7232/JKII1E.2016.42.3.222
Vol. 42, No. 3, pp. 222-230, June 2016. © 2016 KIIE
ISSN 1225-0988 | EISSN 2234-6457 <Application Research>

BB ZHEA S o) SR AYAFS TH 0L BA

REELMEEEEERE LR E BERDEE E e M LR BT S
REGEEREELELE

Success Factors of Game Products by Using a
Diffusion Model and Cluster Analysis

Sungmin Song® - Nam-Wook Cho” - Taegu Kim®

'Seoul National University of Science and Technology, Department of Data Science
*Seoul National University of Science and Technology, Department of Industrial and Information Systems Engineering
*Hanbat National University, Department of Industrial and Management Engineering

As the global game market has been more competitive, it has been important to analyze success factors of game
products. In this paper, we applied a Bass Diffusion Model and Clustering Analysis to identify the success factors
of games based on data from Steam, an international game platform. By using a diffusion model, we first cate-
gorize game products into two groups : successful and unsuccessful games. Then, each group has been analyzed
by using clustering analysis based on product features such as genres, price, and minimum system requirements.
As a result, success factors of a game have been identified. The result shows that customers in game industry
appreciate sophisticated contents. Unlike many other industries, price is not considered as a key success factor in
the game industry. Expecially, advanced independent video games (commonly referred to as indie games) with
killer contents show competitiveness in the market.
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Figure 3. Genre Comparison between Successful and Unsuccessful Games
Table 1. Characteristics of Clusters
Group Successful Group Unsuccessful Group
Cluster C1 C2 C3 C4 C5 Cé
Number of Games 85 89 120 168 35 56
Price(USD)" 19.99 14.99 13.49 11.49 19.99 19.99
Minimum cPU™ 1,395 1,254 727 1,103 1,395 1,395
System Memory(MB) 3,072 2,048 2,048 1,024 4,096 2,048
Requirement’ | Graphic Card™" 454 151 140 141 747 284
Indie 42.35 71.91 66.67 54.17 42.86 23.21
Action 58.82 60.67 40.00 45.83 74.29 57.14
Adventure 24,71 100.0 0.00 37.50 17.14 33.93
Strategy 27.06 14.61 39.17 29.17 20.00 14.29
Genre” RPG(Role Playing Game) 18.82 25.84 26.67 35.71 25.71 21.43
Casual 12.94 12.36 12.50 15.48 5.71 7.14
Massively Multiplayer 9.41 3.37 9.17 7.74 8.57 5.36
Sports 8.24 1.12 8.33 2.98 0.00 7.14
Racing 7.06 4.49 4.17 1.19 2.86 8.93
Early Access 16.47 14.61 11.67 8.33 25.71 10.71

"1 Median Value; ™ : Percent(%); ~ : Benchmark Score.
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