Journal of Korea Game Society 2017 Feb; 17(1): 99-108
http://dx.doi.org/10.7583/JKGS.2017.17.1.99

I ZEE JajmA

&= W MMORPG2| =4 e AlAHI0| CHet H+

CEREC
ATICiSI CHSr AYSI SAP, TSt st Alystar

jungkooksl@naver.com, quesera2i@daum.net

A Study on The Voice Chatting System of MMORPGs in China

XU LING*, Hyung Sup Yoon™
The Master's Course, Dept. of Game Studies, Graduate School, Sangmyung
University®, Dept. of Game Studies, Graduate School, Sangmyung University**

o OfF
L 5

tho] AFEA7E FAlo Fo et MMORPGOA 9] A% wi$- 23 otk A" Al
g abd el veEbd SA A" A2"dE dgo s Aggloy FIeE E AT
stdth o] els EAIE= 7401 o] AT EZolth E AFE T AYA
ol W& 9 FAHEASF 1912 MMORPGE W= A4t 74 =
98 S5 dY B T U 298 HAEXAE i A 2 5—*46}031:} bel
MMORPGS] A® Alz=¥le =AA 37H Wzﬂi 40}%0131 T }

ABSTRACT

Communication is one of the very important factor in MMORPGs where a large
number of users participate at the same time. The voice chatting system, which was
appeared in the development process of the chatting system, failed in Korea but it was a
great success in China. The purpose of this study is to analyze this cause. The research
scope of this study is as follows. We set the range of this study from 2003 to 2015.
This period covers the beginning of the growth of the Chinese game industry up to the
present. The research target games are MMORPGs, which ranked 1st in sales and
concurrent users. In the research and survey analysis process, various factors such as
the input speed of Chinese and Korean characters and the relationship between men and
women were investigated and analyzed. In conclusion, chatting system in Chinese
MMORPGs has developed into three stages and we found out that voice chatting in
China was relatively popularized rather than in Korea. China’s slow typing speed and
excellent voice chatting system were the main factors.

Keyword : China(%=), MMORPG, Chat System(zH8 A]2®]) Voice Chat(34 1)

Received: Jan, 15, 2016 Revised: Feb, 17, 2016 © The Korea Game Society. Al rights reserved. This is an
Accepted: Feb, 20, 2016 open-access article distributed under the terms of the Creative
Corresponding Author: Hyung Sup Yoon(Soongsil University) Commons Attribution Non—-Commercial License
E-mail: quesera21 @daum.net (http://creativecommons.otg/licenses/oy-nc/3.0), which permits
unrestricted non—-commercial use, distribution, and reproduction in
ISSN: 1598-4540 / elSSN: 2287-8211 any medium, provided the original work is properly cited.

Journal of Korea Game Society JKGS | 99



— %5 Ul MMORPGS] &4 A9 Alzdel g aF —

x
rHu

1.1 917 o2 2

]
kO
0z

2016 AFEE T AT FRUL 244
o @ejd] olgth AR FTe AY AP Fu
o A 2350 PeE dolsln @)
AANA A 2 A AFe Basa e,

20159 FF AA AYAF 14079 A5

3 T ZFElolAE(Client) AYS 6119 9L A
Fata 2] FgeldE AU A9 109 T
MMORPGZt TS AA8ATH3]. &, T Al
Aol Al MMORPGZE 7Hd S8 $1x1& 2HAIS
a9tk

MMORPGY] w2 wbde] wa} & Aj2~8
g 7124 H2E P ey 4 FEzkA A
&aA Hslela Qv SRR g AldeA e &
AREAES] WS
off® t©l o]

A71E 2A Retal AkbAzith bR Sl

do

= 74 AR AlaEe AEHor ARGE A5
ARl 54 AP AdshA &= AdS ok

N
ofy
Al
o9
X
X
e
i
rlo
>
oo
)
i
[iad
Ho
%
dlo
oX,
O{N el

= oA 7%1%1 A" Aliﬁéloﬂ o gt 03%1—5 °
2 ghdsiAl R e¥skil, MMORPGS] A4
Aedo] #HAY ATE gS ok =3 S
oA o] 3t xolr} LAF H|AL HEAF)
&, o] A7 Fasiths AAor B ATE
SRR =

-

1)

A el dal Aveta AP Azsdel ws
Bee 3n o F 4 Azdel 97 e ol
2 ) A9 B9 9 SEsh diaAd o)
SN )

webq £ elgel A AA, E= ) el
 Azdle) WA wAS ey, B
Aelmgo] of@ oz A
sh=A Bl

fu

B odAge g £42 3=

1) &3 MMORPG A% vjd 19 Adel Al
] AlaElol] et AL R EA

2) Ad AY Al=" 7] Jdo]Ed digt
ZAF 2 A

3) MMORPGY AolHES
AEE AZFsh= ool ik

4) MMORPG<2] A" Alz==l 2 Ao o

24
5)

e

MMORPGS] AlejHEe] &4 AEHS A
23k o] ol ik =4

1.3.2 A7 W2

SaolA FaHom wgE dole7F 20030
Aoz g, o] =S Aste A 2016\
HolH s FA dojm = A HeE 2003-20151
< J7lFez 3k 3 MMORPG All#iE
10-30th7F 7H8 Bom(74.8%, 2012)[2] FAle] ¢
o7 w7 uEol(63.8%, 2012)[2] HE=AL o

U
A o)g VFoR @t

2 AT =40 wmey thewt Lol AT WAE
s,

1= F MMORPGZE FAHEA

=3}
ok viE WollA wd 1918 AAe Ade] AW
S

100 | Journal of Korea Game Society 2017 Feb; 17(1): 99-108



— A Study on The Voice Chatting System of MMORPGs in China —

2) o 7172 2003-20153 0. 2 A gkghry, A FAr) olREES AL AsHoE A

3) 2 AERAF U2 F 216W o2 10-30 g 5 A sk
o g’ AlelH e, Fdado] 60 AE o] el Z7] AeIHEL b 7EES o] &d om
=) o

B2 whso] 2Edr) 2003k

il L
e (W 1) AlEe] o|REETS AR T

2. 0|28 w4 SellM Agem A AFES 7B MMORPG
Aldel HSATh 1§ 2E MMORPGE Al vk
2.1 Al ME! AJAEIO| FO| o] o]EEEZE Hfrst7] Azl QQot 22 A
g zZgoagle] wizs v A9 MMORPGH
Adel AY Al=FE AYd FolA AatrEs fUmo] A o] RE]ZE ZA= x7|RE A7}
AAsHA she shute] mEola, AR YEHI & A ZQ o|REZom Al4xw ul &
H5 SA GraF Tes TARTHSL IP(Intellectual Property)o] 2Bl &2 o|1] g A
Aolm= dg el gxEst o|REITE 94E olo] AA Al ou@ o2 4 tH10].
& 4 i, ' S WAA VeSS &4
AN g ol & 4 vk e 54 A" T o 2.1.3 SM =
2~E9} o|RE|ZE FAd 4 & & vk Al
= AYAAt e Aol 2 JEE A Aol 29 Wil o Zgol= & u 2
B35 FellA SRl & 7 AL, olF FE A g ame s 294 sh[11] Lo eee
A aTE FAT T A g=s s AolmEel Abgste o4 AW
‘Teamwork' 8= Z23o] Ao|HE  Alo]olA
2.1.1 HAE A 27 fadt o] Zeade AY =% 54
HES FEL TS s H4A 54 AAAE B
719 AB ALUE 2 HMAEZ o8 & w4 g zzagor Adugy % 2
TR AT VE AldA 2238 B 2/ ) sjeg. mekA Aol §7E F5A
717 A2Egnk Ago] Zhs itk 2HiA g AR 7171 93 MMORPGo| = o8} e e &
oA B2 Algo] digstE vwm AF el U A AE A zEe] weE ol SAgAEe] =3
& stefel ofgrhs @Al Asin & AYe ESelolauA SAle F2t49 oaba
Aol AU BAE QY AAEE MEA 2o slzgis Aot 12]
AP, 2Z7] I iReld Ay dxEd
NG AlzFl A dAe] vgFd Ad s 2.2 BIxI9} sH=o| 9l &= H|m
olmE FAl wst & F U= A=ES F
TN7A Be AL o] 2Tk HAE Yo £ ghare] gk 18327001t ool )3
o xEdbAle] 71k gitkert 44 welsa 4 o5 8RR 350076l ol &vH14l, F=e] oF
9lt}= Aol 20 ol2= A& B F vk w3 T dES

P oS ol getel A2 4]

=0
2.1.2 O|2E|ZE 0|23+ HE! e, 98 &£ g g vl o = et
o

B Evlo 2 Folule] AL AUz At uekd g2 9E HEE FTole 9
olssel tha ogoel glol olmEle] g FEAl MIS oF THiARE © w=ta 4eA

Journal of Korea Game Society JKGS | 101



— %5 Ul MMORPGS] &4 A9 Alzdel g aF —

91 TH15]. MMORPG AgolA wE%9 19 Ade ol
A5 WO Aol EAstel[2], [Table 11914
AsE FA% 5 vk

=

3. 3 L MMORPGS| #E A|AH 24

3.1 917 Hi9| M

Faroll A FA wxE Ad Ak
2003 dol A vk dA7MA ExE RIAE
20159 =7kA] o]t} 2003 FE] 20159 7+A IDC

H
T3 AR FAE deldE st T

[Table 1] The Top 1 Games Basing on China's MMORPG Market Share During 2003—2015
Data Source: GPC IDC and CNG  (2003-2015)

BETA DEVELOPER NUMBER OF
YEAR GAME TITLE COUNTRY | CONCURRENT
DATE
USERS
2003 Legend of Mir2 2001.9.19 WeMade Korea 650,000
Entertainment
2004 Legend of Mir2 2001.9.19 WeMade Korea 700,000
Entertainment
2005 | World of Warcraft 2005.6.6 Blizzard USA 500,000
Entertainment
. Giant Interactive .
2006 Zheng Tu 2006.4.21 China 680,000
Group Inc.
goo7 | Fantasy Westward | o019 1 NetEase, Inc China 1,520,000
Journey
World of Warcraft: Blizzard
2008 The Burning 2007.9.6 . USA 1,000,000
Entertainment
Crusade
o009 | AONThe Tower of 100 4 16 NCsoft Korea 720,000
Eternity
2010 Dragon Nest 2010.7.22 Eyedentity Games Korea 700,000
go11 | Fantasy Westward | o019 1 NetEase, Inc China 2,300,000
Journey
World of Warcraft: Blizzard
2012 Mists of Pandaria 2012.10.2 Entertainment USA 1,000,000
World of Warcraft: Blizzard
2013 Mists of Pandaria 2012.10.2 Entertainment USA 750,000
o014 | World of Warcraft: - ) ) o Blizzard USA No data
Warlords of Draenor Entertainment
World of Warcraft:
2015 Warlords of 2014.11.20 Blizzard USA No data
Entertainment
Draenor

102 ] Journal of Korea Game Society 2017 Feb; 17(1): 99-108



— A Study on The Voice Chatting System of MMORPGs in China —

Legendof Mir2 2003 Fantasy Westward lourney 2003
®4Channe\:cumbat @9 Channel
Information » Current Chat + b (2)iP Ematicons
Guild Chat v Team Chat | (Bkeywords to collect
-
3 - information
@Dutputﬁhﬁ chatting record
Fantasy Westward lourney 2004
@Dn\ine Auto-Reply
World of Warcraft 2005
@Add Password to Channel Fantasy Westward lourney 2005
(D)Add Chat Limit to Newers
Zheng Tu 2006 l
@PE’W“I ChatRoom Fantasy Westward lourney 2007
@Gmup Chat Room
@Chattmg Window Column
Legend of Mir 2 2007
@Bulltfm Voice Chatting System
T
v
World of Warcraft 2008
@Buw‘lt-in Voice Chatting System

g
-

AION: The Tower of Eternity 2004 T

Zheng Tu w10
@[th\b\t/l}nduthe Prohibit) the Selected; e
Player Entering the Channel: @Built—m Voice Chatting System
(2)set the Selected Player As the New Manager; v
@Vlew the Blacklist of the Selected Channel; Fantasy Westward Joumey 2012
(Z)Channel Announcement;

K @Buwlt-in Voice Chatting System
@Support Hyperlink

Dragon Nest 2010

Fantasy Westward
@3 Chatting Room: lourney 2013
General Chatting Room;
Trading Chatting Room;
PR Chatting Room

(3 Sentence Scrolled on Led in Tums);

(1)Built-in Voice Chatting
System + Radio

() Decorate Chatting
Window

[Fig. 1] A Graphicalization of The Research
Object Game's Influencing Degree During Their
Development

3.2 ME AlAH TE MY

U MMORPG ¢ A8 Alx~"® BEA Az
MMORPG7} st g Al o2
Joks Wks-S 4 4 At 1 F ‘m=2e

Zi MMOPRGY A8 A|~d€le] :ZF3}
= Oﬂé‘% D]X:]T;]_ ] EEHE *Evd_/qovb -%

Z& BHiske T o

Wk o]% MMORPGE th9] Aol

rlm

B4 ol ;
WA AR g W10 s A 1P el
REEE UAls) Angr e [P oolneE
w3 AY Sl Shuel FHo ARss A

2007 ‘W29 %i*éZ’E ﬂ%ii e 54
e Al ~ES A
7 Ao +EQ X]
of AiZh Al E G = g vk =4 AE
2glo] de] HAA k2w, AeHEL T
AA A AZEgC YYE &8 24 A"
o]-g3t7] AZFFIL o] AZESolE AFTHA HA
F=U 19 24 A" 2ZEOR 7P Wol A}
&5ar 9l

Tgh [3E 1]elA] %7%5& RE AYS AYE ¢
dol=at wgeA = 3
AY Azdle] 28 e =Y

il

= g 8 AT Ax"E o8 AoMEs
dgor Aw2Abs AAATI6]L ddAs B
o216 o AAF e et 2

[[Fig. 2] The Proportion of The Age of The
Survey
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