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Abstract The game market has not only grown in size of the 10 trillion won but also the form and function
of game use. Serious game combines the educational purpose and the fun of the game and develops it so that
contents such as national defense. In this study, we analyze the cases of five application areas for the
activation of serious games, and develop factors that the serious game should have, we want to see what the
characteristics are and how important it is. The results of analysis show that it was analyzed that most serious
games of application field were developed as 'experiential games' such as education, learning, experience, and
simulation. This means that it is very effective to develop a serious game in consideration of the characteristics
that a potential user should prefer a sensible game as well as a clear goal of a serious game in game
development.
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Prospects of Characteristics Factors on Serious Game through Application Case Study Analysis

<Table 1> Comparison of serious and entertainment
games
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[Fig. 1] Motivating factors through games
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[Fig. 2] Serious game immersion factor
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[Fig. 4] Sound Nara Adventure Game screen
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