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ABSTRACT

Sandbox game users can double their satisfaction by re-creating a variety of play

patterns. This creative process is due to the expansion of play through ‘customizing’ and
‘action autonomy’. The purpose of this study is to investigate the structural limitations
of freedom of online game. In a standalone game, the scalability due to the degree of
freedom gives the user a strong motivation for world persistence. On the other hand, in
online sandbox games such as MMORPG, it is confirmed that the goal-oriented tendency
to gain advantage is the inherent limit of the freedom and expandability of the sandbox
game. In this study, it is suggested that the cause and limit of growth of online-based

sandbox game can be offset by the optimal solution factor.
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