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Abstract This study is an interaction design study which can improve the usability of random item boxes that are
used as in - game contents in Korean mobile games. Currently, Korean mobile game sales continue to rise. Sales
of random item boxes are the main reason for the increase in sales. Problems with the use of random item boxes
have been continuously raised, and legal regulations are currently in place. When using random item boxes, the user
can not know the exact percentage information. There is a concern that this expresses gambling. In this context, we
have studied interaction design to improve the usability of random item boxes, and conducted user online surveys
and in - depth interviews to provide users with a better game experience. As a result, it is shown that providing
percentage information intuitively when using random item boxes can enhance user experience. Through this study,
it is expected that interaction design research will be actively conducted to provide a better user experience when
using random item boxes.
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Tabel 1. Indepth—Interview / Inerviewee Profile

Age Sex Job l\/tple e THED €1
expearience years  game

Pl 27 Fomae Cradudted 4years  RPG
student

P2 26 Female Designer 1 year RPG

P3 30 Male Office worker 10 years Casual

P4 26 Female Graduated 10 years Casual,
student puzzle

P5 28 Male Designer 3 years ngda

P6 28 Male Designer 4 years gszLjaI

p7 28 Female Office worker 8 years gzseaal

P8 27 Male Office worker 3 years EZSu’aI

PO 2 Mae | od 5years  RPG
desiner

P10 25 Female Office worker 5 years Zzsial

P11 29 Male Designer 7 years RPG

P2 27 Fomae O 3years | O
worker puzzle
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Fig. 1. Number of types of game
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In 2hours

In 1hour

In 30minutes
42.9%

Enjoyed mobile
games within a year

Time spent
in games

Yes
95.2%

Induce cash
payments

33.3%
Less than W100,000 12.5%
Over W300,000

12.5% /' | oss than w30,000
25%

Total cash
payments

Cash payments
experience

40.9%

| do not know well

_——

| have It is in the notice,
never seen 13.6%
22.7%
18.2%
Be seen

Random item well Random item
availability information

Fig. 2. Online survey results

20

Fig. 3. Number of the reasons for cash payments

Provided in game 12
Otner Activiles 5
Using game currency 17

Through cash setfement 9

Fig. 4. Random item boxes acquisition path
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Unit : Persons

Very dissatisfied Dissatisfaction — Generally Satisfaction Very satisfied

Fig. 5. Random item information satisfaction
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Fig. 6. Random item boxes Purchase task
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Tabel 2. Indepth—interview results

P1

P2

P3

P4

P5

P6

P7

P8

P9

P10

P11

P12

Task1

0

Task2 Interview contents
-Providing information helps decision making.
X -The provision of information makes it reluctant
to use.
“There is no expectation of providing information.
‘Do not play games at the moment.
“The provision of information makes it reluctant
O to use.
‘Using only Overseas Games
-Economic conditions are important when using
games
-Providing information helps decision making.
-Using only Overseas Games
-Economic conditions are important when using
games
“There is no expectation of providing any item
percentage information.
-Providing information helps decision making.
-Using only Overseas Games
-Providing information helps decision making.
0O “There is no expectation of providing any item
percentage information.
-Economic conditions are important when using
games
“There is no expectation of providing any item
percentage information.
-Economic conditions are important when using
0O games
‘Using only Overseas Games
-Economic conditions are important when using
games
-Providing information helps decision making.
(6] -There is no expectation of providing any item
percentage information.
“The provision of information makes it reluctant
o use.
“There is no expectation of providing any item
percentage information.
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