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2ok A W 7SSl Ui o] 8AlEe] 28 24
S Ruld AlYE FHoE

H_]'—%_%_ *% _ﬁ_;’é]./}:]'*** oo]:/(é B ****
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[. A& 4.2 o]y &4
I 34 2ddT 421 SuzF
21 =ukd AY 4.2.2 Bajy
2.2 753} 423 A5 BA
M. A3 V. B9 2 Ao
31 &4 2 779 Y VI A&
32 =3 A4 6.1 ©]237 7)o
3.3 dHlo|g] 4 6.2 ARA 7]
V. 723 6.3 A 9 T AT 03F
4.1 71x BAEH FuEF
4.1.1 Sk <Abstract>
4,1.2 ujjl
I. M 2 device) 3 74 1Yl 7|=9] WH o wn}

Y AY ol§ F WA= gl vHolEE
201613 AA AN By of 120 T HISE SRR AR 5 U A FF

o =

2) F 2ok Aol Ak v} of  ° IHITTHA2ATY, 2018 Ha et al,

ol

453)0] Ao PC AQY(FS} oF Ry g 2007). EF FFell= 7HdE(Virtual Reality:
o} 5tHNewz0o, 2016). o] ~PIEE, ElEe) VR)o|u Z73d 2 (Augmented Reality: AR)¥}
PC Soz tEsE muld s7|mobile e ME BE7IE(Information Technology:

* B AT EsASEEE 9 daEu2zEde] 20189 #3]E A AdARie R &
FE A
** Zdsoisty dukishd 74 9Es), jwp90@khu.ac.kr(FA A
wxx A3tk -Erfi]-?ﬂr%{i%ﬂﬁﬁﬂr csyoo@khu.ac.kr
ek A t)etnl 74 9es, shyang@khu.ac.kr(al i A2}
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IT)ol =utd 7]7]of &3] =2 2102 4
ol meEl, 2ukd Aol dey gl ARgAk
Hlgo] ZA| AYAESY ks S Hlo=w
AZSE L JoHETZel =254, 2016).

ojglA] mrld AU SHiEUA, 7|E
9] PC ¥ & AlYS AR /MaEdAE =
g 71E Ao 2RE 4 ke 2 XA
2HA(Intellectual Property IP)S 7|2 =ut
A AN E A FESSIATHI=Ed =
€, 2016). 12, o=l EHkd Al Al
A AR = s Aolgk= Al A
= g, AA TR 2hkd AYEe] T
g AAE WA Fotal ARelA dashe
o] A¥slaL k) ol Exkd Al o] &
Ao AZsh= a83 8771 71E9 PC ¥
ZEAY ol 8AEY IAEHE tEelE &
T8k o AU A2 gjefebA] X3k
o7} 7P¢ Avka AgErh o] olEe-S
SE3E7] flal, 2 2ukd Al ANEAES
Thefet o R SR AIfReE FoH o
U~ l“&(Edally, 2018;
Newdaily, 2017), gt ol T3k A
o] BAL S HE3) *J%Lo]‘:]'

oo & AollM= A ke i
AL WEFAANA )l g ARkl =
‘wHld Al W AAlsEtE e 5 s Tt
3P E FHoE mukd AlY o] &A=l
AZel= &8 AolE
(conjoint analysis)< Fafl AR 314} g o]

=2 93t = o FAFH AFEA|(Research

>l
filo 0101

15

o2t

T of
J

AzolE 1A

VA=

1) sz A AA 49 He PC AY
o] PC AlY
Atk olelol= v mErkd Aol A F
(Hungryapp, 2015; Thisisgame, 2017).

A7 EH IR
FA7E ETOIUE A AFe] T mrpel 71]0 _g

Question: RQ)= v At}

RQL Erld Al o] 8AELS AAlsstEn 7t
4Bl o B 58 e
RQ2: AAE3}t 9 7HdEstel tigk 2uid A
Q) o)l gx=2] 8- AnaF 2 FHujel
o ute} xtol7} vk
RQ3: AAE3}t 9 7HdEstel tigk 2utd A
d olgAEse] FEge =u vl
(Google Play Store vs. Apple App Store)
o whe} ztolrt QlEvk

AAE AFEA AES fsl, B AellA
+ D A9 S Bl AlYdS A= o8t
789 AolE M F e URIIE &4
< AABIAE S Eukd Aljlo] B Ao
Fo g2 A o-f= tht 2tk A, A
2Rl Butd Aot mutd wiAIE HAIQL
IGA Works®] B Ao =, Brtd A9
Y e oF arlEold, 70% AEe ERY
Aldo] £V E F71A Fstal A=
° 2 ZAEATHIGAWorks, 2015). ©] 7]&
A g3 HH, s =ukd AL 2018'd 2€ 7]
o7 1071€ o] +FEHIL Jom, &9
713 w3 A 921 A 2ad Al
e & 7 Atk 24, 2k Al tiEAQ
=21 RPG(role playing game)°]tl. RPG
2 A 2ukd AldellA] uiE ] 50% o)
< A obﬂGAWorks 2016), €Y A o] &
28 +5=2l(Average Revenue Per Daily

e

re

ol o

_4

A9 D mHH Al S 12009 3
% S A A 0 698 £5
g @71A) s Aol Ak ok
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Active User: ARPDAU)®] 71 &2 Zlo=
ZALE Y THSurveyMonkey, 2016). ©]= =Exb
A AL W AAEEE e o A= 7HHE
slol] gk 4118 tiFEe] RPG EolA] o]
HAE orgth webA, B AFellxds =nht
A A thFE A2 5 RPG FEA ] A
T7F $AA EHojopgittal Adatgith AA,
EH}_O] 71]019] EH;;_JJQ_] H]Z:‘%Z: ngo] oﬂ
W Fui(In-App Purchase: IAP)E ARE3aL Q)
t}. Statista2] 2017'd =l Ad @ 4] By
Aol w2, 43%2] Zukd Aol g v
WAe] RS ARl Yl 210 R ]l
=l th(Statista, 2017). o= =2l Al W) A
Asste T = As 7MHEs ol
AW = o]HRITaL M o Ut wet

=2ad AY W 7Sl e o] 84S 28 B4 s muld AYE FAe=

2 A7E 53 mukd AY olgAEe] A
ZVel= 89 x ‘].o]g(/uyro]l,} A8S E3)
Q%] BlolEl7} ohd) A e 8 Beje) o)
OJEE A§F AXQIE B4 PHES H 83}
of Yy o g, muld Al JNTFA} o8
A=o 5285 Stiglela, ol 5% 9
SH3kE 7HE 5 e Ak 27 B AR
TFAHE ANE = S

T, B 2T

2.1 ZHE A

15}9‘ 7HL:].QE EH]_O] 7.]]0]% _‘}’_H]-OEJ' 7]7]

H ! OHOMh Bl AYe) TR M= (o A Mz AD}E% o)ow 5
A Al A7 AN Hojoksitar st 2018). AT AU[EE B4} 0]3 o] Zg|7|o]
AT A 2~Eoj(Application Store: App Store)oll 4]
<E 1> 2ot 7 2 M
FTES e el S
Znzl, &371%, 2010; €3} 2010
Q) vl = L OoXMF =
SAE | e Annes = | W, aam, g, | F50 0, 8 FE - 208
g aa | AOE 85E Avkele, el | DE S DU EER STE, 2010
l T,
Lv et al., 2015; Su et al., 2013
o|A&, 73d-, 2018; Chen et al.,
Eukd AlY o] 8k 2016; Chen et al., 2017; Hamari and
7%, 84, M4 | Keronen, 2017; Lin et al., 2011; Wei
and Lu, 2014
ekl wule A9 ulA: )
ﬂ]lle =Akd AlGst olsiaAE 2 o};;‘_ 712 ;?ﬁ 7o} %, 2010; Oh and Min, 2015;
b = Q4E ey T Rollin et al., 2017
A 84 T 29, 5
wak A A ]
uﬂ]}-:‘} 3}01 3‘%]91 Feijoo et al, 2012; Fung 2017,
‘:—E;X% Eﬁr@ E"ﬂ LE?E} Gavalas and  Economou,  2011;
L =X © 3 .
ule) A} Marchand and Hennig-Thurau, 2013
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TheREWS 4 gl AYelths & oJn)z
AHEE|TL QIEE, ol ZntEE 5 olze]

A3} Tk Sl Zfol g 7pAm
o] THNakatsu et al., 2017). ©]o] &
TolAle thEgo] 2ulEES AuHow
3] AlReta, BAH o ol ALgEH
007 oko]E(iPhone) ZA] ©lF-2] wuka
19 B Aol 3] < 153} o] Al
PYATE B4, FHEA

<E 1>ol4 3 wAl WFE 20T Qe
‘EHkd Al WA ed I dAqe BHEE A
S AFH R FAeke 84E 5 AT
2], 2014), 1 (HdsE 2010), AW E(F
X3 5, 2008; 74d, et 2016), AluHE]
(PR T, 2013) ¥ JAEFH oMK, &
7%, 2010; ©]-83 5, 2011; Lv et al., 2015;
Su et al., 2013) 5ol thk 7= 2 WS
Ajrel= ATS0lth o] Bl &sh= it
o] A5 APAT WHES AH8staL e

, 5 AIYRPG)(FA 4, 2014), &8
EL = AlY(Social Network Game: SNG)(:+
FE 5, 2013; A, T, 2016), 7HEA
A(VR)(Lv et al., 2015), =8l Al 7]4ke]
SkF(mobile game-based learning)(Su et al.,
2013) 5 ThFR ik AlY) F=ol) AH A7
7} ol ol L.

o) el ek A e ®
il AY S AHH R FAsHE 2aE ok
A, wokd AL olBAL e 2as
, BHkd Al]) o] 8AF, =l Alde] A=

oA (l: Google Play Store, Apple App
Store), 20l AY #d AH T3 AdE A
TEE 9rsith 4, Zukd Al o84 &

i o 2 Yo
N

N X

XL

(¢

S~

e N

d A7 2ud A ol AlYde Al
2 o= o]gsh=dl o] LI aAS(el:
A-g-(enjoyment) (2231, 73 2009; ©)F:
5, 2014; Chen et al., 2016; Chen et al., 2017;
Hamari and Keronen, 2017; Lin et al., 2011;
Wei and Lu, 2014), 1A1E f-84(perceived
usefulness)(Chen et al., 2017; Hamari and
Keronen, 2017), <UA1E Hg]4d(Chen et al.,
2017; Hamari and Keronen, 2017), AFg]4 &
A(O1AE, A%, 2018; AN, 784, 2016;
Chen et al., 2016; Lin et al., 2011; Wei and
Lu, 2014) 5)3} #HH A7 FE o1FL A
ot EXCcEE mukd Al ol8a thd
A T AFATIE FE olFaL o,
=] NG ZE2E FHo= A7 I
tHolAd, 7%+, 2018; Chen et al., 2016;
Chen et al., 2017; Wei and Lu, 2014). t&-2
2, 2l vl 3 A= Google Play Store
oA AT & e ZHkd AYe] ool
(icon), Z(genre), 7FA(price), F =g
(revenue model), 2]H{(review) S-°] ZHl A|
A eRE F 9 =9 ofH FEFs v|A|
=Alol tigk A7 FE ol FaL ATHAZot
5, 2010; Oh and Min, 2015; Rollin et al.,
2017). iAo &, mukd A9 AR HEd
ArEs 2ad Al B s} Sl o
E Ao tiA, makd Al Ao A 378
2 5% v A% Foll B3 A7 FE ol F
I A2 ¢ S Ati(Feijoo et al., 2012; Fung
2017; Gavalas and Economou, 2011;
Marchand and Hennig-Thurau, 2013).

o] YA 4= T8, (1) =Rk Al
4 W AAlsstE e o e 7HHEE &

N b

Mok

ol
il

-

=]
RLEy
)=}

T o

;

- 144 -



g 2hld AlYde AR e E FAshs 840
A9, #E AYAT7F A et A,
(2) AATFoIA T2 ARSE THEQ] A9
2 AF-E Axp gl Aol Ak bias)o] AL
4= o= F(Armstrong and Overton, 1977;
Blumenschein et al., 2008; Hausman and Wise,
1979; Warner, 1965), (3) Apple App Store &
gk 723k Bk mplo] xRt i EA] gkt
A TS ZRJIT F U1t ool & ATellA
APATES7e] 2pEES GHsr] 98 (1)
vl Al i AAEstE 7 5 s 7
Festol gk Al ol-8AE2] 88 AolE
Mate, (2) AA Bl B dey vlolE &
= &3l 9 gle AHE =335k, (3) ©f
A3 oA B2akd vzl (Google Play Store
vs. Apple App Store) 2 TSI AR B
gstarzt ok

oo

ofo [JE: o

2.2 7HdS3t

=4 %-3}7]Z(International Monetary Fund:
IMF) 2 #35%-23)(European Central Bank:
ECB)S 7Md53Hvirtual currency) & 7]&
o] §43] zls}gtel] wat FAA] FolE W
e dil, @) 7P uAEER =9
(representation of value)=™, (2) 7W&Alol] 2
&) 3= 1(issued by developers), (3) 74
E2] A& F2](members agree to use)7} B&
sithe 7PEs B M 7R BEAS A
v} QJTHECB, 2012; IMF, 2016). ©]2i3 54
< 2l Al W AAESE 7 e

2) T HIYATNAE oleld TS (1) BHA

=2ad AY W 7Sl e o] 84S 28 B4 s muld AYE FAe=

Ve E S5 82 4 ok =hkd
A W AAEEE FaE 5 e 7MHEst
TR (1) =2k Al WellA AR o e
7HE F@skal o, (2) BHIY A AN
AA7F Tgstar, (3) Zrukd AlY o] &A=
oo wzt 7 5 Q7] wjEolth
ol g 7PIE s ¥ e W wet H
A& 7MHEs AA(closed virtual currency
schemes) 2} 7WE 7353} Al Al (open virtual
currency schemes)Z TE& 4= JUTHECB,
2012; IMF, 2016). A, #H23 7353 AA
2 A4 53Kreal currency)Z 713E3E i
g F U &FEE S SJrITHECS,
2012; IMF, 2016). °©]+= °]€A17} E9olsl=
o o vE-S WA AEst, AY HelA
THin-game only) 7F3Al23Kvirtual goods)S &
S 7 e R 2HKE AlYdA F= el
< = Qo vk, P 7PEsE AAE A
Z19l wgha]E{exchange rate)S 3 2453}
2 7PHEstE e o A S8EE B
& oJu|3IHECB, 2012; IMF, 2016). ©| W T
I8 7PdHeshs AlY W 7PAskE el
A= izl 9&e Fl(Infodev, 2011). o=
vk Al o827 Edlolshk=t] vl-8-S &
A EsHA = AT, F7HAQ] 7PdAlE 9
=5 Ffskr] fEiAe B8-S A B3| ok
2 Z, W T ERSs ARSShE
v Ao F=2 1% ok
A itk 2ukd Al iEgA ol A=
1 7VdEs AAE LA o= A s}
T UARE2) AAEstel 7 Estel s mut

R

Ir

N

T}
2 7

=

=L

(O

of
FIF

T

=

!

PN
T
d

uled
9

td

N

AJ(uncertainty) 712 Qs =ukd AY o]gxte] +

wj o] =7} 718k Z(Cheng and Liu, 2012), (2) A&l gl o84BT AEe] U= ol&Ate] T
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d AY ol g2t s E89 AolE B4
g A7E AT AAO|TH<E 1> FX). o]
B AoxE HAXE 248 Eaf muld
AY W AATSE tisEske UM 9 7P
3= gk TS FAoE wHld A
3] o] gAEo] A Ztehe 89 2ol 43
Bk itk o Yoyt o] &k &89 2jolvt
SEAF(F G vs. Buld) F ml(Google
Play Store vs. Apple App Store)ol] whetr] o=
Al A=A T F7FE gRls) Ak sk

i,
re
-
o
Y
i
:?L_',
il
ol
N

B Aol A= AN
3 WHEo®  AHAXE  EX(conjoint
analysis)2 ARSI AZXINE B4 nlA
B o9 s 9 AdelA 7P ol A=
HPHE 0 Z(Green and Wind, 1975), 1274°] th
ZA(multi-attribute) 2 TEE=(multi-level)<
K AE 2 ARz AEE o Jepbe A
Z37(trade-of) S F21317] o) F= A
o} 9] 29k 7 Koverall judgement) S
vl 7Hs3F 29l(ol: utility, preference 5)ZE
1-3l|(decompose) o 2H &40 o T I &
Fo| B-& 7}X|(part-worth value) S 213

ATHGreen and Srinivasan, 1990). o] £
Tl A= Bicheno(2009)7F A3k HXIE
A AzH<aE 1> Fx)o| el =ud A

N

e fr R >

W AASE () 2 olE w7 5 9
© 7HEEsHFH)l et Al ol-8Ak=e] Al

75k 589 Aol BAsHEh

Step 1.
44 9 +50| Yo

¥

Step 2.

22 24
!

[H

Step 3.
HlolE $3

¥

Step 4.
HlolE] £

¥
Step 5.
£89 2k U
+E9| & 7H| =l

i
i)
T
),
r
A

(attribute) == 2 ?U(factor)ol2k 2w,
F(level)olgh= TAA] #HEE 7AHH
(Green et al., 2001). & AFolA= £487

T2 S HHK AlYellA Bufstar = AskE

84 o

o)=rt o Eohe A 55 TR AWstal Jk(Kempf, 1999).

3) 20183 2€¥ 7]Z Google Play Store W] RPG HEojA ujZo] 71 w& 1072 mrtd Ald-e A
A3 709 Bukd AldolA BA o] wA(oll: T, Tholol, Algtolo] 5)& TPEEENe] TR A}
B3l v As AT F Utk B AT =5 o]27 IS WSt S Buld A 7PEE
3} &9l FHIE ItHE ARSSt FEstaat 3tk
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=2ad AY W 7Sl e o] 84S 28 B4 s muld AYE FAe=

<E 2> S Zoid Al Wi mEt

WEES =t 6 NER

).

TAHCR, 42 S 2Hkd Al el
AASS B IENE 2 gEske T
o} 20 S AHEIROR, SR T %
v el AAl g st Als)k 1~62 7
5, B AY o8} AAIFEE A Bkl
A Fujshd, & Aol BE 7HEEEE
Al g2t shARE A2} 73t A3} 82| A, 7S
5315 o] AIRE0Y) A AA o] AlEst
The AollA Apol7t ek & AFellMe t&
Azt 1~6) 7 A3} 7~8-2 slLke] Aol
A vlwstr] sl A5k 73 A5} 8] HA7HA
(Present Value: PV)E <1% 2>9] 348 &-&
ske] Alrkstd.

¢

<l

B E e AT

<2 2> AXMIIx| =24

A8} 79] 79 CE 80, 1|3l A5} 82 A$-
CE 20022 AXFsIgt) S ZrlY AlYLe £
H(7MdEsh el g El&(discount rate)o]
w2 EAEA] 937] wiEel, olof thk tike®
A AT g Fele-L Fesgn) T

4) s BHI FQle] o] gATk TR NN LAl Telge AFE

AHoZ, ool AXsE A 71EFE
(L50%) = 7|¥ro g2 A 7]&3-2](1.50%/ 365)=
Alksted 2} 73} A5} 8o HA RS FA 5}
Acka) nel 7%, A} 73} A3} 8o] Al FE =
7IZH30Y) o= ALkt @A7EA] Akt A
3}, A\s} 79] 79 F1] 239871, A8k 89] A5

] 5996717} ===k

5,500

744 11,000
(AAE3h 33,000
55,000
110,000

330
580
1,200

) 2,398
CPIEs) 3,650
5,996
6,350

13,500

1, S =ukd AldellA gl
g 2 S0 e AR

3 3> Ao FAFeR, T &4
4% 3,300, *5,500°, “11,000°, “33,000’,
‘55,0007, ‘110,000’ & & 671E FAIR oM,
‘Bu] &AJo] £ 43307, ‘5807, 1,2007,

w

rlr

)

it

2

_It? SYE‘
ol

rlo o
JAN

lo w4y

Aol F4stoitk
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‘2,398, ‘3,650’, ‘5,996°, “6,350°, ‘13,500’ &
Z 8/NE TS

AZRNE EAo|A FEHT= 7o) =7
= E8(utility), A&(preference), T
(satisfaction) 5°] =2 AE-HTHGreen and
Wind, 1975). ¥ AolX= Agte] T gl
Tufjeto] WEE, 19| )= §80] 4
oo At 7 g e BTE 5

S gt
3.2 ZI2IT M|

2 (profile)ol=t, <
42 7Y E—f{}% «lf’]f‘hﬂ{Green et al.,
= TS ARl ZEES
5 A &.E'-ﬁé W (full profile
method) -2 221 AdA|(factorial design)z} 3k
T ARgste] Z2dS A
Ash= 74 F2 23 wW(partial profile
method) = A7 (fractional
design)zt  FEtHGreen and
Srinivasan, 1978). £ A7olA<= S =HlY A
A WellA A-gstar = AAEs 2 7P
3} 29lS JdE w2r] Qi vrE &
g FH) S0 2P AMgSE B 2

22 e AdsEth olF EdE =59

CE-L)
B =

factorial

2 AFAE D 2ok AN MEFA =R
B S 2utd Al W Z 8719 Z2gd A
o g A glolElE Yste, ol E
2 AZRIE 45 AAIBIITE =28k vl
H 2| 2jo] = 23l Google Play Store2] 73
-, 2017'd 5€ 25914 2017 9€ 209714
o] Hlo]eE AHE31 o, Apple App Store2]
745, 2017 5€ 30Y0lA] 2017 9€ 2097}
2] HolHE AR

%

411 S

S ®HlY AlQ)e] Bt v 2 goj of
Sk s gl v]g-2 <& 5>9F 2T} Google
Play StoreollA Fmjjago] 71 £ z2He
‘T2 1’8 A A o] 26.082%E, A
o) 7P e Zago czay 7 WA &
g & 3.125% 5 *FASkaL Atk Apple App
Storeo| A& o]e} HS=aHA] Aol 7 e
Zgge I FH 1°(27.834%) &, TufjEo] 7}
Ao sago «xgd 7(4.055%) 2 LHE

Wt} Hlo|El9] 4= Google Play Store<] 73-9-

z2Zo] Mg F 8ol <E 4>% ZAth .
3 8,32071(88.464%), Apple App Store®] ¢
% 1,08571(11.536%) 2.2 1=t}
3.3 Ho|g +H
< 4> S =zt A of xESo| st ==2d
=2 =24 ==24 2 =24 3 =24 4 =24 5 =24 6 ==47 =249
714 3,300 5,500 11,000 33,000 55,000 110,000 5,500 11,000
4] 330 580 1,200 3,650 6,350 13,500 2,398 5,996
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=2ad AY W 7Sl e o] 84S 28 B4 s muld AYE FAe=

<F¥E 5> ZH|Q DBl Z=2dof| cfst sHfEF 2 H|E
o} Google Play Store Apple App Store
%g‘ J_.il'DH Ec‘}: % “'H:'H 2k %
zz9 ] 2,170 26.082 302 27.834
zz29 2 434 5.215 102 9.401
z29 3 1,223 14.700 181 16.682
329 4 816 9.808 112 10.323
zg9 5 763 9.171 72 6.636
z29 6 1,736 20.865 150 13.825
zg9 7 260 3.125 44 4.055
zz9 g 918 11.034 122 11.244
A 8,320 100 1,085 100
<3 6> ZH|2 oy == Zlof| cfst =ofje 2 H|g
ozl Google Play Store Apple App Store
=M taff ol % Ehojj ol %
zzyd ] 7,161,000 2.433 993,580 3.393
z29 2 2,387,000 0.811 559,980 1.913
xz9 3 13,453,000 4.570 1,989,190 6.794
329 4 26,928,000 9.147 3,694,880 12.620
zg29 5 41,965,000 14.255 3,959,280 13.523
23 6 190,960,000 64.868 16,498,500 56.352
zzy 7 1,430,000 0.486 241,560 0.825
zZ3 8 10,098,000 3.430 1,340,780 4,580
FHA 294,382,000 100 29,277,750 100
<FI 7> TofEofA SN 2 FERE ¥ ¢
ozl Google Play Store Apple App Store
=N z=F =2 T =<
714 0.488 2 0.471 2
| 0.512 1 0.529 1
4.1.2 S (56.352%), 7P W ZzPe ‘xFy 7

S Eutd AlYe] mutdd nlE 2o o
g Al 9 B]g-2 <3 6>7 2tk Google
Play StoreollA| o] 714 2 Z2F2
‘XFY 6 O0F A Al 64.868%F, T
o] 7 e Iege cZed TR A
i F 0.486%= AFAISEAL Utk Apple
App StorecllA%= o]} HIZ=EHA] Ve,
dujdo] 7P we RIS ‘ZeE 6

(0.825%) % UFERITE
4.2 Ho|g 2A

4.2.1 Bk

<3 7>9] AXRNE E443 Google Play
Storeol|A S Erkd AlYS £V e ol A

AT
S ) £49] T8(5129%)S THE £439)
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A-8{(488%) KT} & T IA| A= ACE
ERgtt o]2]$k Ax= Apple App Storecl|A12] S
2l AlY o] ARSI = BlszsA YeRk=
A2 ERAFJTH FHI" 52.9%, ‘714" 47.1%).

S, <E 8> AXRIE B8 53k v
4 W v 67l 72 2 S BHkd AlY o]
|AFE0] IASkE B89 7HX|E Hlaw 4%
As}olt}, Google Play Store] 7-%- “3,3007,
110,000’, 11,000, “33,000°, “55,000°, ‘5,500’
F0] £o08 Apple App Store®] A%
*3,300°, “11,000’, “110,000°, “33,000’, “5,500’,
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<Abstract>

Analysis of Users’ Utility on the Virtual Currency in Mobile
Games: Focusing on S Mobile Game

Park, Jong-Won - Yoo, Chang-Sok - Yang, Sung-Byung

Purpose

The purpose of this study is to verify mobile game users’ perceived utilities about real (price)
and virtual (Ruby) currencies, which are the major factors of in-app purchase (IAP) widely used
as a business model in a mobile game industry.

Design/methodology/approach

By using sales volume and sales frequency data for products sold in an ‘S’ mobile game from
the ‘D’ mobile game company, we conducted a conjoint analysis according to the procedure
recommended by Bicheno (2009).

Findings

The results of this study indicate that (1) mobile game users have greater utility for a virtual
currency (Ruby) than for a real currency (price), (2) mobile game users’ utility for virtual (Ruby)
and real (price) currencies varies depending on sales volume and sales frequency, as well as (3)
mobile markets (e.g., Google Play Store vs. Apple App Store), and (4) mobile game users have
greater utility for a virtual currency (Ruby) which can be used readily than later.
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