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ABSTRACT

There have been researches on game continuance intention based on consumer behaviour theory of management
science. Such macro access of computer game analysis might be insufficient to draw valuable results due to complex
subsystem structure of recent computer games. In this paper, we choose ‘Blade and Soul’ game that was first published
in 2012 and has been within top 20 MMORPG in Korea but known as a ‘long time users’ only game’among game
players recently. Three user groups — long loyalty, concentrated, casual — are classified based on their play history and
play time per day of Blade and Soul. The first survey with 222 subjects revealed that the real strength of the game was
not the combat — Dungeon, Arena, Battleground competition — but very cohesive game community Blade and Soul has.
Thus, we conduct another survey on the game community issues among 148 long time users (over 3 years playing history)
and analyze their traits and behaviour patterns.
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Table. 1 Game Playing Hours per Day by Age

Age <1 1~3 >3 Total | Loyal %
10~19 2 4 6 12 11 91.7%
20~24 3 29 36 68 56 82.4%
25~29 3 45 57 105 94 89.5%
30~39 2 12 18 32 29 90.6%
>40 1 3 1 5 4 80.0%
Total 11 93 118 222 194 87.4%
Table. 2 B & S Playing Years by Age
Age <l 1~3 >3 Total |LLoyal | %
10~19 3 5 4 12 3 25.0%
20~24 11 19 38 68 28 41.2%
25~29 3 29 73 105 65 61.9%
30~39 3 4 25 32 22 68.8%
>40 1 0 4 5 3 60.0%
Total 21 57 144 222 121 54.5%
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Table. 3 B & S Playing Motivations
Total

Casual Con. LLoyal

Motiv. | Beg | Now | Beg
Recom. | 92 | 10 |357% |7.1% | 93% | 2.7% | 380% | 5.0%
Battle 41 | 53 | 179% | 86% | 178% | 301% | 190% | 190%
Character | 25 | 28 | 7.1% | 1796 | 82% | 9.6% | 140% | 132%
Graphic | 23 | 18 [179%|7.1% | 9.6% | 55% | 9.1% | 99%
Cust. 20 | 13 | 7.1% | 3.6% | 82% | 14% | 99% | 9.1%

Now | Beg | Now | Beg | Now

Story 10 9 17.1% |3.6% | 55% [ 82% | 33% | 1.7%
Advertise | 4 0 [0.0% | 0.0% | 0.0% | 0.0% | 3.3% | 0.0%
Dungeon | 3 4 13.6% |3.6% | 14% | 4.1% | 0.8% | 0.0%

Fun 3 1 |3.6% | 0.0% | 0.0% | 0.0% | 1.7% | 0.8%
Comm. 0 65 |0.0% | 43% | 0.0% | 310% | 0.0% | R1%
Inertia 0 15 1 0.0% | 7.1% | 0.0% | 0.0% | 0.0% | 107%
Levelup | 0 2 | 0.0% | 3.6% | 0.0% | 0.0% | 0.0% | 0.8%
Ranking | 0 1 ]0.0% | 0.0% | 0.0% | 0.0% | 0.0% | 0.8%

Other 1 3 10.0% |3.6% | 0.0% | 14% | 0.8% | 0.8%

Total 2221222 28 | 28 | 73 | 73 | 121 | 121
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Table. 4 Choice of Playing Characters : Classes
Class Casual Con. LLoyal
Force Master 14.3% 13.7% 19.0%
Summoner 10.7% 9.6% 17.4%
Blade Dancer 17.9% 9.6% 13.2%
Warlock 17.9% 26.0% 10.7%
Blade Master 10.7% 8.2% 9.1%
Assassin 3.6% 4.1% 9.1%
Soul Fighter 7.1% 9.6% 7.4%
Gunslinger 3.6% 8.2% 7.4%
Kung-fu Master 7.1% 6.8% 3.3%
Destroyer 7.1% 4.1% 3.3%
Total 28 73 121
Table. 5 Reason of Character Choices
Reason Casual Con LLoyal
Offence/Utility 28.6% 41.1% 36.4%
Class Characteristics 28.6% 24.7% 30.6%
PvP Synastry 0.0% 4.1% 7.4%
Appearance 10.7% 5.5% 6.6%
Other 3.6% 11.0% 6.6%
Ranking 14.3% 11.0% 5.8%
No reason 0.0% 0.0% 4.1%
Inertia 14.3% 2.7% 2.5%
Total(people) 28 73 121
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Table. 6 Reason of Returns after Stopping

Reason of Return Casual Con LLoyal
Community 38.1% 36.8% 29.3%
Inertia 0.0% 15.8% 15.2%
Splendid Battle 23.8% 13.2% 14.1%
Graphics 0.0% 5.3% 7.6%
Characters 0.0% 2.6% 5.4%
Military Service 14.3% 0.0% 4.3%
Charging Policy 0.0% 0.0% 4.3%
Contents 0.0% 2.6% 3.3%
Customizing 0.0% 0.0% 3.3%
Gender Issue 0.0% 2.6% 0.0%
Story 0.0% 2.6% 0.0%
Free Opportunity 0.0% 2.6% 0.0%
Past User Pass 4.8% 0.0% 0.0%
Account Penalty 4.8% 0.0% 0.0%
Other 14.3% 15.8% 13.0%
Total 21 38 92
Rate of Pause 75.00% 52.80% 76.00%
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Table. 7 Dungeons and Rate of Satisfaction

Dungeon Casual Con. LLoyal
6-Dungeon-General 3.75 4.26 4.28
6-Dungeon-Expert 3.14 3.52 3.86
12-Dungeon-Expert 3.19 3.28 3.58

Satisfactory? 39.3% 60.2% 55.0%
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Table. 8 PvP and Balance Satisfaction

PvP Casual Con. LLoyal
Arena Level 2.32 2.04 2.49
Interests in Arena 2.86 2.03 2.03
S i;gg; . 132 1.53 139
Battleground Level 2.54 2.22 2.55
Item Saliency 3.43 3.41 3.60
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Table. 9 Satisfaction Rate among Loyal Players

Point Detect Autoplay Satisfaction
1 103 40
2 19 41
3 11 38
4 3 20
5 8 5
Total 144 144
Average 1.6 24
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Table. 10 Reason of Having In-game Community Relationship
(Multiple Choice)

Relationship Male Female Total
Party System 38.3% 43.5% 40.7%
Sect System 35.7% 39.1% 37.4%
Sandbox 18.3% 7.2% 14.3%
Forum 52% 7.2% 6.0%
Party Mike 0.9% 2.9% 1.6%
Other 1.7% 0.0% 1.1%
Responses 115 69 184
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Table. 11 In-Game Communication Tool
Tool Male Female Total
Sandbox 36.3% 19.6% 29.9%
Kakao/Band 12.1% 17.9% 14.3%
Mixed 44.0% 58.9% 49.7%
None 7.7% 5.4% 6.8%
Responses 91 56 144
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Table. 12 Rate of Community Satisfaction

Satisfaction Sect Raid/Dungeon | Other Friends
Male 3.44 3.21 3.20
Female 3.63 3.27 3.53
Total 3.51 3.23 3.33
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Table. 13 In-Game Friend from which community?
Friend Male Female Total
Sect 29.7% 28.6% 29.3%
Raid Team 22.0% 28.6% 24.5%
Real World 18.7% 17.9% 18.4%
None 29.7% 25.0% 27.9%
Responses 91 56 147

3 129] ZAbolA] A W AT WS 4 47 o]4)
2 FAR A ENA 7 A7 olt)ofA] BhtA] A
Bebuls} E 130] Ik F 127} 29} 52 vl v A
Rlote] Bgmeb & 13E 4T SRS 2=
227 g ely B AT Hlgo] £4) gtk 5 of
A AR E W AW 4] rhn
o 42 9}A] UrehubA] gkt

msi'&
yzi

2~
90

i

HI

2 A2 AFZAL OF S mH

1=

F4of ohE S|0|= o &

37] Abgel Aglo] El% | AgHos dnnad 5
ek ol o] 4 7ol 52 o) 22279] 174 2
B3 £ vk A AR Fele] Fo] geror
% 2AY = AR E ] Aago] /44
& WA Si5ick A AR Arl 8o o
Be) 2 71 sl thsiA: gelm %

B 51 R E L 57 Hmo A |
1SS £ AR A e 3
wlo] ol ARE 7] T R10E M| ofek.
akeb 13 24401 74 o] AR1e] 37 AL§ 4 5o
ohze mel ARUE ALgol o) 14832] 7]
APGARRE Ho} 23} 24 A4S

22 2} A3t 7] AHgAEo] B3k, WH BRE,
T3 AR AY Y ATk WSt Egron A
9) U} SNS Ol M= At B o] glA|ut Az
9,] A]._Q_ ] 57]. E1 _‘r_ol—];]__‘:_ E}\Ho] O]]’;]_ EZHZ—] OE_‘:
ARUEe] B Bgolt AT, BEE Fol4 43
AL A A ghot o e 1B mr el AY )
52 3 Aoleki By AL Sl W RS 27 gl
4 SR ]2k QA (14]0] Hgkeie,

T} ALg A7} g o] Hlo] AR %] 21 MMORPG
oML o AR E S BB 4T B 2lo]
ek g 4 glek o] A th Aol A ek
o, TR AT A R A S B AR E A}
82 etk MR Ak agenn A
o eotAQBIA] BT HOR o B S
HESHe v AU L B FHT AT{IS]E U
SELEES RS FERECERE PR
gle] BIEE B T5l0] ThE AY 0= 052 4]
2 Ao so} AY AAES HATCH: 23] AT
[16]9H= G3Ich ARHOR o] 7 U &L

L

N

R O{N
o r_v_

2

P Jo 4
u

ot

(m n

Ry
N

nﬁriﬂrLMNEm
K o

i

m

o]

0]
r

>4,

A3

1345



FUE A2 AL BT A 2 8
olgt e = Jlom A A H e 7Y o] He A
1 ol &sfoF & Aotk

REFERENCES

[1]

[2]

—
w
—

—
N
i

—
w
—

—_
(=)}
—

—_ —
[l |
[ ——

—
o
—

[10]

(1]

[12]

R, L. Oliver, “Whence consumer loyalty?,” Journal of
Marketing, vol.63, pp 33-44, Jan. 1999.

J.-Y. Lee, J.-S. Lee, “A Study on Differences in Flow and
Loyalty according to the type of Online Game players,”
Journal of Korea Game Society, vol. 17, no. 5, pp.91-101,
Oct. 2017.

D. Williams, “Groups and goblins: The social and civic
impact of an online game,” Journal of Broadcasting &
Electronic Media, Vol. 50, No. 4, pp. 651-670, 2006.

N. Kang, "Effects of Fun Elements of Online Games and
Self-Construals on Gamers' Flow Experience and Game
Loyalty," Journal of Korea Game Society, vol. 17, no. 2,
pp.63-74, April 2017.

J. Burgess, W. Spinks, "An Examination of the Four Factors
of Brand Resonance and their Theoretical Application to
Video Games," Journal of New Business Ideas & Trends..
vol 12, no. 2, pp 37-49, June 2014.

Y.-C. Shin, S.-R. Jeong, "A study on the impact of online
contents characteristics on customer loyalty —Mediated
effect of flow perspective," Journal of Korean Society for
Internet Information, vol. 14, no. 5, pp 101-117 Oct. 2013
[Internet]. Available: http://bns.plaync.com/

H.-Y. Yun, J.-Y. Kim, "A Study on User Identity according
to MMORPG’s Narrative Mode focused on 'Blade and Soul'
and 'Dark Fall>'," Journal of Korea Game Society, vol. 15,
no. 1, pp.45-54, Feb. 2015.

J. Lee, "Study on the Goddess Motif in MMORPG Trailer,"
Journal of Korean Society for Computer Games, vol. 27
no.3 pp 45-51, Sep. 2014.

W.-G. Jee, J. J. Kim, "Game concept design, content
services through the space research experience," Korea Art
& Science Forum, vol. 14 pp 481-489, Dec. 2014.

H.-B. Yim, H.-K. Kim, S.-J. Kim,
Visualization Based Malware Detection Techniques for

"Using Image

Customer Churn Prediction in Online Games," Journal of
the Korea Institute of Information Security and Cryptology,
vol. 27 no. 6, pp 1431-1439 Dec. 2017.

V. Asavei, A. Gradinaru, A. Moldoveanu, SA Pistirica, O.
Poncea, A. Butean A, "Massively Multiplayer Online

[13

[14

[15

[16

1346

]

[y

]

=

Virtual Spaces - Classification, Technologies, and Trends,"
University Politehnika of Bucharest Scientific Bulletin,
Series C: Electrical Engineering and Computer Science, pp
3-16, vol 78 no. 4, Jan. 2016.

S.H. Jeong, B.P. Kyung, D.L. Lee, W.B. Lee, S.H. Ryu,
"Study for the Transformation and Growth of MMORPGs:
TIME FLOW Scenario Design," Journal of Korea Game
Society. vol. 15, no. 4, pp 79-92, Aug. 2015.

D. H. Song, S. Park, S. W. Yang,Y. Yang, K. Won, "Gender
Differences and Gender Stereotype in Play Style among
Young Korean Gamers," Journal of the Korea Institute of
Information and Communication Engineering, vol. 21, no.1,
pp 72-81. Jan. 2017. DOI: 10.6109/jkiice.2017.21.1.72

J. H. Bae, D. M. Koo, "The Effect of AOS Game Features
Mediating Fun and Replay Value on Customer Equity,"
Korea Business Review, vol. 30, pp 547-568, Feb. 2015.
F.C. Tseng, H.C. Huang, C.I. Teng, "How do online game
communities retain gamers? Social presence and social
capital perspectives," Journal of Computer-Mediated
Communication, vol. 20, no. 6, pp 601-614, Nov. 2015.

HX|Ql(Ji-in Chung)
BoIATIlElD ZTFEA A KEt 5

w20} : A2 712, A B AL

&58l(Doo Heon Song)

MEU] HMSHE T W KAIST Tidketnt £,
0|= UC Invine TMSHRISA|S) 2iAL &,
1997 ASE] EOISEITHSH w4 A, 5= HE|
0|C|of 33|, 5= =Hlets| B3 3 5=E
5st3| ZiAL ol AllEae|els] T IsE
T2l cdel o RIS B8z
Journal of Information Hiding and Multimedia
Signal Processing(SCOPUS/EI) Editor, Journal
of Information and Communication Convergence
Engineering(SCOPUS) Associate Editor
xEHROL: QIBXIS, 7|AES, ol Qat

s, AFE A 717, TS



