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ABSTRACT

The study classifies online game users with two groups, which are users who
purchase functional items and emotional items. This research used statistic tool, STATA
MP, trying unpaired t-test to find relationships between two groups on payment
intention and characteristics. The result shows that the users with functional items
prefer community-oriented mind and interaction with other users while users with
emotional items intend to consider item’s design and superiority with higher purchasing
satisfaction. The result of this study seems to give some implications to game companies
when improving its purchasing system with charged items.
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[Table 1] Demographic Characteristics of Survey

Items Frequency | Percent
Male 175 76%
Gender
Female 55 24%
15~19 4 1.7%
20~24 107 46.5%
Age 25~29 104 45.2%
30~34 13 5.6%
Above 35 2 1%
Mid-high o
School 4 1.7%
Graduated
High 14 6%
School
Academic | Attending
1 2%
Background | University 80 8.2%
Graduated | =, 9.1%
University
Above
Graduate 11 5%
School
Total 230 100%
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A = AT Period | Below 3month 1 4.8%
2 A SHAEe] s e FH 85 of GOf Below 5month 6 26%
o - B} ame
oldl T+ THA| ofolglo] 40%, 7Y olol=l Playing | Below 7 month 9 4%
o] 60%= EFETH Above lyear 190 82.6%
AEd 220179 =l 21AIY 5 ofo] ~5,000 68 295%
o el mew 76%e) g S M 000 0000 | s | aam
o] L= 3 [e) B BH o Z:L:_%
A woll sl e v R B of 10,000 ~50,000 76 33%
ZEal Qv Ao ZAEQITHIL AN B dE
S A FARI). s = Fayment |5, 500 100,000 14 6%
A, SHAES HE VHEE RE 201%, o (rarom)
, o T Above 100,000 15 6.8%
WS 26.1%, W 23% R wERE F 97
- 5
g W AW RIS FA7F Hael W Satbfled | 8 | 2%
ooz gehy Payment Quite Satisfied 60 26.1%
wH A g e Ea) mole w As of Satisfa Normal 67 29.1%
o . ‘; e ction | Quite Unsatisfied | 36 15.7%
ol€glS- Fujdl= FA4 WSV 7|SA ololElS .
| OH she io k71 ; o} 1 § Unsatisfied 14 6.1%
S A4 =2 EEE = g
TSRS ARG 2 WUHEE e Total 230 100%
T AU
A9 & Am o= oF 70% FA47}F [Table 3] Result of T—test
AT ool A= Aew IHAL S
ol BIA & F Ae L Ve I UEE Varia Gron Aver | dard | t-va | p-va
of wa ARATE el fAS FE A ble | age | Devi | ule | lue
s tion
A} Z2AA S Foldk 4= 9t} &l
et o | Functional | 28241 | 1290
Time - 10116 | .3128
) Emotional | 2656%4 | 11430
Tabl Actual li tatisti f
[Table 2] Actual Online Game Use Statistics o . Functional | 4486 | 1160
Survey Respondents Period 4343 | 6645
Emotional | 45514 | 11275
Item Frequency | Percent
Functional Tt o 109 Amou | Functional | 24065 | 12200
User unctional ftem ° nt of 5598 | 5762
Group | Emotional Item 138 60% Money Emotional | 23183 | 1.1138
N 0O,
MMORPG 3 16% Faym | b ctional | 27912 | 11206
FPS 79 34.3% 5 oul | Ol
Game o Satisf . i
MOBA/AQS 89 38.7% . Emotional | 28351 | 1.199
Genre action
RTS 9 4% ,
. Functional | 28351 | 12134
etc. 19 8% Design - 593 | (e«
— N o1 109 Emotional | 19565 | .9953
one o]
ey : - | Functional | 2396 | 11242
Average 1~2 times 106 46% Rarity - -633 | 5272
of - Emotional 2.5 | 12801
3 times 39 17%
Game :
Playing 4~5 times 32 14% 1) FUIME AOSEHE E30| 57| A0|1 ThE3} =lof UX|
Time Everyday 29 13% OF ACS HEot RAIE B8N ET Wadt FEHO

MOBAZ} siLte| F22M FEH0| =11, 0[% MOBAR ACS
= SUS FE2M 015 =IcHM AREst ACt
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Superi
ority/ | Functional | 23681 | 11373
Self-s 19700 | 0B01*
atisfa | Emotional | 25652 | 1.13%
ction
Functional | 33516 | 1.3364
Bl 10957 | 2744
off | Emotional | 31521 | 135657
Functional | 32197 | 1.3064
Comm 2 | 2134
unity | Emotional | 34347 | 12953
Functional | 32527 | 12783
Intera 815 | 017
ction | Erotional | 35724 | 1.2491
Comp | ctional | 30099 | 11562
Rae?iyb 1970 | 0D
CHAb | Emotional | 27971 | 11149
ility
Comb | Fynctional | 26593 | 11738
etitive B5417 | 5886

ness | Emotional | 25724 | 1194

Price | Functional | 32417 | 10471
Satisf 5300 | 5966
action | Emotional | 31667 | 1.0604
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