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ABSTRACT

In this study, 100 types of computationally proposed digital games were analyzed
based on the expected marketability. The game classification methodology with five
classification criteria proposed by Kim (2017) and the elimination method leveraged by
the Decision Tree have been adopted as the methodology of the study. As a result,
digital games could be classified into three groups. With the result, designers in the field
will be able to leverage computational design methodology to develop a new type of
digital game more efficiently by following the proposed hierarchy.
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