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ABSTRACT

This study analyzed the crafting contents that have a great influence on the
communication activation in MMORPG. Four situations were set by combining the
factors that would affect the game world. The set of behaviors selected by the virtual
player according to each situation is defined as a player scenario. As a result, we found
problems such as bias of contents using and barriers of skill growth. This study is
meaningful in that it presents a basic analysis method appling at the MMORPG
developing and reveals the factors to be considered in the designing crafting contents.
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[Table 1] Research Range in this paper

Game name World of Warcraft (2004)
Game version 8.2.5.32305 (2019.11.08.)
Professions Leatherworking
- skill level: 1-299
- Category
Range Leatherworking Patterns
- Recipe
Only learned by Trainer
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[Fig. 1] Research method in this paper
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[Table 2] Definition of Normal Material

Normal Rare
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[Table 3] Leatherworking material Arrange

Item LV | Common Rare Total
179 3 1 4
10719 7 3 10
20729 5 6 11
30739 4 6 10
40749 5 7 12
50759 5 4 9
total 29 27 56
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[Table 7] Player Scenario Criteria

Trigger Condition
A Quantity of Material Items
B Where player sell item?
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[Table 9] Leatherworking Recipe Usage

A B Recipe Rate
Normal only Auction 24 34%
NPC 20 29%

Rare use Auction 24 21%
NPC 18 16%
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[Table 10] Leatherworking Crafting Repeat

A B Max Total
Normal only Auction 30 249
NPC 30 244
Rare use Auction 30 224
NPC 40 234
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[Table 11] Leatherworking Income
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