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Price

Expensive

Inexpensive

Perform
ance

Nice Mid likelihood to Recommend

Poor Low likelihood to Recommend

High likelihood to Recommend

Mid likelihood to Recommend

Rule 1: IF Price is Expensive and Performance is Poor Then Low likelihood to Recommend
Rule 2: IF Price is Inexpensive and Performance is Poor Then Middle likelihood to Recommend
Rule 3: IF Price is Expensive and Performance is Nice Then Middle likelihood to Recommend
Rule 4: IF Price is inexpensive and Performance is Nice Then High likelihood to Recommend
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(¥ 5) MMORPG AlZ2{0|M Z1}
performance Trading Volume Money Spending Population Average Price
1 471 1,898 91 4.0
2 361 4,504 118 12.5
3 334 7,599 132 22.8
4 507 17,284 287 34.1
5 580 25,837 387 44.5
6 385 21,085 259 54.8
7 348 22,281 238 64.0
8 298 20,666 205 69.3
9 131 10,025 96 76.5
10 73 7,116 79 97.5
Total 3,488 138,295 1,892
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performance Trading Volume Money Spending Population Average Price

1 605 5,605 92 9.3

2 406 7,427 119 18.3

3 334 8,931 130 26.8

4 544 19,934 288 36.6

5 592 26,451 380 44.7

6 347 18,510 251 534

7 278 17,076 231 61.5

8 221 15,348 208 69.5

9 82 6,194 88 75.2

10 57 4,854 79 84.5

Total 3,466 130,330 1,866
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Analyzing the Online Game User’s Game Item
Transacting Behaviors by Using Fuzzy Logic
Agent-Based Modeling Simulation

Min Kyeong Kim" - Kun Chang Lee

Abstract

This study aims to analyze online game user’s game items transacting behaviors for the two game
genres such as MMORPG and sports game. For the sake of conducting the analysis, we adopted a fuzzy
logic agent-based modeling. In the online game fields, game items transactions are crucial to game company’s
profitability. However, there are lack of previous studies investigating the online game user’s game items
transacting activities. Since many factors need to be addressed in a complicated way, ABM (agent-based
modeling) simulation mechanism is adopted. Besides, a fuzzy logic is also considered due to the fact
that a number of uncertainties and ambiguities exist with respect to online game user’s complex behaviors
in transacting game items. Simulation results from applying the fuzzy logic ABM method revealed that
MMORPG game users are motivated to pay expensive price for high-performance game items, while
sports game users tend to transact game items within a reasonable price range. We could conclude that
the proposed fuzzy logic ABM simulation mechanism proved to be very useful in organizing an effective
strategy for online game items management and customers retention.

Keywords: Online game, Game items transaction, Fuzzy logic, Agent-based Modeling (ABM)
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