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Web-based EDMS Framework for the analysis of
game experience satisfaction

Woo, Jay Junghee / Cultural Management & Policy Lab

’

Graduate School of Culture Technology in KAIST

Game Industry is a digital culture industry which is combined the technologic element
and the cultural element and is high value added, It is needed the huge developing cost
in initial stage as the one of the biggest dangerous factor, And this is required the
research to find the financial equilibrium of investment during game developing
management, Especially in progress of game developing, the improvement of technologic
environment is absolute obliged and foremost stands in need for optimal experience
satisfaction,

The accurate market predictability of a game product surplus is based on the
evaluation of game experience satisfaction to user demand, The way of evaluating the
game technology is able to measure quantitatively the improvement of game technologic
unit value in use of LISREL(LInear Structural RELationship) modeling, However, the way
of evaluating the game experience satisfaction is able to measure qualitatively the
constituent unit value in use QFD(quality function deployment) modeling.

Thus, in this paper, QFD modeling of a game product sets up to analyze the factors
of game experience satisfaction and appear the direction of market share improvement in
game developing, The paper covers issues of micro—transactions(item—selling based
business models) in online games including MMORPGs as well as casual online games,
briefly, We investigate and characterize items available in Korean online games which
have been taken micro—transaction of payment and also discuss with issues of game
balance between such items, In order to do, various Korean online games from casual
games to MMORPGs are under consideration, Concerning the game balance, issues on the
balance between items which are obtained by game—money and items which are
purchased by real money are described, The survey will provide insight of designing

micro—transaction policy for the next—gen console markets,

20064 2% [&3 15%] 65



