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ABSTRACT

Games can be divided into different genres such as action, adventure, role playing,
simulation and etc based on the types of the play provided to a player. And each genre
has various kinds of balancing system. Fighting games are classified as one of the action
genres. They seem to have a simple structure but there is a variety of complex balancing
factors. Because there are quite a number of the fighting games that were developed in a
relatively short period, it is possible to identify diverse balancing systems in the fighting
games from unstable ones in the early stage to the recent ones in a stable condition. The
balancing system allows players to use all the contents offered in the game by eliminating
the imbalance created among the various components. It helps players maintain their
interest during the procedure. Furthermore, it gives the justification, increases the
efficiency of controlling, and develops the empathy in the process. Therefore, the balancing
system plays a crucial role in the games when it comes to getting an evaluation and
building popularity, which can determine its lifespan. In this study, we researched on the
possibilities of expanding an application to the other genres by understanding the
established balancing model developed from the case study of the fighting games.
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