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ABSTRACT

This paper mainly focused on research developing online game characteristic evaluation
system based on game characteristic evaluation model design.

Online game characteristic evaluation system is a system that evaluates game online
in real-time using evaluation elements defined by model design. Game characteristic
evaluation system uses heuristic evaluation method, which is used to execute evaluation
in four parts, technical element, manage element, social element, and competitive element.
To verify objectivity and validity of game characteristic evaluation, assessment was
performed by three groups of beginners, intermediates, and professionals to increase the
trust. And game characteristic evaluation forum was hosted to collect opinion from
diverse classes.
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