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The purpose of this paper is to analyze the factors effecting users’

ABSTRACT

satisfaction on

game Al for early Al diffusion. For this purpose, we interviewed 20 users who had
experiences playing Blade&Soul, made by NCsoft. Interview data had been analyzed
through the Semantic Network Analysis program to identify key subject words and their
relations. As a result, the paper has found keywords such as patterns, contents, variety,

system, and getting new users as factors effecting users satisfaction on game Al
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[Table, 3] Core Subject Frequency
Core subject Frequency Core subject Frequency
1 Pattern 27 34 Limit 6
2 Contents 23 35 Graphic 6
3 Play 18 36 Int imacy 5
4 Diversity 17 37 Achievement 5
5 Newness 17 38 Analysis 5
6 Constant 17 39 Fixed manual 5
7 System 17 | 40 Game genre 5
8 Interest 17 | # Training 5
9 Innovat ive 15 | 42 Immersion 5
10 Storyline 15 | 43 Responsiveness 4
1 Fun 15 | 44 Growth system 4
12 Get new users 15 | 45 Usability 4
13 Awar eness 14 | 46 Speed 4
14 Difficulty adjustment | 13 | 47 PvP Specialize 4
15 Technical problems 13 | 48 Time saving 4
16 Billing 12 | 49 Balance 4
17 Operation method 12 | 50 User skill 4
18 Help function/Help 10 | 51 Quick Feedback 4
19 Automation system 9 | 52 Differentiation 4
20 Character 9 | 8 Learning 4
21 Boring 9 54 Apply 4
22 Entry barrier 8 55 Accessibility 4
23 Economic System 8 | 5 Uncer tainty 3
24 Convenience 8 | 57 Repetitive 3
25 User outflow/Exit 8 | 58 Design issues 3
26 Operation management 8 | 59 Update 3
27 Ease 7 | 60 Effective use 3
28 Perfection 7 61 Compatibility 3
29 NPC 7 | 62 Quality 3
30 Interaction 7 | 63 Data accumulation| 3
31 Cooperative play 7 | 64 Guide role 3
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[Table, 4] Overall centrality index  25(0.240), A7F 7 A #2(0.192)" =
Degree Betweenness Eigenvector
Centrality Centrality Centrality
1 Pattern 28.000 1 Play 387.99% 1 Pattern 0.578
2 Contents 24.000 2 Pattern 367.135 2 Contents 0.516
3 Play 22.000 3 Contents 322.478 3 Diversity 0.334
3 Diversity 22,000 4 System 224,282 4 Newness 0.240
5 System 16.000 5 Interest 136.110 5 Get new users 0.192
Get new . .
5 16.000 6 Diversity 133.803 6 Interest 0.178
users
7 Interest 14.000 7 Ease 132.890 7 Constant/similar 0.170
8 Newness 13.000 8 Storyline 129.756 8 System 0.156
. Get new
8 Storyline 13.000 9 125.703 9 Play 0.143
users
8 NPC 13.000 10 Awareness 125.000 10 Storyline 0.127
jp | Comstant/ 11.000 1 Growth 120.395 1 NPC 0.005
Similiar system
Operation ;
1 11.000 12 Newness 119.151 12 User outflow/exit 0.092
method
Help .
12 Fun 10.000 13 . 115.223 13 Boring 0.086
function/Help
Anomalous & A
12 . 10.000 14 Billing 114.743 14 Fun .081
Activity
Help
15 function 9.000 15 Limit 101.874 15 Growth system 0.063
& Help
Growth Operation o .
15 9.000 16 88.969 16 Difficulty adjustment 0.054
system method
17 Billing 8.000 17 NPC 75.574 17 Limit 0.051
17 Ease 8.000 18 Fun 71.487 18 Anomalous & Activity 0.050
_ Difficulty .
19 Innovative 7.000 19 . 69.474 19 Operation management 0.047
Adjustment
Difficult
19 ) y 7.000 20 Human factor 67.260 20 User skill 0.046
adjustment
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