Journal of Korea Multimedia Society Vol. 12, No. 11, November 2009(pp. 16562-1660)

MMO AlQe] AYSdo] BAH Hrt =¥
- GOMS B3& F4eo=z .

¥

op

o S &
& T

2

8

Bt das gds A4 28kl Al B3 AYEd el 348 GOMS(Goal Operator Method
Selection Rule)2 E&38} dled E4o] Ity GOMS #4128 HCl{(Human Computer Interaction)®] 7%
Ho g HEZY 958 B¥8) 3tn 259 AF S oSt Aolul, ZEAF 7rol=9 289 AY Wy
D& ol &3t GOMSY B, A44E 2 332 FE7E AR duadds AAstd GOMSS W
I A 2ESIETh uldgdnE BEE e AE dolrEL des B A4ES XYk

] Ao g 45 o g2 yaddel o &3 9625%, A gAbate] Hatxe] s
2FS] Z8& 77.35%9 GOMS 249 Aer & {0 B d7dA Adst GOMS 28 &
A& AAlste 7] DAl 2L Fr 2¥E AAEy AYe FHE 4T £ S Ao vy

Analytical Evaluation Model of the Gameplay in MMO Game
- Focused on GOMS Model -
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ABSTRACT

The matn objective of this research is to build a behavior prediction model of gameplay for MMO
(Massively Multiplayer Online) game using the GOMS analysis method. GOMS analysis is an ob-
servational approach to HCI{Human Computer Interaction) to model and predict behaviors of a human
operator in a highly interactive task. In this research, a pilot experiment was previously conducted with
three skilled gamers. The gamers were provided with the goals and operators through the user’s guide
book, and they found methods and selection rules while being observed. Based on the results obtained
from the pilot study, this research was expanded and the model was further tested with 30 subjects
(game experts). The new outcomes revealed that the relevance of GOMS analysis for predicting selection
rules is 96.25% according to the degree of abstraction and 77.35% based on the degree of complexity.
This research will provide game designers with a new testing mechanism in the early development
stages, in order to improve the quality of the game product.

Key words: MMO Game DesigniMMO A9l ©#1Q)), Model~based Evaluation{ 2.8 214k #7h), GOMS
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(GOAL: Preparation), (3) &
k3 (GOAL: Attack)
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GOAL:Game-Play-Process

. GOAL:Gather-Items-Process

. [select:GOAL: Template-Method

. . [select:GOAL:Find-No-Constraint-Method do loop

. . . . GOAL: Ambient-Method

. . . . . Identify-Surrounding

. . . . . Avoid-Danger

. . . . GOAL:Acquire-Item

. . . . . Move-ltem

. . . . Acquire-Item]

. . . GOAL First-Remove-Danger-Method do loop

. . . . GOAL: Search- Surrounding

. . . . . Identify—Surrounding

. . . . . Move-to-Monster

. . . . GOAL:Preparation

. . . . . Identify-Surrounding

. . . . . GOAL:Move-Close-to-Method

. . . . . . First-Attack-Monster

. . . . . GOAL:Pulling-Method

. . . . . . Backward

. . . . . . Attack-Monster

. . . . GOAL:Attack

. . . . . Attack-Monster while identifying surrounding
. . . . GOALAcquire-Ttem

. . . . . Move-Item

. . . . U Acquire-Ttem

. . GOAL: Sequential-Method

. . . GOAL: Search-Item

. . . . Identify-item

. . . GOALFirst-Acquire-Item

. . . . Move-item

. . . . Acquire-Item return to Search-item if no interruption

[ ] . GOALBattle-against-Monster

. . . . Attack-Monster

. . . GOAL:Re-Acquire-Item

] . . . Move-item

. . . . Acquire-Item] return to Template-Method if problem

solver can discover the game rule

Selection Rule for GOAL: Gather-Item-Process:

If problem solver is capable of achieving game rule, use the Template-Method, else use the Seguential-Method.
If there is low level of constraint in Template-Method, use Find-No-Constraint—-Method, else use the
First-Remove-Danger-Method.
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