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ABSTRACT

A sense of oneness between a player and an avatar is more emphasized than
role-playing itself in Korean RPG playing. Because of this tendency, the main contents
of smart phone-based mobile RPG are mainly focus on combat. As PvP occurs more
frequently in mobile RPG, playing experiences are diversified from sensitive control to
simple repetition. Also, the auto-combat function offered in game system ingenerates
funs from testing a mental model that a player statistically sets before playing. This
paper analyzes the process of generating fun in mobile RPG based on Ralph Koster's
Game Grammar theory. <{Seven Knights) is selected as subject of this analysis. The
pattern of mobile RPG playing is dichotomized : automation of producing materials and
concentration on raid and PvP contents.
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[Table 1] Combat Contents of Seven Knights

Conflict!|Contents| Reward? |Repeat®|Difficulty* | Strategy
Ad‘r’znm CGLExP | © ENH | repetition
Raid I X IL control
Boss
I X EN 1
Raid . control
Castle
12 X E
PvE Rush N, H control
Dail:
aty E A E,N,H,B,He | control
Dungeon
Celestial | C.E.GLPR L control
o L
Tower G routine
A . .
byss CEGILPR X L routine
Tower
Arena 12 (@] = repetition
PvP
' Guild P X - routine
War

Reward : C(Character), E(Evolution Element), G(virtual currency),
I(item), P(Point), R(Ruby), Exp(Experience Point)
Repeat : O(possible), A (specific condition, possible), x(limited)
Difficulty : E(easy) {N(normal) {(H(hard) {B(brutal) {He(Hell),
L(according to stage level)

# ! rewards are differ in each stage
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