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ABSTRACT

This paper is designed to propose the contents necessary for updating and developing
future mobile RPG game developers through a usability evaluation of Users using In-App
Payment Services at Lineage M. This paper conducted a wusability assessment for
quantitative assessment of users who use in-app payment services for mobile game '
Lineage M ’'. The tool for usability assessment was surveyed in a questionnaire designed
based on ' The User Experience Honeycomb ' defined by Peter Morville. These statistical
results were then divided into lateral analyses. Through this, it is expected that game
developers and planners will be able to find data to help develop new mobile RPG games.
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[Table 1] Evaluation Criteria

Classification | Scores | Evaluation Criteria
A 10 Very Positive(T9)
B 8 Positive(8.977)
C 6 Usually(6.975)
D 4 Negative(4.973)
F 2 Very Negative(2.97)
A : Very Much, B : Yes, C : Medium,
D : Not, F : Not At AllL

3.3.1 A0oIEx 24

[Table 2] Questions for Game User Analysis

No. Question
Q1 What is your age?
On average, how much do you spend on
o Lineage M for a month?
Q3 What do you think is the ultimate reason

to pay for Lineage M's in—app payment?
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[Table 3] Questions for Accessibility

No. Question

Q4

Was there any problem connecting to the
in—app store of Lineage M?

Was there any inconvenience caused by my

Q5 .
store Ul in Lineage M?
100.0%
84.0% mQ4 = Q5
80.0% 5.0%
60.0%
40.0%
20.0% 11.0%12.0% 10.0%
3.0% 2.0% 2.0% g go; 1.0%
0.0% - — —
A. Very B. Yes C. D. Not F.Notat
much Medium all

[Fig. 4] Results for Question 4 and 5
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[Table 4] Questions for Valuability

No. Question

Q6

Do you think the prices of the cash items

of Lineage M are reasonable?

Are you willing to use Lineage M's in—app

Q7 L
payment service in the future?
100.0%
mQ6 = Q7
80.0%
63.0%
60.0% 50.0%
40.0%
27.0%
20.0% 9.0%
: 10.0% 10.0% 1.0%
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0.0% — — |
A. Very B. Yes C. D.Not F.Notat
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[Fig. 5] Results for Question 6 and 7
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[Table 5] Characteristics of Paid Item Sales

Model[8]
Classification Characteristics
Gamh?[elglleilglery Free game play provided
Billing The player can choose which
Selection part to bill
Currency Separate game money from cash
and game money from game play
Contents Distinction between paid and
Classification free contents
Revenue Revenue from sales of game
Method items and additional game elements
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[Table 6] Questions for Usability

No. Question
Q8 Is it easier to play games after using
in-app services?
Q9 Are you satisfied with the variety of cash
items in Lineage M's store?
100.0%
mQ8 mQ9

80.0%

60.0% 52.0% 57.0%

40.0%

9.0%
20.0% 17.0% 15.0%93.0% 4 09a0.0% co%
- 1.0%
0.0% . T -
A. Very B. Yes C. D.Not F.Notat
much Medium all
[Fig. 6] Results for Question 8 and 9
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— Evaluation of the Usability of Mobile RPG Game In-App Payment Service User
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[Table 8] Questions for Desirability

No. Question
Q12 Are you satisfied with Lineage M's paid
contents and item’s appearance?
Q13 Are you satisfied with your game
immersion after making in-app payments?
100.0%
E Q12 mQl3

80.0%
60.0%

38.8%
40.0% 29.6928.8%

20.4923-5% 25-0%

20.0% 17.7%
= u-1E
0.0y N
C

A. Very B. Yes D.Not F. Notat
much Medium all

[Fig. 8] Results for Question 12 and 13
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