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[Abstract]

As Game Business Model is advanced, the size of the mobile game market continues to increase, but in the process, games
that induce payment for IAPs (In App Purchases) including excessive probability items are increasing. As a result, the billing
fatigue felt by users is also increasing. In addition, as the controversy and regulations on probability-based items intensified, the
emergence of new game BMs became urgent, and it is Battle Pass that game companies pay attention to as a new alternative to
overcome these problems and provide useful BM to users. In this paper, the top 100 mobile game sales in Korea were surveyed,
and the status and cases of Battle Pass application were analyzed and categorized. Through this, we present a guide so that game
companies who want to introduce Battle Pass can design a Battle Pass BM that fits their own content characteristics and structure.
However, since the research subject of this thesis is limited to Korean games, we will analyze the global battle pass application
cases through the following thesis.
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Table 1. Mobile Game Sales Ranking in 2020
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rank | Game

1 Lineage 2M

2 Lineage M

3 Rise of Kingdoms

4 Crasher: Origin

5 V4

6 The Kingdom of the Winds: Yeon
7 AFK Arena

8 Blade & Soul: Revolution
9 MU: Across Time

10 Lineage 2 Revolution

11 KartRider Rush+

12 A3 : Still Alive

13 FIFA ONLINE 4 M

14 Poker by Neowiz

15 MapleStory M

16 Random Dice

17 R2M

18 Ragnarok Origin

19 Brawl Stars

20 Black Desert

21 PUBG MOBILE

22 Gardenscapes — New Acres
23 Cookie Run: OvenBreak
24 Seven Knights 2

25 Junior Three Kingdoms 2
26 Guardian Tales

27 Arknights

28 Age of Z Origins

29 Summoners War

30 Genshin Impact

31 Epic Seven

32 Call Me Emperor

33 ROBLOX

34 Langrisser

35 Lords Mobile

36 Empires & Puzzles

37 Hangame Poker

38 Com2Us Pro Baseball 2020
39 Honkai Impact 3

40 The Continent of Wind
4 Homescapes

42 Fate/Grand Order

43 Be The King

44 Clash of Clans

45 EOS Red

46 FIFA Mobile

47 Yong Heroes

48 Glory of Cepheus

49 Everybody's Marble

50 MU Awakening
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51 Moonlight Sculptor

52 Princess Connect! Re:Dive

53 The Seven Deadly Sins: Hikari to Yami no Grand Cross

54 Lord of Heroes

55 MaguMagu 2020

56 Mafia City

57 Slam Dunk Mobile

58 Last Shelter: Survival

59 Kingdom: Embers of War

60 State of Survival

61 Emperor And Beauties

62 Gunship Battle Total Warfare

63 Pmang New Matgo

64 Pokémon GO

65 Story of Sky Angels

66 King Of The Land

67 Seven Knights

68 Elora's Raid

69 Klondike Adventures

70 Kairos

71 Reach Rich

72 Empress: Tales of the Heart

73 LifeAfter

74 Chaos Mobile

75 StoneAge World

76 Mobile Legends: Bang Bang

77 Rise of Empire

78 Archero

79 Anipang3 for Kakao

80 MARVEL Future Fight

81 MLB 9 Innings 18

82 Ragnarok M : Eternal Love

83 Zombie Highschool

84 Candy Crush Saga

85 THE KING OF FIGHTERS ALLSTAR

86 Dragon and Sword

87 R5

88 D-MEN : The Defenders

89 Sudda

90 eFootball PES 2020

91 Warship Legend

92 Clash Royale

93 Yu—Gi—Oh! Duel Links

94 lllusion Connect! Re:Connected

95 We Bare Bears: Match3 Repairs

96 Exos Heroes

97 Township

98 Friends Popcorn

99 Rohan M

100 | Hearthstone: Heroes of Warcraft
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Table 2. Battle Pass Definition

Battle Pass Definition

1. Does it have a structure in which rewards are given when certain
conditions(level, active point, mission, etc) are achieved
according to the user's play result?

2. Does it have at least one paid/free line reward?

3. Is there a battle pass progression period called the season?
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Table 3. Battle Pass Research Methods
Battle Pass Ratio within Top 100

Step 1

Current Battle Pass Ratio by sales ranking section
Status

el Battle Pass Ratio by game genre

Step 2 issi

Type Battle Pass Mission type

classification (quest type, attendance type, level type)

Battle Pass Payment method

Step 3 Battle Pass Compensation

Classification
by method of
sales

Battle Pass Price

Battle Pass Level Sales

Battle Pass Period
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Table 4. Battle Pass Status by Sales Ranking Section
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2020 Sales Ranking
(Google Play Store and Number of Games
Apple App Store Total)
1~10 5
11~20 6

~30 7
31~40 7
41~50 3
51~60 3
61~70 0
71~80 3
81~90 4
91~100 5
5 TE Y HSdA g
Table 5. Battle Pass Status by Genre
e [tumerer [aonveatie g
RPG 50 18 36.0%
Puzzle 5 2 40.0%
Casual 3 2 66.7%
Sports 7 5 71.4%
Casino 4 0 0.0%
Action 6 5 83.3%
Adventure 4 1 25.0%
Strategy 14 6 42 .9%
Racing 2 2 100.0%
Simulation 1 0 0.0%
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Table 6. Battle Pass Status by Type

Type Number of battle passes
Quest type 43 a8 2. 2[UxIM A8 sjSujA
Attendance type 1 Fig. 2. LineageM Attendance Type Battle Pass
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Table 7. How to pay for Battle Pass

Type Count
In—game hard currency payment type 9 (19%)
Direct cash payment type 39 (81%)
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Free Line

Paid Line
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Fig. 4. Cookie Run: OvenBreak Free/Paid line of Battle
Pass
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Table 8. Battle Pass Core Rewards

Cookie Run: OvenBreak Special cookie box

Dedicated weapon,

Guardian Tales Reinforced material

Age of Z Origins Equipment

Epic Seven Limited border
. Skin ticket, SSR 4-star
Langrisser
character
Empires & Puzzles Hero

Honkai Impact 3 Costume selection box

The Continent of Wind Epic card selection box

Clash of Clans Skin

FIFA Mobile Hard currency

The Seven Deadly Sins: Hikari

to Yami no Grand Cross Dia, SSR confirmed ticket

MaguMagu 2020 Elite player pack

Slam Dunk Mobile [tem

Mobile Legends: Bang Bang Epic skin experience card

Archero Hard currency
Ragnarok M : Eternal Love Skin
Zombie High school Skin

THE KING OF FIGHTERS Awakening material
ALLSTAR ¢
Clash Royale Legend wild card

lllusion Connect! Re:Connected | New Character

Exos Heroes Mythic Hero Selection

Township special items

Hearthstone: Heroes of

Warcraft Hero Skins
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Table 9. Average Price of Battle Pass Status by Genre

e
olor

Game Core Reward )
Genre Average Price
Lineage M Accessory selection ticket
AFK Arena Dia, Epic soul stone RPG 23881
Blade & Soul: Revolution Limited edition item Puzzle W12633
KartRider Rush+ Kart Casual W5900
A3 @ Still Alive Cape costume Sports Wo8857
Random Dice Legendary dice ]
Action W16038
Ragnarok Origin Skin
Brawl Stars Chromatic brawler Adventure wisre2
Black Desert Black Spirit Pass Reward Box Strategy We741
PUBG MOBILE Skin Racing W20700
Gardenscapes — New Acres Season Pet
http://dx.doi.org/10.9728/dcs.2022.23.10.1909 1914
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Table 10. Battle Pass Average/Highest/Lowest Price I+ 7F2 17,6609 7o Az o s sazel 7Ae s}

Category Price Game T 98-S &elsl 4= 9t}

average price | 17,660 - (4) ME~ gra

highest price | 65,000 MLB 9 Innings 21 ol I AZEveE gy ujEy i—‘.f ER 717 Yol H=
Archero A4S 858 =S w2 giis sk, o= viE
Rise of Kingdoms gjxo] FHE BAS dEs7] 98 A9 wg@a AI7HE V)

lowest price | 5,900 KartRider Rush+ Hto g2 ‘yoju) A~ g3 Near-miss effect)’ ¢t ‘WA a3
Cookie Run: OvenBreak (Zeigarnik effect)’ & AHE-3F I fr=r2] o]t}
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Table 11. The Price of the Most Popular Product 2 o] &5} HAA HE 1A FELS oA AdsHA F

Game T Prce of the Most A Friom shad il AT ke A5 4 AE

— = 32 35 FES U} @ A 2olth

TR orso %) 5 ThEdeld w4l Felx Ao upEs o

MU: Across Time $99.99 ol Splele. MiEsse] AT 71k el A& 1 55l

- — Cleb AT S L T F AT o) 2 R

Summoners War $99.99 && HSE T

Fate/Grand Order $79.99

Be The King $99.99

EOS Red $99.99

Glory of Cepheus $99.99

MU Awakening $99.99

Princess Connect! Re:Dive $79.99

Lord of Heroes $8.99

Kingdom: Embers of War $99.99

Emperor And Beauties $99.99 T8 5. Ft=2lolT] 24 Z2ix sHSux 2 oy el

Story of Sky Angels $99.99 Fig. 5. KartRider Rush+ Battle Pass Level Purchase

Seven Knights $99.99 Screen

Elora's Raid $99.99

Kairos $94.99 WIS AE BASh 43709 A F 1970 Aol wisai=

Empress: Tales of the Heart $89.99 HES Fufstar 9lom, o] 5 18719 Alddo] st= AUAZ

StoneAge World $99.99 TulE = QAL 1706] Al we] deew ufd 5= qlvk

Rise of Empire $99.99

THE KING OF FIGHTERS ALLSTAR | $9.99 B 12, oiSu L 2E fof

Dragon and Sword $99.99 Table 12. Battle Pass Level Sales

R5 $99.99 Battle Pass Level Count

Warship Legend $64.99 Sale 19

Rohan M $89.99 Not for sale 24
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Table 13. Battle Pass Level Sales Currency

Type Count
In—game hard currency payment type 18
Direct cash payment type 1
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Table 14. Battle Pass Period

Category Period
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