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[Abstract]

We studied cases of using the priming effect to prevent user attrition in the early stages of entry into mobile Role-Playing
Game(RPQ), classified games by type, and analyzed them. As a result of selecting and studying Sixty-eight games for research,
the games under study had a device in place so that positive elements that can be experienced in the latter half of the game could
be experienced in advance at the tutorial stage at the beginning of entering the game. Researchers named these devices
Pre-Experience System, created a classification diagram of Pre-Experience System for each system feature, and described what
characteristics each had. In addition, the type of Pre-Experience System was classified into Single Character Experience Type,
Multiple Character Operation Experience Type, Large-Scale Battle Experience Type, and Boss Battle Experience Type. Depending
on whether Pre-Experience System was manipulated, it was classified into Direct Experience Type and Indirect Experience Type,

and the Boss Battle Experience Type was classified into Battle Success Type and Battle Failure Type.
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Table 1. Selected games for research

No | Game Title Publisher Developer Release Date

1 Lineage M NCSOFT NCSOFT 2017.06.21.

2 Lineage 2M NCSOFT NCSOFT 2019.11.27.

g | Odin: Valhallal o\ ooGames | HOMMEAT 1 5654 0609,
Rising Studio

Lineage W NCSOFT NCSOFT 2021.11.04.

5 |ArcheAge War| KakaoGames XLGAMES 2023.03.21.
NEEDS

68 | Undecember | LINE GAMES GAMES 2022.01.13.
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Step01. Hypothesis Formulation

The application of the priming effects in various fields s confirmed
through research
Therefore, hypothesis that the effect will also be seen in the game

Setting priming effect criteria

Deriving definitions through priming effect research
Setting criteria for priming effects in a game
1) Oceurs in tutorials that are in the early stages of the game
2) Should not be able to experience after tutorials

v

Step03. Complete Enumeration of the Game

Played the selected games firsthand
Verified commaon elements

v

StepO4. Classification and Definition of Priming Effect in Games by Form

Analysis and Categarization of Tutorial Formats with
Applied Priming Effect in Games

v

Step05, Derivation of results

Presenting representative examples of forms
that appear in the game under study
Presenting the structure diagram of the prior experience system and
deriving the final result after arranging the characteristics of each type

aF 1. 97 Y £4js
Fig. 1. Schematic diagram of the research process
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Fig. 3. Single character experience type-direct
experience type example (from left, Seven
Knights Revolution, A3: Still Alive)
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Fig. 5. Multiple character operation experience
type-direct experience type example (from left,

Cookie Run:Kingdom, Arterial Gear:Fusion)
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Fig. 6. Multiple character operation experience
type-indirect experience type example (from left,
Minius, Epic Seven)
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Fig. 7. Large-scale battle experience type-direct
experience type example (from left, Lineage 2

Revolution, Second Country: Cross Worlds)

¥ !

“This figure includes Korean because these games are Korean
server

J8 8. tinte MF HA™-71y
Z2fAlop M|, T ofZAH 2)
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Fig. 9. Boss battle experience type-direct experience
type-battle success type example (from left,
Diablo Immortal, Guardian Tales)
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Boss battle experience type-indirect experience
type-battle success type example (from left,
Dungeon & Fighter Mobile, Tower of God)
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Fig. 11. Boss battle experience type-direct experience
type-battle failure type example (from left, Blade
& Soul Revolution, Punishing: Gray Raven)
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Summer's War: Chronicle, Ys6 Online)
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2671, Uit AE AF P 16709 AYA ekt 3h= A9l 3 el A AR g oF 3u) o
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Table 2. As a result of the research, the pre-experience system shown in each game

o]

Type Single Character Multiple Character LargBeaI?ecale Boss Battle
No Opgratl.c.)n Direct Indirect Direct Indirect Direct Indirect Direct Indirect
Availability
PBattIe regults Success | Failure | Success Failure
re—experience
1 Lineage M - (0] - - - - - 0 - -
2 Lineage 2M (0] - - - O (0] - - 0 -
3 Odin: .Vlalhalla o _ _ _ _ _ _ _ o
Rising
68 Undecember - - - - - - - - O -
Total 16 35 26 9 3 16 36 5 12 15
Indirect
Experience
&7, 50%
= T e
T8 14, ARAE AlAY 25 A3} (20 T8 16, AIAE AlA 25 AI} (xE J1S 0fF Q0
Fig. 14. Pre-experience system classification result Fig. 16. Pre-experience system classification result
(summary) (summary on operation availability)
Single Character Exparience Type 16 35
Multiple © m Boss Battle
Type Fallure

20, 20%
Large-Scale Battle Experience Type m

Boss Battle Experience Type 41 27
10 20 i ) 0 T D
# Direct Expetience Type 8 indeect Expenence Type
T8 15, ARIHE AAR 2F 2o (X2 7k ofF AA) T8 17, AAHE AAE 2F 2ot (EA 5 4EY)
Fig. 15. Pre-experience system classification result (details Fig. 17. Pre-experience system classification result (boss
on operation availability) battle experience type)
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