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3 MExAl Abstract
3.1. Hoixte| MY With popularization of smart phones and advanced wirel
32 7t & =4 ess network technology, mobile game is developing rapidl
4, AT 23 2 24 y. Especially nowadays majority mobile games include in
5 ZHZ gl 5hH —apps purchasing function, so the importance of game ite

m purchasing interfaces is increasing. This article focuse
s on the definition of game’s In App Purchase and makes
analysis on usability of game item purchasing interface i
x E n three chosen mobile games. In addition, in order to rese

arch on item purchasing interface, the author studied usa
b ES] Wi T4 QEYl 7l wee el it preaeng

QAL ME L2 WAHT Uk H9 AT PR w
cg

bility evaluation method from experts firstly, and then m
ade Heuristics for evaluate the usability of mobile game

I A= st 7ol £} glel, Al el item purchasing interface. Then making usability evaluat
ofolgl vl QIEjslo] = YAgle] Tl Frhsa vk ion on item purchasing interface in these chosen three ga
oo & AFo)A= Butd Al F-EFEske] g s mes using Heuristics. The author launched questionnaire
Yoty a AAE 37k AlY ool el uff e Ho] 28] ALE- s on two kinds of groups: ordinary users group and exper
d-S BAEYT) ek muled A9l ofo]El Jhul] olE]H| o]~ ts group. After analyzing the results from questionnaires
g4 ATE Qe AL o) AFEA Bl WS AT and knowing satisfaction level from users, the author is

wpel A ofolel tu) elEjH o] 28] ALA 7ol trying to find weaknesses of item purchasing interface of

LA 3
2.03 8717 Tlo|matel S AT Aoksk Thol=eel mobile games. And found that the users are preferred tho
[e)

& Hg50] 44 371 AR ofolwl Pl QeI o))
AR BbE AAsh B3 B AR g A7)

o "o =
o Pre} HEEAE AABL 24} ArE 24
A

se interface design which is consistent, well visible and
conveniently operated. The problems that insufficient hel
p when purchasing items or lacking of support when pur

chasing errors happened came out. By analyzing expert

skl ARgAke] W o] thefA] roprgtom ofolg] assessment result and through feedback, many problems
o] QlEfHo] 2~ tAQle] FAAES HAT 5= ATk A8 are found and it is shown that users’ satisfaction is relati
S8 AAAI A1 ZH9l g}l AglsHA A = = <l vely low. Based on the mobility feature and small screen

. 1el of smart phone, the users require simple and clear inform
v 7)) that ofolel o) A& A ol of 2 (error) 2 ation delivery, and they also need to provide feedback.
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B T A clolRE WA RALZ TN ony 1094 v hese Aow s A
= BEAT Gel ZAIA Juniper Research= ¥ o101 wat 710 o) gz, Ty AnpEE o) 84}
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S 2 el =259 2013 Aol 84 AR LA, 2013, po.

SRz ETA, FREAGNY B B, 2010, p.19.
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ol glaL vpz ZAAE 7

AHA3E Ve 7—%}%2 EJ}H (Effectlveness) g}
8ol (Learnabhility), <143 (Flexibility), AH&-4} Bl %=
(User Attitude)ehat gojligich &2 A 4
& % ol A T AA AFEA S 858014 (Learnab
ility), &84 (Efficiency), 719-&°]4(Memorability),
Q5 (Error), WH=(Satisfaction)] dHEo= Adrgs}
il QIHh1e)

Fr2l22E 7k Nilsendl] 9J3] 23 #lete H]-E -
T AR BrpdHelt) dld okl ATk
o] AH8/3 HH el we} QlEF o] ~E HIlsA HH,

15) Neilson. J,
93, p.23.
) AEAA, Butd AREz QIE|F o] 2~9] A8 Tte] wek A
A At 3=l EH Vol.24 No-, 2009, p.143.

"Usability Engineering; , Morgan Kaufmann, 19

B2k sk W vl go] A Lusn g Alsw
of e FAYL AFBHE AP 2 Ak
Ee A BHE A% 1

Visibility of system status
N1
ARl Al ARIS| SR MEHE AlZtafsio] Hoi Fot
Match between system and the real world
N2
A MA oL 2otEEE AlA-S AA sict
User control and freedom
N3
ALEAIOA MEsH SXMHS Fo{ Sict
Consistency and standards
N4
AN FEHS =dict
Error prevention
N5
ALEAe| A5 o|odof| WX|E 5 TS MAH ot
Recognition rather than recall
N6
ABRPL M2 QXY oz A|A-S ARZE = U Eict
Flexibility and efficiency of use
N7
AEAE AIARS RO AREE & JULE sict
Aesthetic and minimalist design
N8
I0|Mo|1 ZHESH AIA” CIXIRIE M Bt
Help users recognize, diagnose, and recover from emors
N9 | of) wi A| ALBR} A2Z EHIE motsln $HE 4 5=
A sict
Help and documentation
N10 — B
AR ZE28H E2US MI3EHct
<E. 4> Ho|F &2 107X &
AN A ESJo]o] AMEA HTtel] EEEY FE s
g H7PES A<l Al (Playability) 37kl £-8-3)

21 A77F AJATHY HiAHte] o} (Desurvire) = Al
o] A4 (Playability) H71E $13 A%
AY Z7o)(Game Play), AY 2E#](Game Story),
WA YE(Mechanics), AHEA(Usability)S W7o
<3 5>2009F o] FE|AEAS AT

o 7H

17) 9 - AeT, 2REE 2284 ofEeAA AHeA Q)
Hulo] 2] A& H7E el g A A e S A, Vol16 No.
1 2011, p.36.

18) 22 - 288, wokel AT A9 Aeisol s viRele] A
A FJ7F AT, A E kel Eks] Vol.13 Nod4, 2013, p.364.

19) Desurvire, H. Caplan, M., and Toth, J. A. (2004). Using heu
ristics to evaluate the playability of games. In Extended Ab
stracts CHI '04, ACM, pp.1590-1512.

200 2 - 184, 2upd AT A Aedol txiele] AR
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L AZA A oAl 9lolE xS 2 olrl2]) e o
Provide immediate feedback for user actions = AT AT C9E e TR A8
D1 yke] olo] Zgloloiuly = ,z17
Zaojoje] oMol ufe} #E TIEwS HB3ict Fd Al Eeelot e El (Playability) & 37kt
) 71 913 A AHE-d(Game Usability), 53 2] €] (Mobil
The Player can easily turn the game off and on, and be able to -
save games in different states ity), 28] AlYd Z#°](Game Play)& W7o <&
D2 -
Z20[0l7} Ag &7 1L B & 1A #Fofo} 5 chet 6>203} o] Fre|AHAE AIRMICL
St MgolM Alde MEE 5 U siiFofok Bt
Audio-visual representation supports the game
The Player experiences the user interface as consistent(in control, K1
color, typography, and dialog design) but the game play is varied HeloM r|-HAS K|St
D3
Zajjojoj= CHUSHAEES, 2], ZE, I Ci5leAl) olefm|o|A Screen layout is efficient and visually pleasing
£ MYsix|2t Aol M= CieFsict K2
sl 2ojopRe gEXo|1I Aoz &I Eot
The Player should experience the menu as a part of the game
D4 Device Ul and game Ul are used for their own purposes
Ezjjoloj= HRE Aol dRESZ HESIESE sljof St K3
ClHlolA Ul 2AY Uls RRele| M2tz ALgE & qlct
Upon initially tumning the game on the Player has enough
information to get started to play. Indicators are visible
D5 K4
Z713HHol m2H Z20jo{S0| ofgH Als ZIdsto{okst XEESE 2 7 Aot
=X 27 Ect
The player understands the terminology
Players should be given context sensitive help while playing so K5
D6 that they do not get stuck or have to rely on a manual Z2{0lo{7} 80{E olallE 4= Uct
Zzo|E2 AYS & mf Yol =SUof| of=F = Uct Navigation is consistent, logical, and minimalist
K6
Sounds from the game provide meaningful feedback or stir a HH[7lolMe x5t =2|Ho| Z st Ach
D7 particular emotion
Control keys are consistent and follow standard
A & S-E 224 0|2EI2CZ n|Ewg Frt conventions
K7
Players do not need to use a manual to play game ZEEI|7F d@Mo|1 EFEFES w21 ot
D8
= 50| Z2Y ol Ads MdE + U
efolofS0l =2 flol= AUE % + ek Game controls are convenient and flexible
Do The interface should be as non-intrusive to the Player as possible Hel AEZ2 Halsn Sotsict
QlE{H|o|A= JHSSH Z2j|olofol|A| a7t =|X| gotob SiCt
The game gives feedoack on the player’s actions
Make the menu layers well-organized and minimalist to the extent K9
the menu options are intuitive Al Zeoloje| HMof w2t =S HF St
D10
ol 20]01S0] & A= 220kt Fd2 HUHOR 3 The player cannot make irreversible errors
of skt K10
. " p . =, =z & oiE _(‘D_E% J% ?;LE
Get the player involved quickly and easily with tutorials and/or Seoloih A28 + glE 2F S UEA BEd
rogressive or adjustable difficulty levels ) .
D11 . J y The player does not have to memorize things
Z2foolS2 3102 ofai e Yol MT 2D 22 H2sp K11 | Unnecessarily
st
Z2{oloj= 2SR %2 AS 7| 2RIt gick
Art should be recognizable to player, and speak to itsfunction
D12 The game contains help
OlE=2 BIEA| £2)|0|050] 2lAstD 7|58 UE 4= QUofot K12
it Aol =guo| Eatslof lct
<. 5> HMdlojofe Al AlBYol thet HIt FE|AEA <E 6> 3sHo| ZHIY A ALEMol| CiEt Bt Fa|AEA

5 (Korhonen) 9] A+ Butd 7o o3l Aj
28 H7} 7 (Heuristics) S WHe1l T2 EEQ A A
Al 2okl AYE o] &3lA Zeo] HAES WPy 2L
A, AAERS =, 2012, p.10.

22) 2% - 7134, 2utd AFE A dEHolx YAle] A

-

297, T AL A Pl B AT, BRI

=

/g W|7F AT, A E A1 Vol13 Nod, 2013, p.365. 4 7F A7, Fd=TAErARIEHE] Vol13 Nod, 2013, p.365.
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o] ®go] Fastrh A7l dAuteloj= A Z4

o], A} 2E&], MIAYF, AHA S HHrol Frel2E

25 Adska 2utd Al Fdolopd e A+t A

= o
549

wute)

w7t Ao 2kl Ao ZelolodElE |t
Elo} AY Eelo] &5

o2 o] FE|AgAE Aokt Aleky i Al
Q] ofolel Fujl QlEjH|o] 0] ALEA HILE S
&, diArtolojel Fode] MAPATE EUE o]
< T3 o] 87HA 9] FrElag s dAsidnh

71 9130 A9 Ag, 2
1

No. Heuristics

F2l0/0fe 20 AEHOIAE HAL B & 3l
HU | N D2 g o oporte win & 4 oot

o2l Al) 2 Al AR e A
H2 N9 + K10 R

E2/0/0f BIEA| ol E Alel # #EoE A
H3 | NT* DR sishop st

FolsEg YproE MBI, AHss Al
He | D310 1 o 22 paig waa 9ol
HS | N7+K8 | olold Toils Halain sExiels)
HG | e+ i@+ | eliEolxel dolors st BEHoln At

D2 | Moz wixE + et

7 | 1 ro | EFIlHel el e e si=u iz
He | N0 20" | olol ol m2ug Mzsin st

<E. 7> ofo|&l o elEmo|A ALSH HILE

23) Wiberg, C., A measure of fun, Umea university, 2003, p.80.

24) ol@% - e, LAY LS ASH W B B
& 919 Felads, AEUAEA8HE Vol2l No-, 200,
p.281.
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