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Develop Players’ Experience Design Method and Product Design Strategy
for Massively Multiplayer Online Role-Playing Games
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Abstract

In the game industry, the design and implementation of Massive Multiplayer online
role-playing Game (MMORPG) emphasizes the social interaction between players i.e
the interpersonal interaction relationship between players. In this study, we collected
1028 questionnaires from World of Warcraft(WOW) players in Taiwan of were
collected through the structural equation model(SEM) to analyze the structure and
causal relationship of players’ social interaction. This model can be employed to

explanation of social interaction and social behaviors of MMORPG players.

Keywords: Massive Multiplayer online role-playing Game, structural equation model,
social interaction
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