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Verification by demonstration of withdrawal factor in the action point system
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Abstract In recent years with the spread of smart phones, the smartphone games demand has been growing. Specially, a
lot of action-point control social games have been released and the number of big hits in the market has increased as well.
However, these action-point control social games addressed to smartphones, suffer from a problem related to the
decreasing of user play persistence rate over time. On this subject, game companies have attempted to lower the
withdrawal factor using user's behavior analysis. In our research, we made clear the primarily reason we have thought
was related to the withdrawal factor problem. Then, As a result of our experiments, the primarily reason we considered

as the reason of the user's withdrawal factor problem was demonstrated.

Keywords Smartphone, Action-point control, Social game, User withdrawal, Game Design, Field Test
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