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Fig. 1. a Example of User feedbacks
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IV. Conclusions

£ z2AEdA Al el glo] ZREER]] i e
B8l tiste] AmlEgit). Teed] ZREERIS T3l SW
A 283 Zlo] opufet A}l 718, AIUQA, AH8A} gl=Ho]
|9 3—%‘ 29Ik Ae] dAle] FES ZIEER] A i
TR T slo|eolo g Adsle] JrHoR AU
2 Jck
A QA HgAREe] AR 71EiAl E3hlo] ARlVde: 753t
= WAl 37 sllem, ARgAte] wlemolel= Al Fidell o]
= 7hg a5 s Hktell gk Sl

_\1_
?ﬁﬁwéﬁ

>

O 77
= 71.%

& 5 ik

zameloRge AYe] vIgE o 4 g 71 B W
SffolAet TREEQRow Aoke A o} 4 S Ae

oRek. gl e, 71 B she A4 A7
fiotel Wk Adob AT IRl o

fAge] AR E 5 k= Al v
Aelet.

=
x

a?
f
2
i
N
HF
£

\I
o
[l
o
2
o
ok,
I

e

REFERENCES

[1] Chan-il Park, Soo-Jeong Lee, Hae-Sool Yang, “An
Improvement of Game Development Process Adapting
Agile Development Method” Journal of The Korea
Computer Game, No. 12, March, pp3-9, 2008

[2] Pressman, R., S., Software Engineering a Practitioner’s
Approach 4™ Edition, McGraw-Hill, 1999.

576



