&2 o235t Z30]o]
HES 01Z% Z2lojo

0] * *
o1, 2IE, BB A, A9
OZ3eostaL 2arE.

e-mail: {dnsid28°, glooh325897d", rudtjq9267", rladngur6182°, kcul006 }@naver.com,
trykmh123@gmail.com’, meryoo@ikw.ac.kr’

Guiding Player Movement Through Directing Techniques

Seong-woo Lee®, Young-jun Jo,

Kyeong-seop Kim’, Woo-hyuk Kim', Myeong-hwan Kim’,

Chang-woo Kim', Myung-chun Ryoo(Corresponding Author)”

9School of Software, Kyungwoon University,

"School of Software, Kyungwoon University

2

o}

o}

£ =woliie ¥y 3D Rz Al £ d2ld ke 28ste] 19039 Age ARt olul
£ 101019] TS ARl glo] FiEAte] S A ddskA| L AY & AR dEE %?‘fﬂ Zk
HH oz EdololelA] e ARt 2 AlRIsh= WS Aelblar AXesH Edolole] Btk &

R

FIYE: 8o

[, Introduction

A Az Felolole] FHE Befshe Ae F:a Tlo]
o} 53] oK) ek Feflololel 79 B 1% Fxel
cAilofehs Q3] P9l sok sher] APekA ekom el
ol ofeke-e 7S 7 L, o] ARIo] LolH Ale] Bol
A AV ek S ol uREol AL E4S
A AR 5ol Bdlolole] BYUL s 4 ek uleh,
Feolopl] 1F3AI1 AME Agsle] Eellololol] 41 A}
= Zo] Fashiick

B RO ol 93

Adelx] ZdelefolA & e4s

Fg3te] AE T ew Pﬂﬂf A 942 Aujsle]
Zdoloje] Bl sl AlY FaBe 93] she e AN
k.

Il Preliminaries
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A7 (Unreal engine), Al (Game), <13 (Directing), &8 °]o]

=X (Player movement)
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Fig. 1. H=E

lll, The Proposed Scheme
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IV. Conclusions
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