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Abstract

Game Designs & Developers that system designs improve, the product and the change of tasks to
all developers are essential in achieving On-Line Game project. Existent On-line Game project
management designs support the definition and the change of project activities, and configuration
management designs support version check, workspace management, build management, etc.

In this paper, the proposed Design defines Game component based development process model,
and achieves recording of process progression, processing the request of change, reporting the
progression of each task, product registering and change, version recording, artifact or form search,
etc, using UML. Furthermore, study on the stake holders get the systematic management and
standardization by sharing information that are necessary in Game design & development and
configuration management in distributed environment using the system integrated management
design.
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4. 6. State Diagram
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