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Abstract As touch-screen mobile phones pour into
the market, demands for reusing existing mobile game
contents by adding a touch-screen interface are incre-
asing. But, the contents which are developed in existing
does not have touch-screen interface and in order not to
be automatic is difficult with touch- screen contents to
convert. From the present paper uses keyhoard interface
information about the mobile game contents which does
not have touch-screen interface and creates touch-screen
interface with automatic the method which proposes.
This method analyzes the type of key events which are
used from the contents the screen keyboard layout of
optimum and construct. And, key event where is con-
fronted with automatic occurs about touch screen event
and creates the screen interface which executes the
keyboard event handler. In the end, experiment leads and
the screen interface which has become optimum anger to
the contents creating, confirms.

Mobile Game, Contents Conversion, Screen
Keyboard, Touch-Screen Interface
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