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Serious Game Design for the Elderly using Arcade Game Machines
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This paper deals with the elderly serious game design which makes full use of the existing
arcade game machine. This serious game is on the issue for its positive role recently.

Serious arcade game for the elderly which is made up arcade platform-based combined
contents manufacture technology has an element which is having a fun for building up physical
and mental health. It also has a special objective which can prevent against senile dementia.
Above-mentioned serious arcade game which has a special objective in both hardware part and
software part is needed to study how to design. Accordingly, this paper presents how to make
up special-purpose entertainment machine and contents development by biologic, social, and
psychological researches and data about the elderly — main users. We hope that this paper can
be used as a base for expansion of new industrial field by integrating new product development
for the elderly with high game technology.With the help of information technology

m keyword : | Serious Game | Arcade Platform | Product for the Elderly | Combined Contents |

+"0] AT E X HBAolZAMAIA U HclolH|o|EAY x| AME] X[ T Q"
HeHE - #090414-002 MAlgtE o 2000 06 05
HE Xt - 200949 48 14 WMAA : dald e-mail : mkim@dongseo.ac.kr



10 g=r2EIXSE|=2X] '09 Vol. 9 No, 7

LME

Slght sferenel wae gel A4 P A7
o BE5o] AR 1Y% A2 WBE A
stom Aap1e B BFAY dFBL A% 1
A7) %0 WYL YT Agdo] & WS F
o O e A 4

Mo o

-3
=
=
et
1o
2
N
u
Hdo
ot

o] F7te] obd AYH 248 S8 T3stn goy

©
g, A9, Ay, A%50E

Y

7HAE AYe gl FastA
28 aowhg F78H Zlof oy

wemels 4449 BASE AFak s
A
=

54 el Sopy Mem MEE HYARI]
*xiol; TS AN 218 SN0 i & Y. War
GameO|2fE B2IH 8T, B, 8T € ZE EOIIA
H2E A HHIE Ax1 2H517|0) HIgO] LT ol

S digAZa0|80] 71T uts| =lof U,

*Ameria Arms: HAFS T kol it MY He
EEE Y3 AY.

*QIEfHE(R ERIR0} B0 FOSQ B4 Al 2B
Hy d9

*EH0|E F3 Edjoju: Hulol #HzE 0l= Al
*oiLi B30l AE Al
*Fo JIsH AY 2ot & 7iE Ee U
= EOIZ Adle] Molg 7I¥ieR B8 & HERUE
£ AYE X3,

sCHEIBHAILY: 22l0IE2Y, DEHE0| AArp20) 0jX)
E S o

*LBIEDS: & THY, Foldoiy, ot Ezfoidg st w
SAY.

sIAWO[7: O|Azigal BHYAEIQI0] of MPEXI Y1,
MSAEA WEA = N

*I12H| BEL 229 WAL EH 2EZAUAS BREE A|
of

| B ZE 23 308 SxoR Y.
SZERA HANOR 2,000017 0l CiezE, Al
& NEHE shEoh= ARE A3

#7101 UlHAO|d: S Mg He) JI0l=R BHIX x|
SPSPYAY,

oJTRATE GME HRIQI0] BAS HoWt B X|7l=L}
of ma2t Alle) Zazt LS.

oHol ZiZS Halsin, AWS ousin] THISIA TigR
HEX|E7 BE Meix 2018 Xg

|13

4

sRe~Mission: Y BXHEO| XIHAHH EHAUE 0]A
P!

*0{A|0(3 QI T 0|E7PY KHAS YT HALMEIR|
22

Wii Fit: ZIZEX 25, 40589 0|2 M.
echio| ol Ainjolt ol2Ael

7154 AYE B HA=oA 23] g, L
Qoo A2 FE A7 & FHU2 NN 2
A9 AR aeE Sgwhs ZFashs J Ry
7} ohel A A A A4S E88) AAZ A
& FP3}e Aol ASE AFe J¥e FIH
=3 512

ol Aol uhet e} 7164 AYE A& o
FRop #Alo] oAz Yk (FdzoizelAM A

M

o}

AAR} WA 715 G Yt “FFE

T, FhE FENewro)T| =W FHEAX LY
2821 Newo Harmony) 5 T3 FREANA Al
7 o013 QIet,

a3 1, RERaj0l0| “ZHAAY (3, SRsHEL S22
2C X “ET7|(Mind Arrow)'()

EE, H2 dARAYY) 430 7|E AY FA4
Fol Bopslm 19 AUz EolYORA Lk o
2 3¢ AYY 19 750 28E 7154 AYel
g Qo] £ A Yok B wRE TR 7l
HAY Bob 3 ANAHE hEOZ ASH st o
We BHox oels EAE 71w NAAYE
2872 se] Aug A DRI B Y &stast
Gtk 22 GRAAE 7)7) AFWe] 41, = F)
WE Akl AU 32 5 Qe oblel=E YT A
A Fhgel Bus) AR sick

a3 2. Y2 HI0M EAIE oFjolE nETE AIY



I &AMl £

WHHoZ o) ‘Hool F& g Wiy o
3 2ol A hehts 4 H- A3
9 AEe) W3} S0 5 HEHE By
pLasipl

2 714 O RS o8 nr} A
1) 24NN BAAY Fg A
<%’ (chronological), 7§21} A= . A
A WhE | o2 WEA s tzstel
A, Ade] B A 2 AeH
| o8] FAsHs v|eAd a
K age), 7N%1o] A2e] Ao F1A. g
Aoz dAae Amd we NIy o
%' (psychological age), 7121e] B3atm = A3 A
Ao 9, 9%, A & 2
‘AH8)H A% (social age) 22)3 7 E3ho)

St Alaol sk B3l Am Aol ‘Bay A
5ol ATH3I.

T7F2 R (Neugarten) 2 7l =909 [&
dAZ EFn doH, FFAHATLY =P A
g AEzAl] o5t i dzbe] 45%7) 60A1S, 18%
7F 664 oS V] =HMoR Ha gl
EFsETH AL

=)
lo
U
y ol
AO‘L

o
o ©
o

°l

ol
Jz H

ro
-ﬂ flo

rO

rS‘—';Nfliﬁ

o
fr
w F
i

AZ 7

of
Ay _rR

o M

2 4o o

]

ey
3.

5o A=

oA A%

H 2. m7i240) ot Lol » 2]
. 55~65M2M 0| = US 3t 4 9
o ZHIM AL ALY &010] R0

=l S m.

65~75M2 M EIZXIEC] B0l a3t

75M) OlMOZ M MEOR okstn wotst
0 Do ZES Mol LIS

A AAH, ASIE, A SHow
3 [& 3% 2ok

A A EAGA AAE ERo 7 e}
AP YEY ARS Yor A% Ha 1
S ,$2%, A A

A3z vebd 5 9l

(o2

e A

j_. 3

7ML= AeH die

° IRE0| HoixX|n Ao 4.

° &62I7t B A2 70| g8

o xlof B YD o] AE U8lE lst
0f tHH|7t A

o

HI0] RRIsH: AE(R X917 BOlSE g
o| a7} A2l

2021, 5A, MElo] ES AL

telziet AtloigETt Bois.

o o

o

f71§’é!’51°' AL, B4H0l 43
sl %%“N 2=

]
o
L0

E

o
ie

50 571512 TS 84

50| 7|=0| M3 AuE Mgt

(57| SISt 2eilolot SYs 2g v
1'0'" O)\}o LP7|E1‘-— 710#

4o||ru oo j K I:IJ_
T
I

© o 0 o

38 3.Computer—assisted Memory
Rehabilitation Programs(5]

{79 3] gt Asd e A< oAlSo] o Faa}

& ez Heo £4S 53 2238 st
7]

H, & 7%y wde
ZHAHSCNT:  Seoul
Computerized Neuro-Psychologic Test)I6l[7]15 AM-&
stod Hrkslgdnh Y42 10719 S99 Z2ade d
o] (A~Dol wel dAFor FAsER A 72
AEHAR(GEAAE), $F Z8HAC19H), 1F »

SR A A 55 T evel) 2.2 0] Fof

09 6] e sl o )
% 2 RS A~ 1074 HA S v
o Feols] Wi, MEEHolS ) Zeade



12 $ZEUXS8=2%| '09 Vol. 9 No. 7

B 4, 48 JsHAIAY cAlY cixiel 28
7I_’.'<_. & oIxlsa B £
(Basic Level) AZH K27 |t 5 A XH_O;;EE b
(A~C: ARZES} A | —0lE—2it R
ao| 7%) 4
2838 5 s 1o
(Micdle Levety | JHEEIIR I8 | 7192 gg g2
(D~G: A'?_"ﬂl‘ é;" _E"‘ I—:_"_ 2 Jd5 Luglo 3—\—1 &
gol 53 s ¢
NEEH
(Advanced | AIZYZIXR-T1%—8 | . R
Level) sa-wgug ) | EB IS 2a8
(H~d: AREZH 4 | X iz St eamci gy
ol =3)
. 2HE 7ISEAY AR
ALE mols Bl AN S BEety, 1%
Fadtn, oot 2Ed 2 gHste e 9
o ol 1AM L2 EASE F7] Wi AR
Aol glo] ¥ BFslm, e} wolo] Faxioin
AR} =Y Aol 257, @AM BrHs3 P50
e 24g A5, H8F 52 F dore mug
F Utk webd AuAdE 98 7154 AYge w2l
o] BA4g nEd ANA- 44 =sie} wste] g

Al Aae) Pole ¢ & oAk

1. BRIE0ld & {EX" (Brain Training
for Adults), '® T (Wi Fit)
‘HyRlEgeld ¥ ojdx's UdxDSele: Fule

AD7) ERE W3 A =2 A et Ao

A}, 2, HEAY 508 7AYo glo] HEEe

ZAANT =d 2o deiA gt
ASAEE e QA Sede edshs W

_%

12
M9 $AT ofrz Age ¢

E Aok 2= g4
1070¢] Y= DSE FHlg e 25 & doZola}
3T A HEF 242 A ALE EE A

o] Ago] =go| Avh: BE stu Yk

AR AN AR 718ke} BFAIALE “ 2 Al o] A el
S AE3A = ZAL, HE ASste F2 P
T EY8it T H7hcHe)

Ay o] AYL ¥ A5¢ T Aol &
7t & = Yot e AR 3UX 9 L RuEE
B} Ak A g x=9%F0] FARE E9o] 3
71E B3 o7, ol F2i7t 2 7heAlol drta Ay
Ha 971% s,

lﬂl

a8 4. (zhEMIE ol B ofgR, (P)=aoolx]

9 2 TVS 53 AeFo|ag AZste S0
e Bt edds & FFE A5 BM, B S48
A28 F4ste] AN F g Flstn Al

= Aeldh B dHAE AZSII ol ETHE AlA
gdel Fod 24 gejA glon, avh 2EHEE
T4 %, Uls A B ddd Edgolds 4 7t
Ao AXN £4A 22 4 UA AAs Aol

2 5. Wii Fite] AJ2X & ZHIXS

# R P2 BE(Wii Fit Balance Board)s B= ¢t
o Qe 4708 AHANTE AHEA we] 98 Berel
o $AZHE B A8 AFL B A
Ue Y R eANA Felo] BIe o 10%0]
a25)E Aoz Felug

2. 'Ofojx] QM0 (Age Invaders)
National University of Singapore’'s Mixed Reality



o

OIHI0IE AIY717IS &8st dHE 7ISEAY CIxll 13

Laboll A 72ek AlYoz ¥ LED BEdA AYS
sh= Alolm e} B Bl H&d Y be =
19 FE2EE F3) 7150 34 22 Qe 3%
H4(Argument Reality) AYelcH10]. AQYSa o)A

TEAYE X 8 5 QA Eot TS Aol B

ot S

a8 6. ol|o|x} 2lHolE(Age Invaders)

3. ‘Efzol Eor
detold sl A2 wujstm AR} Feroinizt A
FHE Fo LAAYL AFE - HT AYe X
A olAol= AYH g 2 Fuld A2
AL AR 24 E97]o} £ Tl wh)
Z

oAEE GAZE FAF glom stagel:wRHE 8
et FeueE Fobol o AA) Yok xAw
HEE E2fokshe AlY. stage2 :22%7] FHOR 2
7HA WEE ol i EelA e A7)l A
o= AY. stage3: & 5§ Bet AYez 3w
Flellq e Ae5S 72 B4

718 QoA 2719 #Ferle] Jgmgd A

=
£ 9% 244 Hrke Sol ATl Yejz waalol
AA AU F7)7100 Feloligol BataR

3% 7. o] =l OIH0IE Alat MWsIH

A AEAE T3 A 7154 AYe) E3E
- dHES A9EST (X 5l AR HERE
(Andy Robertson, "What Gamers want: Silver
Gamers”, Gamasutra Magazine, 20087.) U&-& Q.9
g 202 50M o] g, of 2519 Edle] 4EE o
FEGI AEAEFE B3 T2 kel 254,
o537, 71AI% A7 QA H o |~ A 5&

24 RS

2 5. 4 AolMzt Hsh= A Eajo] Wall11]

T = T
. BEY = O
L THE AY ME XtE O

1
2
3 HAE MOIE, HE AZ )
4. 7Y M8 8o ME 0]
5. Ao crafdt Aol XiEY o
6. ZE[SHo|et AHRUAOM 715 | BHS
7 %2 X
8
9
1

Bigkst
Aol Zeiol XM 2 Xiadf M X
. AIMEHOIE ol Fallxl 3¢ O
. 71ET EHste 22101 20| o
0. A Zof HohEs) | Zo

Hieol 443, AlYe] Aol dedin dRE #FS
yAYge] FH2 FAHE opAlol= AN 54,
71719j80] BE 285 2 BlES] P o]Fox 2
zto] zhAsta, AlY Flol Al Hold FAAHE Hol
™ & 712 Fehel M= A3 S et G of
APl =ERFL BE Fe7t vh2 = A e A
Atety 159 #An Fujg Eyded & grh

S 53 13802 AnAde A4
3 248 nH g FRE0] e R Q19



14 SI2EHXEIS|=2X] '09 Vol. 9 No. 7

AAH 542 7Ae o opFlojs ZRES gheh=
Aol [E 6]F 22 EH oz 2la) ¥ Roje} vy
AT 2202 EAE L 1 1%y a4 &
Ao H&3la AuAge) A3H-H2) A 75 At
A4 elag AAH P4 98 [29 319 B A
ZEIHP0198, AAY, £RR)e =244 7)
0.2 ST

f

FN

E 6. OBol= B%EQ E312]

o gt MZynt CIE 0I8XIE0) hEH JAINo] &L

o £ 2E0) 2 U 52 20f U2 Lt ¢z 9
E{E0}AS} HBIE Gin, OfF 7|20 ©X| S5HA)
MO € £ lon T2 Melno| tzs Aact

° BB B0l AR NBE| R0 PCAIYS
MAfSe WO PRRCH= ChESH BEZ P45
Hizte] g840| &L}

o W] Ajzio] Z2X| 4n KIS0 TSI
o L AEiL of2] ol HES ARsl7| M2 X
Bo| 24ms, A B 4 9Uc,

1. SI=EY{(Machinery Structural)

ofAlo|= ERE A7Ro g Aoz rapl
of 3ol F2Al H WEE AHEAEe] g8t Haly
o tig dEiFe) 2t} 917+E8Hergonomics)d
Z00] gejd NAAF, 2zsge) meolt), AA9)
el F-& 2eEo t3 U4 343K Anthropometry)
HolHE vlgog AF9 23 A5 Abgate] al
AH A5 Alole] #X =g Hhslabr) As 71719
Eol, Mg, HES F2td By You wespy)
AT A 58 BF3tu AFRAEY A% A Y
B ohgl AAA 589 FA7A 2F ngsdg
{131

AAZIEE AAZAA5Y 7 L9414
HE(xHe] 7158 dADesign for adjustable, =g
AE o]4% M A Design for extremes, PFAE o] &
%t AAlDesign for the average)7]Z0.2 A7 29
E 71EAE vHbE T 329 EEAE F F o]E4xQ
60t FUI51E 71Fez mejdn)

2 7. si=80f &A=

ortg0l | ZEY 954

BH=0l | x| : Aol
95%
EAR| © oiMe|

0| 5%

- ME RS maso) o

pd

[E 718} &L vigteg R4 7)7)9) 25& o}
A ke Ag 7R dta AXERe B E slEd
FEE 74 UEE 3 gol& A4 £4, 717
o] Eole AHo] & A} 7|Eolng YA o) ghed)
g 71Eoe AR YNNG o] HAVIFE 3
XA, oA 339 B%, AN e 94 5%
olg3te] goHg Fer) AA, 7179 F& AHERbY
o dojoj i HEe TAR P de AEe E
o2 AR FLRE o] &3 AAVIEE FEAA
AR Y BY% ALAE S0 5%F ol4s
o ge¥¢ Feth YA, HEY A7) AR &
A7l gg HLS AR ‘PWIFAE o] &% MA 7|
FoAA Gy g el OAiA, date] g He =
ol 289 EoldM F& Axrst VE A-F71 5
& 8o ‘Z2Ho] 715d A 71 o2 dt) oAl
ojate] £2 ofzle] ghe do| Un| 7|EE AHo] 2
AHEAE VIEOR HENE o) 4T 7IF AN T
& Zerh dFA, 83 YR v H2gtel | 3
& WEAE o83 V|FEA FHEE et

2. ATZEY0(Contents Architecture)
AW L 7| 5AAIY Sz AAE 98 AR, AZE
dlol9 siEjHjolx HA) 7122 da] A5 Jacob



o

OHl0|E HY717I1E EEE UHE 7ISEAY Cixiel 15

Nielsen®] ‘Heuristic Evaluation 161923 AQ =«
29 AMEA 7te] dis} A7 Melissa A Federoff
] ‘Game Heuristics[17]193-& ZAZ [ 8)3 2o)
AHERLY AAH - AN E EAo| mHoR Tzl
HIFE Fol ‘AR FIAA, AR AL AL
Hol A, 'shae} AuA'E X002 Jacob Nielsend)
‘Heuristic Evaluation'®} Melissa A Federoff¢] ‘Game
Heuristics' & #AZE-& Adsdh 4, 9 E,
7198, SEEPLe A A9y Bd A2E Fa R
18191 A== A sAch AA, [F 91117 2

QEEEREE

$wele] 394 Zzade] ojatd

Aug $YHE 71ERe Aesie] AX st

H 8. AZEY0f CIXie! SXu} BEE= 7|&t

ol
7tAY

J-a) User control and
freedom

J-b) Aesthetic and
minimalist design

M-a) Interfaces should be
consistent in control, color,

typography, and
design

dialog

M-b) Should use visual and
audio effects to arouse
interest

Huol

=N

J=¢)  Visibility of M-d) Use sound to provide
system -

meaningful feedback
status

J-d) Match between
system
and the real world

J-e) Consistency and
standards

J-f) Error prevention

M—c) A player should
always be able to identify
their score/status in the
game

M-e) Feedback should be
given immediately to
display user control

M—f) There should be a
clear overriding goal of
the game presented early

M-g) There should be
variable difficulty level

M-h) There should be
multiple goals on
each level

J-9) Recognition
rather than recall

J-h) Flexibility and

A2 | efficiency of use layers of an interface
woly
J-i) Help users M—k) Provide means for
recognize, diagnose,| error prevention an
and recover from| recovery through the use
error of warning messages

M=-i} Minimize control
options

M-j) Minimize the menu

M-1) "A good game should
be easy to learn and hard
to master”

M-m) Make the game

replayable
M-n) Art should speak to
= J=i} Help and its function
oo !
,ﬁa"j documentation
=re M-o0) Design for multiple
paths through the game
2.1 QX[ AY

29 SHI S5 o matmol|3zimer Mol
o 5 BT DS | J153 CAZ0)
oIxlz T M2, M-b
HEHES Yo wmxme o SEHOL HFY
FEAE SH (N an e | 2R HsRE L
=

. J-a M-e

M BA-ALE A5, sro) =oimior| =oixiol gz
ST a8 et wgo) azme) mamet mzwo)
were S= Efo|Yt mle 7458t ClAE) 0|

2.2 719 AY

St AL A2 AGWSHE S el
Ao A% B} 434S T 94H
A4 oiED. wadMNE @] J19Y ZEst
EE RSN A, S, BRGES B 2
2+ glon AAF AYoE 7|99 xsio]
Fhsstk. 71918 AYTAAL N3 LA 7

ofe N r2 1l



16 sIRABEX83=2%| '09 Vol. 9 No. 7

E 10. 71998 AlUCixiel aqs=

M-a, M—b
0Me] QI |J-h ‘
2o & *017}3% 52 HHE R AL O|A] QlEimola BiFHe)

o EA, FAHEA
CEELEREEEE
A AR AR, 71909, EeR)e A3
& #48 sigieh A, ol = Al
LA Sh=dold 4e4E BraRed

st E
=

# S 5y |nsas sy |08 dEud 2t
5] 2opztol g2l 3
ol & ol=o{xot| L M-c

712 = 80|, M8 B Mg | A0} HHWS AT
e s g R B B B AE

1 gy say [ HEE 0l

adby  xjsoz
sigsin, sopstdt M-f, M-g, M~h

AgxIo] Tieipas Mool £ cist
T W aXsys, ot =m0 AW me

g dAle
Federoffe] #7142 ulgo

2.3 =23 AY

A7 2 %7]% dFshe TS 2 A2
2Z& Wife e Yo7t 5o wet Zagd &
5 WHE&rs) P’—}%’E} Ne(MzE Ndg ozt
Y 22)E =32 U3 JRE AR %QEE}
2N ¥ F #aE RAFT &3y AYguAde

3 nejsHolAE FE52 (¥ 1119 2ok

B 11, 29 AYCixigl naigs
i

Tagol Mo o]

H Jed e
g AT A8 7)E

AA L Ffy

HE 7154

E12. ’éH‘lQ 7|

B3 s=sol/AZES Y B - 2HE ot
duiAoiel A28, Abe-4

o1& st Al

Am

o

1

A 282 1A U H #=9 REAT F
01%1} 60t Fd 9] A4 71EE vigh
9} o] 77]F29) 71EeHE vlEh YK, A2 E
8] Jacob NielsenZ Melissa A
2 3eAE AEA o

02 [% 12

&3 W goll A AGUAR] 71EdE AAMBIE L
(£ 137 20 & =22 98y 4
MEAAEHE T3 AH 75
AAY AAE A 71EAQ s AL
o o] & nlBOE opAolm EREVIY] AnE V%
sty QI EAAEE B8 JF HkA
T AP AT dAol, oiAo|=77E £8F A
AYE Mgstedl Aol 2710 MM

2 7 glo, s=doy o4} AxEdold

o 5ol WrE F3 2 4

olzte] gt elel soj= @
29 =0l0|M B Zed}
90= T8} SIEE B,

AL Aoz 7iqEch

SAY 77192 EIIP'

254 ug
SfXHEOL + 3d0m ~

2 AlgxE 713
II‘ O!‘Eg

[TR=}
!I-UI'

3THX| M/ GHAISREE
M0k + 156em ~

wrl= SA2 18 B Zo|
b e Mg JiE

S| MR/ 0lYoI95RHS
F3IEOl: + 85cm -

M-e
HapH #0| MB|® Amel Z2wol| x2imor msuo) o}
Sl 5 EIOIt msw &8 cjaB0]
M guNoZ|)-a M-b
ey 2 Azl Wield dEel 20l &0 = HIFYH,
SETE Efo|Ynt = QUL i M8
M-a, M~b
gEMoa  2ofl-h i
olojot im;;_mg B HHEXRIO| O[AL Qeimols HiFge
C ol L UMM MBS |
= 84 o 528 53 fulats =
(=
V. E8

£ =RoMe ool= SRE e AnAde
AL 7leAs Bag 5oz ¢ 7154 AY uat
e AR VIELS MM

AA, 71574 AYel g |23 nEF A At

4

&0| Z2 ABAl: HES
-‘?-?:‘:Hl M7t S8

PR M/ 24, 6y #
o
HEHY| 9.5cm ~ 8,5cm

02
o2

oJxte) of2 &Hof Uyl JIE
2 HHo| 2 M8XIE JIE

i

A2 I
ey
n

AR HMB/ 2y, oMy §
elEs)

Oxt0L: 32.58 7jECR
AYo| FAHAE 1A +20 ~
+23

B o
oo

A ¢
i

AINO| 2 AIGRI B2 A
8Rio| B L5012 7EQ
2 sj2io) 222t K Y=
2

TR M/ Gy, oMol §
olF
SHHEO|: + 105¢m —




¥ 13. AHE 7154AY AZEY N CIxIQ!

Ao SLQE Mg T}
2 QK| B=17 (do)

AY E2fo| Aol Sz et
iU mewo| iR
(J—a, M-d, M—e)

HIEY QIE{I0IA0 UBHO|
Q717

(M-a, M-b)

urEsla s sof S4st 20|
KsE517 (J-h)

AY HES0| T Hajsbp
(M~i, M=)

2R Rl

D]
ne
re
i
=S
=)
I>
2
ne
H
ox
=)

ot eidg AAZE B0l 7t
S5 2010 WY Halvt
B lofglut?
(M-c, M-a)
AY Bao| Aol 25 Ef
o1Yzt m=wo| JHsBIIN?
(J-a, M-e)

80| 2= dIFn ez
T U= (M-b)
St sa8t F2o|
? (J-h)
QIEiH0|A0] Lol

T

e
J

e | /o Job
o>

~ jo

=

t

o

0 | M
rir 4%

T
o\

=2
5
=2

(1] ZBASHAB, 2008305 A A, 2008,

21 &, 4 m=dyed  FHHEWA
pp.36-39, 1985,

Bl 2714, “AeeLE 4 Aduue g
Rz gt A 2 shsAel dig 9,
= A AR E g S sk A

T, pp.32-34, 2007.
4] M, “$d7] 48 A g3 28 18" 8
T8 19965,

(5] A3, ALd], o], uhA 9, nrgsh uba s

ASE, A&7], 7199 F4& 93 AFH <
ANgz2aAY AL, dIAgsts)x|, A
274, A5Z, p670, 2003,

(6] A&, FUE, T4, S84, 34, “g= A
¢l 719y Gohg 3 AN =7y At g

37, gl A AR E, 41:pp.347-362. 2002,

a8, NSE, AE, 15 “Hedd By

H7He $15 AAbsl AR AR AEAY #

", A2 88 x| 25:pp.209-216, 2001.

[8] http//www.nintendo.comy, °lt|da] 771714,

{9] http://www.nintendo.co.kr/Wii/

[10] http://www.mixedrealitylab.org/

[11] http://www.gamasutra.com/

(12] S=AQNAREY, A4 ofAlol= AYAF
ZAF H 314, 2007(5).

(13] 4§, Hfafel QIzFE3f, u|zlAL, p.208, 2004(2).

(14 H&H, oins| [JIASAAR Y] &8 393 o
TP B[R SRR 7IAF AT E A, SHeo}
Zhd=], 2003.01.09.

[15] AAALE 71e3Edd, F=9 FEHE,

2005(12).
[16] Jacob Nielsen 1993, Usability Engineering, P20
Academic Press Inc.

{171 Melissa A. Federoff, Heuristics and Usability
Guide Lines for The Creation and
FEvaluation of Fun in Video Games, Department
Telecommunications of Indiana University,
pp.17-41, 2002.

[18] A=g, ol&)F, ¥pjage) ojF FaEdA),
2007.

[19] AT, =0 w&3 HE FAY, 200708).

[201 I. Nick and B. Terry, Story and ~ Simudations
for Serious Games, Elsevier Science Itd,
2006(11).

[21] B. Fox, Game Interface Design, Cengage
Learning, 2006(11).

[22] Q2533 ~3A0xQ) A58 #A, GU
gjrpel 7lol=, kb~ 2002,

HN

o < F

(7]

’

X

7]

oo o o
o

oX



18 SZBHZSS|=2% '09 Vol. 9 No. 7

(23] Richard Rouselll A, 83 9, AYrizlol o] &
7 A, HREEA} 2001

[24] A= 27, hmane interface, T1ERS] A,
2003,

s

4 4 Z(Sung-Jin Kim) X3y

' - 2001 29 : AR TR
S5 ()23}

2006\ 29 : gAEE Al
S R S RN =R k]
F(ulesah

* 2000 38 ~ @A FARE
Iodutoistd gAEdastai(utalag)

<BAROE 1 71EAAY, AYTAS), B R

2 5] A(Mi-Jin Kim) R
- 2006\ ¢ RAHSR AR
23 dileg

-1900d ~ 2006 ¢ (F)VAR
YAl 2y €%

<2005 BAdgE grgE

, ESy AYHT as

<BAESR> : AYTIAL, BAF, AR A

H, ZuldEex



