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ABSTRACT

In the field of game design, scenarios are essential part. But general-purpose tools for
production of game scenarios have not been developed yet. In order to solve these
problems, we studied the difference between game scenarios and other scenarios and
analyzed scenario UCC(User Created Contents) and created suitable forms of game
scenarios. To make OSMU(One Source Multi Use) easier, we use XML-based format of
game scenario. To verify the possibility for practical application of XML-based format,
we wrote a game scenario with scenario editor that we made and applied it to
scenario—based game ‘FEEL Online’.

Keyword : Game Scenario, Scenario Format, Scenario Editor, One Source Multi Use
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