I Ay 718 2 cixiel

AEXL 23 7N SIE et ADIEE
Y CIXIRL A[AEP
§§ QOJAF Mt

S H6 ul I3|E|01 CHetH
nohyohoun@gmail.com, real523@naver.com, artbysung@ssu.ac.kr

I-I'

The System for Activity-Visualization of the Experience Game of Smart
Phone

Hyo-Houn No’, Eui-Sang Oh’, Jung-Hwan Sung"
Dept. Media, Soongsil University

2 %

StEE A Aol HHER AAI Uk olgol A AvtEE AR AYS AEAe] &
ol 2ol gt AREAbe] =dmek Aol W dAEE = AUV = EM]“P *U}E
= ARG AJE N9 o Mg St dAHEE 2EdEY Ay A9 dysig 2 4
ToME AR EE JHAlSte] £AHE F AvEE A YA Alxgd rﬂoﬁf\i ity
ol Hall, A AR AnfEE AYe] AHd AdFEel g Ndy mdE AlAlsta, F
AR o] Bdlg o]FE AREHQd 2AES AVEY vt wHES swow 3 AETY
ol mdy Jhdd 718 Ala"S 24T

ABSTRACT

Smart phone games market is getting bigger. In this circumstance, the Experience
game focusing user’s activity is popular among the smart phone games because the user
can be easily absorbed into the game and felt more sense of unity with the game. there
are several studies about game storytelling which focus on story visualization or
effective methods of game design, but the study of game storytelling connected with
user’'s activity is not entirely satisfactory. Therefore, in this paper, we introduce a
system for user’s activity visualization of the experience game for smart phone. To
achieve this, firstly, we show the model which is about the overall configuration of
experience game for smart phone. secondly, the detail configurations of the overall game
model is introduced. lastly, standing on the model, we introduce a simulation model and
a developed program.

Keywords : Smart phone(ZRFEE) interaction design(QIEZA TRSl), Game(AY),
Activity-Centered Design, Visualization, Activity
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