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ABSTRACT

As more and more advanced technology implemented in Computer Game, various of
technical skill must be applied to satisfy the demand of the users specifically in the
immersion and convenience of the games. As a result, The number of interactive
games, which are controlled by user’'s physical action so that make the games more
immersible, are increasing. In Addition, as the amount of information that happens in the
games increases, many studies are going on to provide efficient user-interface.

In this study, we develop an interactive game using a controller designed by us,
which consist of Wii controller and an attached secondary display that provides game
information to user. In addition, we conduct a survey with questions about immersion
and convenience of the game to understand how users feel when doing the suggested
game, and to compare our game environment with general FPS game environment that
uses mouse and keyboard.

Keyword : user interface, 3D game, interactive game, secondary display
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