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ABSTRACT

A smart phone has an error if we design games on it because smart phone should be
able to have input and output simultaneously through the screen. Using the existing
layout of the game as a base for research, the layout was divided to four categories that
are information area, informational appearance area, operation area and inutility area.

Given the research results, we developed an authoring tool to design games for smart
phones. Moreover, we applied the authoring tool to develop games and effectively reduce
the developing time.
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- Icon intuitiveness of the

C Group

functionality delivered

- Modify the information area displays
the location of the button

- Add a beam area

- Game information area added

D Group

- The size of an icon
- Icon position harmonization

[Table 21 4709 Z&eo] A& GUIHZE W
o2 A 2 1/ B 252 37 C 252 290
D 152 6709 35S dAst
A I5 % BE IOF°
2 ofo]E Ve AHgor
FE 7% ofolZ A& Al oW PFFE o

Aol vi@ dele] HEsrian wakg)

16| Journal of Korea Game Society 2013 Feb; 13(1): 5-18



— A UI Authoring Tool User Needs Analysis through Mobile Game for Smart Devices —

4
ol
flo

ofo]Z A7]e] Ad®, HHY
ofo] 2o AV|E ARG
=
(¢}

Ao AAseel x4 A

22
)
> >

£
= ok

o fm rm o
do

e watath ofolze] 21y

AdEdol =2 #A

S R T

o
o
o,

H

[
N
2
é‘(‘: 0O
N
=
oo
o
12 Kofo W

olf
o,

@ to o
o
iz
o
18
=3
>

=z

ut
do
N
"
ol
=2
=2
=
=
ofo

AR

2
2
=]
>

2
ot
e
T
iL uic
- 8 ol
ol
o2

= p K
A
N
K3

-~ et
ofr
2L

ol
-

Ak guge Frlze "2k
Aa, AY ARGy Izt A =
NPCOl tiet e i3S watsich ofo
= ALl 2t Sunke vy, GAAA, 5
of i ool 1A= Bde] B S
gk,

i

do
e 2 off
Lodr e X

[¢]
-

5.8 &8
A avjEEe wiledEel smslo] nAls
#A¢ e} 75 W wao] FarEe] PCYI
A FsRE e e Aol Auls Ha
L SR S smhEE R vt

ALGUIS did A7z 8 Aol glo] )
HAreld, 2e)%) tixjelule] Fu} el o

e (M xe 2
e
=
=)

B oA oyd BAE sidsy] S8k
ol A WAE 1904
100917+419] AdS Adste] 100719 Al @]
o}$-o dolzle A& 2y xo] PCAY oot
<3} Hl@ dto] AmlEE] = go]olS
skaltk o= 2~ &
shite] shS o] 83t AREAA W=

SFedosel 57

|

Of

o

glo] =xFAFY, AldZde] H =AFAGHL
Z T7E st

2t 1000 Al wjEstel FGIE At FGI

7k
ZAE wUl 2rtEE AR gl R A E o

Ath= Ho= 10089 /NEAE E SGUAT

SGUATE AH&& 7Bt 253k n) 7 o
w2 AQIGUIAAIA 24, 499 AlZto] AR
moH AR 2F2 59, 8Uzke] A 7IRto
S 4 ol AFE AdGUIE B
ato] (F)&aF=2 7189d, PME%, 21994
o] gelste] 7MY =Tt wE ZRAES AY
o Azkste] dvjE sl

AN AA] ZRAES] Hg& o] HPS

I SGAUTS] ZAF ez ofe] ofn]x|e]
=0] §lth= A} ofelel et A

ol gl A i ARl wlsH

&

U wx of Mo
o ot fo goh fr o2 orr omx o

ol
ol
k)
uz, ©
)
o
f
52
>~
>
ot
tlo
f
22
ol
ol
|
td
rl
ol

PAAEE AdTE A SHGUIe Al
V== 7les F7hete] SGUATO AR
Sjste] A5 AFD Aok

M 4y X oale 2 o MM
4
£
f
e
-
i
X
I
_12*4
lo
fr
e
P
2

o 2

ACKNOWLEDGMENT

This paper 1is researched by funds of

Sangmyung university in 2012.

Journal of Korea Game Society JKGS | 17



— A 8 BHS B 2vh

|

o

REFERENCES

[1] JiWire Mobile Audience Insight Report 1Q
2010. JiWire. 2010

[2] Sung-Won Mun, SungHo Han HyungJe Cho,
Designed and Implementation of Flash Game
Interface based on PC Games, Journal of
Korea Game Society, Vol. 9 No. 1 pp.85-91,
2009, 12

[3] korea.kr
http://www2.korea.kr/newsWeb/pages/brief/pa
rtNws2/view.do?datald=155823987&call_from=e
xtlinkcall_from=extlink.

[4] Andrew Rollnings and Ernest Adams on game
design/Adams, Ernest, Jeumedia, 2004. 192p.
[5] Young In Yoon, A Case Study on the Social
Network Game's GUI, Vol. 10 No.3, Korea

Digital Design Council, PP, 13-22, 2010.

[6] Young In Yoon, A Contents Analysis of
MMORPGs' Interfac, Vol. 11, Korea Digital
Design Council, PP,178-187, 2006.

[7] Lee Seung hwan, A Study case analysis of
On-Line Game in Educational about GUI
Design, Vol. 7 No. 2, PP,315-326 Korea
Digital Design Council, 2007.

[8] Sang Gyu Park, A study on graphic
constituent in on - line game, Korean
Society of Communication Design, PP,
91-101, 2001.

[9] Slice it, http:///www.com2us.com, (Co.inc)

com2us 2011
[10] Cut the Rope
(zeptolab) 2011
[11] Logicsquare

http://www.zeptolab.com

http://www.tstore.co.kr/userpoc/game/viewPro
duct.omp?insDpCatNo=DP01001&insProdId=000
0262539&prodGrdCd=PD004401&t_top=DP0005
01 (JaeKwan Jung) 2011

[12] Genesis3 EP3 http://www.mjoynet.com/
(Co.inc)joynet 2011

[13] Balsamiq Mockups
http://builds.balsamiqg.com/b/mockups-web-de

mo

[14] Prototype Ul Tool Design
Studiohttp://dev.naver.com/projects/dstudio

[15] Hyun-Joo Song, Dae-Woong Rhee, A

Development of Game Scenario Authoring

EE & Ul A#&=

o A —

Tool, Journal of Korea Game Society, Vol. 9
No. 2 PP. 29-39, 2009. 4

[16] Mijin Kim, Seung-Keun Song, Ki-ll Kim,
The Development and The  Usability
Evaluation of the Game using the Physical
Interface of the Mobile Phone, Journal of
Korea Game Society, Vol. 9 No. 2 PP, 13-21,
2009. 4

0] & M (Lee-Jun Suk)

20129 8¢ JH T
20129 9€ A

ARk 1 A28, AYTA

0] tf & (Dae-Woong Rhee)

19861 2€ A& dista
193341 29 At
1996\ 8¢ A-&dighw
19909 49 gt

o]

20123 3¥-dA AHUign ~ZE Y 0
wok

3 A=) .
ok

AD71E, AYzZZ

18| Journal of Korea Game Society 2013 Feb; 13(1): 5-18



