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ABSTRACT

N

Smart TV has been the most popular communication device since 2010. It is the
multi-functional device conjugated a variety of features such as Apps, Web surfing,
viewing VOD and so on. However, the contents and development tools for smart TV are
still relatively small and research for game contents development tools is also
insufficient. In this study, we are to design and develop a framework for developers to
make Smart TV game contents easily. The STGF (Smart TV Game Framework) we
developed is made up of 3 managers such as input manager, screen data process
manager, and game status process manager. We verified the usefulness of STGF
through developing “Pentomiro” App launched commercially in 2013. With STGF
development time would be expected to be reduced, because we spend little time in basic
development steps such as input, output, and data processing and error correction
processing.
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