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ABSTRACT

As Smart-Learning has widely spread based on the advances of smart technologies in
recent days, utilization of digital content has gradually become popular in English education.
Considering the present situation, therefore, it can be predicted that games will draw
attention as one of the commonly utilized digital contents in the English education field.
This study focuses on finding out the major interfaces in game which could be applied
properly to English learning and teaching activities. To achieve the research goals, this
study elicited games which were able to represent their own genre and analyzed the
aforementioned games by monitoring players’ gameplay video clips to determine the
interfaces which got the most selections. After that, this study examined the major
interfaces to find out relative linguistic attributes. By synthesizing these results and
methodological aspects of the English learning and teaching, this paper suggests game
interfaces, which could be applied appropriately to teaching and learning in English
education.
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[Table 1] The Analysis Process Adopting
Delphi Technique

Steps Description

. -selecting representative games
1. selecting .
to each genre for eliciting core
interfaces by adopting the
repetitive comparison method

-inviting 3 experts and ask

main games
in each genre

each expert to list all the

2. Listing all |.
1stng interfaces from each selected

of the
. ame
interfaces from & . ..
. -by comparing and revising the
main games

results from 3 experts and

drawing unified interface lists

3. Designing
the analysis
matrix

—-designing an analysis matrix
for observing interface usage

. —collectin, lay video clips for
4. Monitoring & pay P

each game and monitoring

interface . .
. interface usage in game play
usage in . .
—-counting usage frequencies to
game play

all the interfaces

5. Eliciting core|-suggesting core interfaces to
interfaces each genre
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[Table 2] Selecting Target Genres

1st genre review opinion final genre
MMORPG
- - MMORPG
RPG included in MMOPRG
FPS
can be included in FPS
TPS3 FPS or RPG by game
styles
Sports Sports
Racing Racing
Flight Flight
Simulation Simulation
Rhythm Rhythm
Action Action
RTSY renamed as Real-time Real-time
Strategy Strategy
Strategy/ renamed as Turn Based
Battle Turn Based Strategy Strategy
can be included in
Adventure Action or RPG by -
game styles
Fighting included in action -
Shooting Shooting
Action Action
Puzzle merging Puzzle and Puzzle/
Board Board into same genre Board
Life Life
Simulation Simulation
can be classified in
Community various genres by -
game styles
can be classified in
‘Webgame various genres by -
game styles
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[Fig. 2] An Example of Analysis Tool for Usage of Interfaces (LOL)
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[Table 3] List of Core Interfaces

Interface
Genre Game
Core Interface Detail Information
Checking Inventory confirming item information and arranging items
Quest checking quest information and results
Selecting Character | selecting NPC / monsters / players / other characters
Selecting Skill attack skills / manufacturing skills / transforming skills
. Mabinogi Chatting chatting for communication with other players
MMORPG
Gersang Checking Character confirming character information
Information (level, gears, figures)
Attack attacking monsters and other players
Moving operating mouse for moving
Transaction trade with NPC
Moving & Returning moving characters and returnig to base
Checking Results confirming kill/death results and scores
AOS LOL Item buying items / using items / enchanting items
Skill confirming skills and using skills
Selecting Character | selecting NPC / monsters / players / other characters
Targeting clicking mouse right button for zoom up
FPS Sudden Moving moving character
Attack Changing Weapon changing main and sub weapons
Checking Results confirming kill/death results
Operating operating direction keys for playing
Racing KartRider Attack chatting for communication with other players
Creating a Game creating new games
Operating operating direction keys for playing
Rhythm . ; B . ;
Action Audition Chatting chatting for communication with other players
Creating a Game creating new games
PIPA Operating pass, defense, shoot, shifting player characters
Sports Online2 Creating a Game creating new games
Fighting Tekken Operating attack and inputting skill commends
Casual Sachunsung Operating finding out same pieces
AYS 24 g Adez MAT e BA AF3 B ARE B4t MEYAE AT o]
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Ao BAe 9le) B4 dEe dgom ME g3 WEYsE gxse 4ag dEshs 34
Yrg Fgoto] Al BAL FRARE oA B 0FE wASYt 1 A%, g we W
g WSt AR st Agel T 2 AXaE J%e Aelstel 97 A=l 107 A
#6718 FEEE AEeia, 122 #4247 5 Ao A F2 FEE= QEHo|~E [Table 313

138 | Journal of Korea Game Society 2015 Apr; 15(2): 131-144




— Analyzing Game Interfaces for Adapting Games in English Learning and Teaching

MMORPG<2] &4 Q1 o]
A=E 3, EH

—

g
=
=

!

o A, ofw

e R TP P AT B P T TN AT T
O N S B T A T SN S B M T
MT T2 AT 4T Oz rom & - - S
ay =oH XI O T o T %ol = = o»l@.ﬂﬂ..& mﬂﬂwi
N® T xdess oWy .5 o wmA TR B ! - do = o
N jas o % il — Jad o R Hy o o XS
PR cRPER ARG T w L ARBEpFLR oyl e=wE e
MR TR < W o W N Ty X . & do Py X Ko
o oo Mok = o= oo I s = Ak T & —n gy = B
™ N E go oF ﬂﬂ]ﬂjl_,om = e = o M = 1ﬂrr %’ﬁao]/\1i£oo€
Eo R = N N T S T b S S
AR SE AT S RS R ] A R

oo FEINEERZ N ST T S - = L I < ol T T
U I b (S R = o W - < N A K
Bl o = B Ty M o N o= P oo e T g T o A
AT N e PP r Dy PNTEgBETR g DT g e
2] —y O . ToR = S W !
j,zﬂ.ﬁoﬂ%ool7i%m_m %or%dr@@la%%on@u%ﬂdﬂwo%%mrﬂoﬂ
TR . Tx o, md PLY T RE g RN RTRE e P o=
smEE s Megm Nodw s FHE s gy XNl TX
Mo~ © BT dmg My d ederd ol d o ® A% ™ NPT

o WL o ° = i 2o = © o O e XL < 2L do B o ] Vo
gigax g FESUT O d%ﬂW@%@%%MdWﬂ&ﬁ
— ;\I‘I\Ll — 0w —_— —_ L fl [
Vmﬂﬂolu%xlxmﬂ%%zﬂoiﬁrﬂﬂxﬂmﬁo_eiﬂ% o o B Mo mp B
N~ o = . N W % B o ®F = < o o =l - e id =

ot <0 o B 9 5 GO SR # o K ~ e = ®p = S
cE M L TR R Eow  mE XD R Gl ST S ol A
) oW ow o Ll Iy = N oo = B AR s o °
Bl 5 of R B ® A O 1 BK T A o) | N AR g AR AR %0 B B0 ®E W E T W U
Mo = o TNA TR %R 1o TG M T TTANT T RTH W
T T AT R W R ~ do%iNlﬂ@&ﬂ@ﬂi%%ﬁ@%
= = = o o TN g
Sy PO LT o WwETLFTRTSSETooR Ao

I B A A = TEw RNt ETwT T @ M
cpen zistoen K dzfoucirigtizccs
! . - | — o f o - =

TE LY g TR - o T N T R (S
il o ™ 7o _ r
_— o do ] _— -y O X Q0 - of — T o
ujw%ﬂ/.&mMSmLﬁEma%l 0 T oWy E B%M e H O T
‘I}IA#Eyh_A/aWozﬂynv_%o ™ o‘_ﬂuﬁlﬂ_,.lo#e;o.,_ﬂlmﬁeoﬂﬂ ﬂordﬂfwmuu
) T EE T T o 0i0 I =8 OB e 2N R
W T s R BEL R il mﬂmﬂ%}%:ﬂ%ﬂuwwmx%m%z
TE g R T oT i L L N N T
ﬁmﬂ%umaﬁA?%ﬁﬂm% ﬁ %ﬂ%ﬂﬂ%%%ﬂﬁa%%%%ﬂ
— . ® A I = = T o 00 = o 2 a0
TeeTzirssiET wm TL.gfEfizRi.ezil
._oﬂ%mﬂ]Mo#Lz ° I RO N W Lﬁ]ﬂ%?ﬁ%ﬂq
—7 noo ~ woE o w ol =y 5 o ;m o X M T2
I GO G e Aﬁ Boow oy M S F oz Wy =
s wETE g T L H wofEd® U dRorgpr ™
el _mg X 5 AT _— 3 ajN%%Amyﬁuuuﬂo#ﬂﬂwccae
H._A FﬂmOE_,ﬁﬂlLtMMoMM o JIAHAT T N o W o3 Noﬂﬂﬁnﬂmﬁ
PET B EeT 4y T B ZERE T S NI R R
OF T W — o W oy i 5 BT B 3o X T BN
TEHMEF TITHB SR < R do HSEdTma s d

Journal of Korea Game Society JKGS | 139

1 =il

2o

Al




A o}l#] [Table 419} #o] AF&xH(Zd|o]o)=

=
K3
oz QlEdolze] BHL AVAOR Bod 4

PR

e 71Ee Agstan.

[Table 4] Detail Criteria

Criteria Description
—interaction types provided by game
system
interaction | 1)system=>player(non choice)
2)player—system
3)player—player
brief ~brief description about how player use
description |. the interface
selectability| ~whether the interface is selectable or not
repetition |-whether the interface is repetitive or not
relative
learning |-repetition / procedure
attribute
linguistic |-linguistic attributes among
domain reading / writing / speaking / listening
types of |-information type
information| image / text / sound / etc
operation |-input method
method | mouse / keyboard / etc
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