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Abstract

The purpose of this study is to investigate and suggest nonviolent, emotionally and helpful games

for young people.

In this paper, the digital animation,

advantages,

disadvantages, production process, etc. for

overseas trends were defined. Also, creating games with the Visual Basic language in the animated

feature of the disadvantages of existing algorithms shows case and screen time, so delayed distortion

appears respectively. The proposed algorithm improves the speed and distortion through the screen.

Simply two games of in-game animation and animation in complex game features were designed

for the experiment and showed the superiority of the proposed algorithm by running.

In this paper, the user interface of the game for children and proposed relevant algorithms were

designed and resultant screens of the game showed. Most of contemporary games are violent to

children. Therefore, in order to solve such problems, the game which is not violent but educative and

child-friendly was designed and implemented in this paper.

more in—depth is needed for animation techniques.
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[ll. Design of Algorithm for Shooting Game
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Fig. 1. Existing Algorithms
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screen design in

Table 3. Conventional algorithm source code

Private Sub Timer1_Timer()
If cnt > 3 Then
cnt =0
Else
Select Case cnt
Case 0
Imagel.Picture =
"Wmani.bmp")
Case 1
Imagel.Picture =
"Wman2.bmp")
Case 2
Imagel.Picture =
"Wman3.bmp")
Case 3
Imagel.Picture =
"Wman4.bomp")
End Select
cnt = cnt + 1
End If

If Me.Imagel.Left < 0 Then

End If
End Sub

Me.Imagel.Left = Me.Imagel.Left + move_val

Me.Imagel.Left = img_left
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Fig. 2. An improved screen design algorithm
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Table 4. The proposed algorithm source code

Private Sub Timer1_Timer()
If cnt > 3 Then
cnt =0
Else
Me.lmagel.Picture = Me.lmagelist1.Listimages(cnt +
1).Picture

cnt =cnt + 1
End If
Me.Imagel.Left = Me.Image1.Left + move_val
If Me.Imagel.Left < 0 Then
Me.Imagel.Left = img_left
End If
End Sub
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Table 5. The proposed algorithm source code 2

Private Sub cloud_Timer()
Fori =0 To 2
If Image3(i).Left + Image3(i).Width < 0 Then
Image3(i).Left = Int((Rnd = 20000) + 30000)
Else
Imaged(i).Left = Image3(i).Left — 400
End If

Next i
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Fig. 3. Existing game screen design
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Table 6. The main screen design details

Name Contents Tool Box
Label Score text display label 1
Label Speed text display label 1

Text Box Score Display text box 1

Text Box Speed Display text box 1
Image Enemy, Missel image box 3
Image Player, Missel picture box 2

Exit Button Game stop command button

Start Button Game start command button
Timer Enemy, Missel etc Timer 5
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Fig. 5. Existing game started running Screen
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Table 7. Improved screen design details
Name Contents Tool Box
Text Box Score Display text box 1
Text Box Level Display text box 1
Text Box Success Number text box 1
UP Button Level UP CommandButton
DOWN Button Level Down CommandButton
Score, Success,
Frame Level, Life Display Frame 4
Image Player, Missel Image box 8
Image Enemy, Missel Image box 2
Exit Button Game stop command button
Start Button Game start command button
Timer Enemy, Missel etc Timer 7
Back Music Back Music wave file
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V. Applications and Evaluation

41 NEE

< 8>l A7 ARag o
FAANA Al on,
Qel5 0.2 P,

Table 8. Experiment Environment
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Operating windows 7 PC DeskTop
System
Memory 3G Byte
Hard Disk 500G Byte
Software visual studio Visual Basic
Language 2010
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Table 9. Questionnaire ltems
ltem Contents
1 Is there a fast—-paced game?
2 Is Informative games for children?
3 It will introduce a friend?
4 not violent?
5 Is the game fun factor?
SHOOTING GAME
Press 'Enter' to Game
Fig. 6. Start Game Display
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Fig. 7. game screen of 4 Life
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Fig. 8. Improved game play screen
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Table 10. Game comparing results

e The
Existing
ltem Contents proposed
games
game
] Number of in—game 5 3
menu
2 Music Features NONE YES
3 Score Display YES YES
4 Game Life Display NO YES
5 N.umber of Dead NO VES
Life
6 Scroll Function NO YES
7 Number of Enemy 1 4
8 Level Up/Down NO YES
9 Help Screen NO YES
10 Speedy Feel NO YES
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Fig. 11. Survey Result Graph
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Table 11. Questionnaire ltems

ltem Contents
1 Is there a fast—-paced game? 75%
> Icsh”drelrr:f?ormatlve games for 65%
It will introduce a friend? 70%
not violent? 80%
5 Is the game fun factor? 75%
Avg 73%
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V. Conclusions and Future Works
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