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Abstract The game industry using Smart phones and related market is rapidly growing every year and a
graphical view of the game fun and games player is in a diverse environment improvement. Game visuals in
the design of the application of the user's perspective, very simple tricks, unlike such as the game's
environment is pc, but more sophisticated and to improve the quality of the game, planning is required.
Ranking the top rankings, game downloads this study, therefore, has recently structured questionnaire based on
the case in existing research conducted a survey. The surveyed more than 200 million people downloaded the
Onmyoji game users in China was limited to the preferences of each gui survey analyzed. Preference shown in
graphic identify success factors should be improved to lighting of the basic elements of design / ux ui and
applications should be taken into account when designing the game. A Study on Design Factors for research
purposes. The results verification the importance of visual elements, information elements, manipulation, and

rapid response.
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<Table 1> Game Classification

<Table 2> Prior Research Status

A subject for study Basic Element of GUI

Park Jin-hong, Kim Seung-in
,Gaming GUI for consolidation of
game GUI indexes, 2015

Operation, intelligence, vision,
communication

Game Arcade e Portable game e Console Layout, information, character,
. . Kwon Hyuk Soo, A Study on .
Platform e PC games e Online games e Mobile games L. background, item, color,
m - " - the User Interface of the Social | . R
Shooting games, boarding games, sporting games, Network (SNG). 2014 integration-based exchange
role-playing games (RPG) e RPG games (RPG) e ’ areas, games outside of games
Kind first-person shooter games (FPS) e Simulation Yoon Young In, An Analysis of | Colors, SNS information areas,
game (FPS) e Tactical gaming strategy ® SRPG the Expeditional Characteristics | characters, game information
/ MMORPG e AOS(Aeon of Strife) e Horror of Mobile Social Game GUI, areas, layout, game points,
game 2013 items, and background
Training games, functional games, games for Kim Sang-Tae, A Study on the Layout, color, typography
content entertainment, action thriller, Fantasy, ‘Girl Game, Game GUI According to the button,icon ’ ’
horror, Gun shooting, puzzles name, avatar, History Media Platform, 2013 ’
<Kill 2D o 3D e Side scroll e Vertical scrolling Hwang-Sam, Kim Hun, A Case
e Flash game o VR o AR Study on the User Interface Layout, metaphor, image,
Me-dia‘ CD » Download ® Streaming Analysis in Connective Games, color, text
classification 2012
Number of tsers Single game ¢ Multl-play Games (typically two Lee Jig Ah, A Study on the Qperating elements,
persons, plus 4 persons) ® Multl-user (multl-user) Analysis of User Interface Case | information transfer elements,
Form of Bundles : Available as prizes, download game e of Online Gaming, 2011 visual elements
distribution  |Peckage Games ® Selling steam skiing Top window, navigation, chat
Method of . window, skill bar
progression Turner ¢ Real time (abbreviation key window),
Kim Ki-Soo, A Study on the kickback (shortened key
Preference of Fixed Interface window), start menu, power
Elements in MMORPG Gam, ratio, flight mode, steering
2009 button, help button,
3. EH]‘% 74] ?:]! GUI ‘q 7] E_ Q9 A Chat window, Character Info
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window, Inventory (Cube)
window,

Lee Seung-hwan, Won Jong
Wook, ,A Study on the Case
Study of the GUI of Automotive
Games, 2007

Layout, text, background
image, color, character, item
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<Table 3> UI/UX Evaluation items on design evaluation

cate Resu
Survey contents
gory 1t
Q1 Can. you turn the game on and off quickly and A5
easily?
@ Are players allowed to play games easily on the A6

early screen?

Can players adapt themselves quickly and
Q3 easily to difficult levels even if learning time is Al
short?

Is it easy to manipulate games, flexible, and

Q4 . A3
manipulate users?

o5 Does the Player provide quick feedback A2
according to the action?

Q6 Does it include sufficient help to play games? A4

o7 Is the layout of the interface effective and B5
visually pleasing?

Can device Ul and game UI be used as their

Q8 own? B4
Is the operation intuitive, and the game’s

Q9 interface design(colour, shape, text, layout Bl
design, etc)is not impeded by game
manipulation?

Q10 Are the menu layers grouped and minimised B3
and are optional?

o1l Does the Player reflect the user experience as B
part of the game?

Does the organization agree that the game
consoles are uniformly concise(Control, colour,

Q12 | font, and security method) and the game Cl1
interface(buttons, icons and items, etc.) can be
viewed differently?

Q13 Can players play games without help from ©

games interface?
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[Fig. 3] Game operation screen
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<Table 5> Total variance Explained
Total variance Explained
variance Rotated Sums of Squared loadings
Total % of Variance Cumulative %
1 4.568 35.139 35.139
2 3.291 25.315 60.454
3 1.691 13.007 73.461
w AEZAY B A9 Extraction Method : Principal Component Analysis
Ao &8 26390 T sY-SEolY B gHs
e =0 o e <Table 6> Rotated Component Matrixa
A Qe FE-5H AT 247219 AAAE ASTh
F SHARE A4THOR WA 1329 (534%), 4 115 Rotated “"mmée;;pl\:igja
H(46.6%) 2.5 A= ATk 1 2 3
SPSS 210 EAl Z213e og3te] 29lwAlt 4 - = = =
TEAF AE R ?1:—1_@" 3 E Sth Q3 803 277 - 054
Q6 788 298 045
<Table 4> Verification of the formation of KMO and 811 Zg? ?Ef (l)ég
Bartlett - - -
Q10 043 859 -.045
Kaiser-Meyer-Olkin 834 Q8 258 725 —122
chi-square 2236.611 8; gi; 6732: 8;1?
Bartlett : : :
Sqf g(?o Q11 461 640 088
£ ' Q12 031 ~ 060 905
Q13 053 019 901
o o o Extraction Method : Principal Component Analysis
@T}—/‘]’ ﬂﬂg— 5)\'1‘ 0.905 O]"]’. ﬂﬂg— a %)](T: 15 Rotation Method : Varimax with Kaiser Normalization
E]— =2 7 _?_ = 7] Fowg == AR »5‘],93\ E]— a. Rotation Converged in 5 Iterations
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<Table 7> Design of evaluation criterion
. X . control |information | Visual survey(Q)
Characteristic
Ease [ ) ()} O 1,2,3812,13
Effectivity [ ) O 1,3,7,10
Memoriality [ ) 811
Erectiveness [ ) O O 1,59,10
Satisfaction [ ) 247
Usefulness [ J 8
Usability [ O 1,25,8,10,13
Attractiveness [ ] 4712
Value 4
Accessibility [ ) 5,6,12
Reliability [ ] 5
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