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ABSTRACT

In this paper, we investigated the approach of advertisement to game users. The

interaction area in the game was considered to be an effective advertising delivery area.
In order to verify this, theoretical research was applied to the theory of advertising in
game interaction. Then, based on the theory, we designed and produced the contents of
the Gamification contents. The game was produced by being classified as exposed
advertisement and interactive advertisement. Based on these two, professional focus test
was conducted. As a result, we have verified the design of a Gamification advertisement
applied to game interaction. The validity of the theory of Interactive Advertising Design
was acknowledged. However, production verification proved to be below average.
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[Fig. 1] IGA, Game Design, User Interface,
User, Immersive Funs <134 Aoz Uehy
ol tH2].

Game Design

| In-Game-Advertisement |

!

User Interface

Element | Performance Handle

USER
§

Immersive Fun

[Fig. 1] Configuring User Access for IGA

AY 718 84+ Fust Zidsle FEoH, &
FE71¥kA gl 2 GBS(Goal based Scenario)[3] 7l
A dAl] gt A& AEATF A
Az, A7y, 24, b7}, 3740 gigdr). dEs §

ato] AbgAte] FERlx Awrh ddEny 24
EA7E Alo] Ths @ stEso] 9w 24 Fd)
o] A7 & dErh [Table 11

AHEAE QlEfFo] 2 2
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Ao FAHHT. ol niygow 4% Jeaey FAof o] B oBAEE A= ZEE X1
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[Table 1] User interface classification, o] 4gdt) E Hx AldE =" B QoBHAE
GBS Element | Performance | Handle Arke Fotel B9 A4 #AL A sl [Fig. 2]
. Goal Sight | Decision 1 Stage Mol TAEC|h 1 Stage TAE o=
Mission -Question ~Text
-Quest ~Image ~Selecting Adstd, 79 B QLUAEE Zh7he] F-9of ujX|
Cover Wfslgorg, -MAmma'. tgn - ojgli: B ouAES a7sl v Ao W
-World View ~Movie Clip ~Clid] . - - -
Story | e e of the oo WA HE TP £ o
Rl ~Avatar -3D ~Hitting of wshH ~Ho|xrt FRHEUL B LHAES
L . | AHeA TG e enAERA AEed P
—-Behavior Hearing ~Typing
Scenari ~Skills ~Voice a7F A-gFrh
. Cen;i; ~Ttems ~Background Speaking
—Communicati Music
on -Effect Sound ~Multi
-World Touch
~Levels Sense of
-Stage Touch ~Hardwar
Resource -PC/NPC ~Contact e Control
-Props ~Movement
~Time Limit ~Vibration ~Timing
-Levels Control
-Success Smell
Feedback ~Failure ~Body
—Rewards Taste Control
- = [Fig. 2] 1 Stage Map
3. Ao|o|z|AH|0|M ZHIX H|Z}

Al =L Unity3D <x& st 3D

Atk

AolwlmiAlold B3 Zelze A%a7] slatd

Uity 191 UnityaD A9RAE Abgstater, gz o 7V SRS A, A S

Sote BE AAna Lelololn oo rpe | TECISE FAHGAS & el et 42

el o] cEelt Anod O Adag | FUO A AEE 4G [Table 2% AY AR

A et B b mem ay  TAERA K Geel @ st P v

Salo] ZEolol 15 108 179 55 0 aAs o oo DEE A, AEE e Anel
2 proldieh 7 REe sl9ass TRl
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3.1.3 Al ==1:4Y

ALZEaMe Unity3D A&38= Component
A3Fe] Scene T9IE T4 H ATk Scened Title,
Storytelling Toon, Gamel.Z F 3= A&z} 4
7 gl el ending ®718S 2=tk [Fig. 31
Unity3D 7 AollA A, 45 T3l 7d=
Scene: Game 3} o]t}

[Table 2] Configure Game Performance

Part Tech Configuration
Player_Jackie
Charact . E . ﬂ’]I‘
aracter |\ deling|  Anim nemy_Tomas
Manpi GirlFriend_jackGirl
apping Prefab_Block
Material Collider Prefab Prefab_Door
Prefab_WaterBall
InterfaceTexture
. TileTextur
Graphic ileTexture
Layer 2D, 3D Resource Cartoon
InformationTexture
3DTexture
Particle | Unity3D Paticle WaterShoot
Effect System Flame
Light Point Light unity source
Cartoon Render .
Camera . unity source
SkyBox View
Background . .
. Midi sound File | Scene BGM_s#x
Sound Music
Effect . . AFX _stx
Midi sound File
Sound Bnt_ss
One Touch Based on C# Script_class Player
Interface . .
Device MonoDeveloper MonoBehaviour

[Fig. 3] Scene of Game

4. 3 JolojmAH oM A

4.1 =54 2 M)

i

=3 3 AAe 20 wyEAEs o2,
oA ¥F FE(CASIE & IAB)S] Hjy Ale]=E
At AY M =EE 1024 + 768(pixe)™ 3
aE 468 * 60 oty ¥ HuE XF FR 311, Y
= HE M fAStE Ark wide #Hd
Componenti= Player Component?] 3}$] GUIO £
9o GUI Component H-# % wjyel #AHd
Script ¥%-& [Table 3]9 %715t}

[Table 3] GUI Component — Script Banner

int PickedBanner = 0; // @z Agd njy
const int MaxBanner = 5; // At wld &

0; // Wil MAAIZH
public Texture2D [] bannerTexture =

new Texture2D [MaxBanner]; // Wil o]m|=]

float BannerChangeTime =

void Start ()
{
BannerChangeTime = Time.time + 15f;
// e AR 2718 9 A
}
void OnGUI ( )
{
if ( Time.time > BannerChangeTime )
// My W AkEY v (F 1563 o))
{
PickedBanner += 1;
// 8| olmA] e 425 dxi)
if ( PickedBanner >= MaxBanner )
// 57wy elmA] AR A
PickedBanner = 0;
// iy el A Mel =5 Z7|8t gt
BannerChangeTime = Time.time + 15f;
// oy WA A7 2718k dA s
}
GULDrawTexture ( new Rect ( Screen.width / 2 -
bannerTexture[PickedBanner].width / 2 + 55, 34,
bannerTexture[PickedBanner]. width,
bannerTexture[PickedBanner].height ),
bannerTexture[PickedBanner] );
// 8y oM A& 311, 34 $1x]°l 468, 60 <]
A7) B
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[Table 4] User input/picking result Flow Chart in
water Component

AlgAtel 0| QL=t? to
( Input 22| GetlouseButton &= ALE )

X

0122 UH 2ES AY SH SE2 He
{ Camera 2eH29] ScreenPointToRay T ALE )

EE S
B} ZApsrah

(=F1)

SHESt= 240l Tag £ 201 2
PickingObject #4:0i| #2
( switch ( h.collider gameObject tag ) }

S S22 evh
{ case "Water" : }

& 249 D § 2ot #HYSh=DB = A2
(int Question = MapDB.DB_GameField[greed_x. greed_yl:
int Question_Width = Question / 10;
int Question_Height = Question % 10
float number = QuestionDB.DB_Number [ Question_Width. Question_Height I }

SiY3= DB M= F 'S0 ¥ HEs
71742t Player 2442l Gainwater H==0] g
float number = QuestionDB.DB_Number [ Question_Width, Question_Height I;
GainWater += number:
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[Fig. 4] Scene of Game Play applied Ads
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G TR BFA, FEE Fa A HAA,
Alelm Aol Fael &xt Al ZEAh A W
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the ool F5 ol Rtk Fdekd, A8 =
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A SHelMe Hat o] de] Hime 7o w 7
& AAFIAT, At 53 G5 B ol §
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