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ABSTRACT

we characterize and analyze the technology elements and their hierarchy
graduating students performing capstone design projects in a game

software major. When graduating students in a game software major must make a game
for graduation, they need to know the pertinent technologies and their hierarchy.
Technology analysis for game making would mean for students to recognize how the
low level technologies taught in freshman and sophomore periods are linked to the high
level technologies taught in junior and senior periods. Also, the analysis would help the
professors design the game software major curriculum in detail based on the levels and

the hierarchy of the individual technologies.
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[Table 3] Checklists, Technology Elements and Curriculums for Contents
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[Table 4] Checklists, Technology Elements and Curriculums for Server
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[Table 5] Checklists, Technology Elements and Curriculums for Client

AN E/A A e o VEas 3
2D o]m A< ﬁﬂl/—ii/ilﬁ 2D A #3k AFE g /A5
2D olm]|x|o] FE=A g 2D bounding box, Intersection =4 AFH e /5
2D X olE ool A olmA] 7|k efHo] A AFE 2~/ 45
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Mg o old ¥ ’ o )
3D FHEE el 2, FSM AL A EAS
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(2D ~=ZgolE &, 3D Q=9 API, UI YAkl o]v A Rendering | 9EFZ2 )<, AR FZ
ool Hol Height map, | API 2O RAE
Scene graph %)
ookl Lighting "l2Y -8 zyrd W37k AP, AFEH NI/ AE
Cheket Bg1 9 3D bogndingv box, intersection A, rigid A2, AT Lo /A
body simulation
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theksk 2Do M A =2 A 71 | =3 vlekEtA Wy, A RAy wd d4 Al A= 12~
24 ﬁ%/?lﬁ./%%: ° © Ao, HFE AT~/ AE
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el MENR T o meady, Au-geelge py [ BRI AFANEN AU

[Table 3451914 A nish o] g7
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DFYEEIY 5o BFelt o)F HEe @
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[Table 6] Topics or Technology Elements for Game Software major Curriculums
shd AT F8 Zeul§
PP WE 33k 3D bounding box, intersection A, =89 7]5}e3 WY, AgHEH/QA
R OEHT‘_! /\]/1:1 Sk
/=
SEZ Y, CH+X . . . o _
;l;‘%il; ﬁL object interaction, /A A&k T2y, HoJEF3
13hd | AgEe” 870 Al Bl A, T
A2 g/ aF S o - Sl
Bomaa Y gans as v, w0 0
Aerer Aol Ak sl e, AgEdelo 3 %*,Global AYE-NE £4, MDA #4,
o ga/w oz}l ?ﬂ E 239, A HeA, AldEeol/AE A Tl
o] Ak4=8} Intersection A, @Ade]E A Eg,
o o3 2 4] d==E g A, “‘Hiﬂﬂ‘%, oEYINE 2, st V1Y, 3d dE9, Al
o 7+ 2713, ._Li/(ﬂ/\/]— 9]
AFETE AW Z2EF A, A BEUEY, HW W3 Z2 787
MA A FZZ ey ;
- f]]il 4 object interaction, 1A A =21
=]
AgFZFLIR g _ —
AL EREEIW gp o e, AE A 29, B =2
HUD A7, Score Item %S¢ 3% XA, Bone-based Animation, Sprite
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U7 | AFHaYE2/4% | Bone 71w olywol A, 3D Aol tF AFwdy, 2Prd, WEFZh rigid body
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& /212]/%38 object interaction, ©]U]A]7]HF ojymo] A HW W3 Z 2187
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K TRl AR A G L2 1Y
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F dE9, 2aud W), Z2 A3 FAl
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