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ABSTRACT

Screen-based games often go to man
change in the sensor or a difficulty

configuration. Also, it is meaningful to

y places to install. In this case, there may be a

in installation due to a difference in space

experience the same thing as a real game, but

there are cases where it is necessary to control the degree of difficulty to make it feel

more fun. In this paper In the process of developing a screen archery game, which is a

sensible game similar to screen golf,

we will introduce a technique that facilitates

installation according to changes in space. And we will explain how to control game
difficulty automatically according to user’s skill. And we will show you the results of

the experiment.

Sensible Game(A#¥
Correction(X.%)

Keywords : Al

ol), Screen Archery(2==¥ %3) Ballistic(EHE3}H),

Received: Mar. 15. 2018
Accepted: Jun. 10. 2018
Corresponding Author: Kyoungsu Oh(Soongsil University)
E-mail: oks@ssu.ac.kr

Revised: Apr. 18. 2018

ISSN: 1598-4540 / elSSN: 2287-8211

© The Korea Game Society. Al rights reserved. This is an
open-access article distributed under the terms of the Creative
Commons Attribution Non—-Commercial License
(http://creativecommons.otg/licenses/oy-nc/3.0), which permits
unrestricted non—-commercial use, distribution, and reproduction in
any medium, provided the original work is properly cited.

Journal of Korea Game Society JKGS | 71



o BE ALBalel g AAEAA B2+ ol
Aelull], 714e] WAz Hikol thebg Wl

A A7t oo TH234] =A™ 7)eke] Azt
g ALS AAACNA A ko] A9 glo] AAl Al
Yol Al e wHAE star 7P AlAIM e A
s Gl Aok ARE AdS AA AYES
271 A A9 FARRE EASE FHARE &3
ds AAE = 9= gt oftoMEA 24
T 7] wiEel &gkt Agule] Aol Sl= FE
AN e 7HY F3HA Aol mle & =

2

7 JE F

27k Al zﬂx}aloﬂ HH &g st g
P HRER Hlle A 0171 W o] £z 7
ntoz 3k ARy Adem Aetr)o] = geit
= AR Al % %}tﬂ%— ApgEte] Ee

i Ade 23dE FIA Ao wA A4 &
T fFARE AEe B A glo] & & Al

P *a‘xﬂ 4o A sad Se 4 A
Fa}o] w~ AR ol 2 B A9

L }% P I
oyl @tk ol vgor Ak FAE BT

x

WEE Rtk A Al By s w4
2 AT 5 bl 2A AW Az A
FATE 9A FOMAE Wo|EF 248 4 3
o AYel FHC} #42 MR gnE w4
o WolwE 2AT F Atk B =R %A Ay
F R b BANS Ak ekl Hal A

g}

[Fig. 1] Player and screen scene of Screen
Archery game demo
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[Fig. 2] Simplification of Accuracy Correction
System
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Vector3 Point_Location[4];
Vector3 Arrowl[4];
Vector3 Gapl4]
for(int i = 0; 1 <4; i++) {
Gapli] = Pointli] - Arrowlil;
}
Vector3 Average_Gap =
Average(Gapl0], -+, Gapl4]);
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[Fig. 3] Simplification of Accuracy Correction

System
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[Fig. 4] Concept of Angle correction about User
Location
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[Fig. 6] The Process of organizing the ballistics
formula around the Theta using Newton's method
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[Fig. 7] The ballistic equation and the wind
correction angle theta using Newton’s method
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[Table 1] Table of Test Result about Correction

System
w Distance Point

0 23.347 0

05 2.065 0.8

0.75 1.0147 11

0.9 0.5377 2.3

1 0.0197 10
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