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An Analysis on the Design of Motion—Sensing Game Role Selection
GUI
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Abstract This paper studies the GUI design of motion—sensing game character selection. The game's
GUI plays a role in transferring information in human—computer interaction. The purpose of this game
player—oriented GUI design is to optimize the human—computer interaction, make the operation more
user —friendly, reduce the user's cognitive burden, and better adapt to the user's operation needs. This
paper combines examples to compare and analyze these three games from three aspects: text, color
and form. In the existing motion—sensing game games, the character selection GUI has a design feature
of high recognition and strong visibility. Finally, suggestions for GUI design of motion—sensing game
games are given. It is hoped that in the future, reference materials will be provided for the GUI design

of experience game character selection.

Key Words : Motion—Sensing Game, GUI, Text, Colour, Shape, Game Character

O
Zeolol7h A A ik A5sk Aol wek, (11 AR Aele B3 WaE Fa 2aehs 418 44
RE D ukgo] FAlo] 2 gAA Selolols]  AgdelcHz]. AU
& 2o AAH BB W 2P ARG AY ALY AY GU

— o
a
X
2
k)
)
offt
2
rO
©
[
=
a
>
ro,

*This is a preliminary study for writing a master thesis.

«*Corresponding Author : Seuc—Ho Ryu(seanryu@kongju.ac.kr)

Received June 25, 2020 Revised  July 10, 2020
Accepted July 20, 2020 Published July 28, 2020



384 HYAEFHFAT A8 A7E

& ztol7h YERGaL Qo 2 Aol HAS Ao R
ADE= Al 7HA O’\i’ﬁ Ak A, e E 8 Ekel
o, o] N 7HE TAo=Z A AlQl GUI i418kaL
2t shadek 3, Az AS) AiEE dEs 919 GUI
Rlel tiek ol AR 2 A=A vhath =Ee] A
T WWe Kinect £¥*= 1|¥(Kinect Sports
Meeting), 32> Z2]2 (Exercise Plus) , Z=X*

SE](Sports Party) Al 714 A48 AlLS Atdl= lt‘ul?k
t}. o] 37 AIdel A FHE Y AE[3]%F GUI 3PS &

Sam A, A4, 9AE RAG SRAG,

2.1 Az A e

2.1.1 Az Al Aea

A7 Al (Motion—Sensing Game)-& 5072 -7
= A Alddelt) d<ed] s HESR YHsid V&
o] A AS Hlold Al Al 53 ¥iskE Fsl
zA4eh= A2 FEo] HdAp AldoltH 4],

A AP A 5082 A shE AYow, W
o] ghdkstar E#lo]o7t Al 22 4= Qlojof g
Utk Al el GUI A QIEj#|o] =8} 715 Al 47
A slof gt AgFE A GUI AA £41o] 28 ¢
2 28 B 25 H#7] 5 GUIY A2 avoll S
g QS mFITE GUIE Al sl o] 224 a3
Aol Bl Al 7P AAAR1 =4S = 5 ek 7t
A F7AFEo] heell 24+ A
o, 24 074]7} iﬂﬁ}ﬂ 7]%50]
E

il

2 24 @A E Algste] AR 24 F
Aol ok F=mlS whs: 4= Qlwe= GeH6]. el ARt
A ALE 7 AW GUIE TS o), A48 4

g3to] GUIZE A ghdell A A4 axts A
Aol &2l GUI gk =25 & & AFUH: & &
o] Az AN M EZF sk GUL A4 A Ao w4
I AR HEE AS A8t AT dEe
GUIZF 8% 7kA) el o] Zsiuich vl GUT 444
o Wi} ZAH o= TRRIHE A e shi A
Z3}2 o] TN GUIO ti3h Alo|H o] AlZb2 el ufeS
Hojree] 7g A w2 o2 A 22 JRE w

rlo

Eﬂl e de 4 4

QI A oAM= AlEe] A oR FAsk= 5
*é% o]-g3to] AMgAF YEsHA Aeshs 24 FEE
2= QI Ho]| 25 AAIsh= A 53] frolaloF gt
3L 9ke]ar JAuH 7] AlRE A A=E7F Adegk GUI YAt
el A el GUIE g 23k W2l o2 Qe o]~
OARIS 722 238 9FE ki, 452 S,

LESE GUIANE, 285 7i=H A9 GUIE &
AlFH TR A7E A Bl 7], 235 el Fi=E
7t AZE 7 GUIS] Aol ML =2] A
S wijx) A o Aleue] Aol digk Al 2he
ol dl el HUT o] Fg-2 7kl Q1E
o]~ tx}el MbAlL. AlEEo] HA ARE e S g
2o A] 2 2o HHOR A, Feolo]]

A BE FES olaA sh= slonsl

2.2 /W¥ ¥ A8 GUI
GUIE= 139 A&} 21E)#H o]~ (Graphical User
Interface) ] kA= Tef8 RER FA| = HAFEH 2
& AR QI H o] 25 YERATH 9], o] F3FE oA
AREE HE QI Ho] 29} Hlagt uf e QI Ho]~
7_“01 iﬁgﬂo](ﬂ,] o] °H _O—E':] e} 1\]7Lx4 o7 zsk/\HfL /\
At GUI= AAZ U9l W50l Ul o3 A<+
Helo sk} GUISE Ul] 71 2 #fo]d-2 GUI
v T2 T AR} QIE Ho]~o|n ShEgo] Fate
F3FekA] erom Ulel: GUI A& 2He-3) 189 Az
2 743 H97F T AL st=go] QIEjFo] Ak EF
Hrh= Aotk AP A8 GUIE AlY 5 Zdlo]o7}
Ztx1e] FHkel uHA FHEE ojw|AE WA F e
Eldo] o]t} A=Y e GUIE A2 Aol A

Al
Q0] 33 g @—t\:} AR Age] AA 8.4 GUI
“74]«] T FolthGEAE, A, 53511)[16].

%4 83 A Ao, <14

Hﬂ

_>.:
HU
o
fl
o I
e
l-ﬂ
it
L
ki
-
=)
e
1>
b
~
HE
lo 1
il
[ =T [

fu)
>
my
0o IF
1x 30 7
N

tlo

o

A8 Ake] Tk A7) 7

dAlel A F3] Fas s %}?4%144[10].
A= Age] s gl

shie] A w7} 7<)



Az Aol AHY &

49 GUL A2l 4]

385

vzt Aol Ee] wEE o111, GUI= Al Tt
01011*1 Fag A FEoE GUI tRIIA A <]
L= st Al AZelM e AlolvEe] A
Sizol] zpel7h IAE, FehA o Al AR wjA]
71EA o= v Aol wH Y|Es F5AIL
AL AR HRRIONA 3] 2holi= AV g} i
ojt}. thH] A2 Abgte] AlZbA 22t ol ofsf A7]=
A fow, o] Mol ek 7d 2otk 24
Aggtol A 1205004 1805 Alo]E FaL 9l F 7HA
AL 7HIA dix Holgkal ) iz A2
THEE e T Ales, R A gakE Y
5 —t— T3 Faolx} Ao Y G Fojshs o3

ojt}H12].

) Olo

=
=

0

E
m%
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