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ABSTRACT

In this study, we derive the important environmental elements for developing physical
computing game. Environmental elements are selected based on the analysis of the
physical computing environment in the area including physical computing itself, existing
physical computing games, digital art, and information education. The derived elements
are verified by Delphi’s investigation methodology. The 27 factors are chosen in terms of
development environment, development case, and development service. Among them the
environmental aspects of physical computing are ranked as the highest importance.
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[Fig. 2] Physical Computing Process[7]
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[Fig. 7] Aduino Project[21]
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