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[Abstract]

In our society, the current smart devices have been commercialized and more time than most people
are in contact with smart devices than the time in contact with the PC, it shows the same trend in
terms of the game industry. Thus in the study, it was to try to make a game by utilizing the
characteristics of only the smart devices in mobile environments among them by using the gyro sensor
implementing the movements of characters. In particular, undergraduate student made various attempts to
implement a single game using the sensor used in smart devices. In this paper, we have planned the
adventure 3D running game that allows users to easily fun to play. Our goal is to implement one

stage. We have discussed that you have designed and implemented.
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I. Introduction
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II. Structure of Game Framework

1. Structure of Game Framework
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Fig. 1. Flowchart

2. Movement of Character using Gyroscope
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Table 1. Pseudo code for movement

void Move(){
float x = Input.acceleration.x;

if(x < -0.2f && canleft && isGround)

dirX = -0.6f;
if(x > 0.2f && canRight && isGround)
dirX = 0.6f;
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3. Movement of Character using Animator
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Fig. 2. character motion using the animator

4. Level Design
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Table 2. Experience value, level, degree of difficult
of the map, exhaustion amount of correlation

Experience ~ HP
value Level Num. (0~9) (Max 100)
0~1000 1 1,35 7 -35(No3)

1000~5000 2 1,2 4,5,7 -20(No5)

5000~10000 3 1,2, 3,5 6,7 -15(No7)
10000~20000 4 1,2,3,4,5 6,7 | -10(No10)
III. Implementation
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Fig. 3. Main screen

2. Game screen
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Fig. 4. Game screen

3. Pause scene
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Fig. 5. Pause scene

4. Score scene
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Fig. 6. Score scene
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Table 3. Calculation of experience point
corresponding to the level

Level |Calculate the amount of experience points by level
1 experience point/ 10
2 (experience point - 1000) / 40
3 (experience point - 5000) / 50
4 (experience point - 10000) / 100
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IV. Conclusions
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