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ABSTRACT

I-phone presented a new mobile control type by the introducing motion recognition sensor
and that influenced on game application development so that led a lot of games using kinds
of sensors. In this paper, we divided the game enjoyment into 5 factors for the embodiment
of the sensor’s influence direction on the enjoyment. We experimented two game, which
have same content, different devices in using motion recognition sensor or not for clarifying
the distinction between devices. As a experiment source game, we used Cooking Mama, as
a experimental device, we used I-pod touch and NDS. This experiment shows a motion
recognition sensor control’s enjoyment is far superior to touch sensor. This sensor got high
marks on every fun factors, stimulus, absorption, empathy, accomplishment and variation.
Especially, stimulus and empathy showed great differences. In this case, we found the fact
that extended communication between the gamer and the device can be fun.

Keyword : game, bodily sensation, sensor, motion recognition, game control
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