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The correlation between the study of fusion and Game
Development

Tae-Eun Kim*

Abstract

The game engineering is a fusion study that combines exquisite variety of fusion science and

engineering. We presents the relationship between multi-disciplinary fusion and game development
with the game developer’s perspective when developing games. Humanities and sociological

knowledge and experience with the developers has significant os impacts to refine the ideas on the

game.

This paper would present the process of the game design, story making based on the planned
operation and the communication as between the team members for efficient operation through the
process of creating the actual game, it will show the final version of the game. At the same time, it

will research for the relationship between a number of studies for each process.
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