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Study on development of the game content based on the Android

Tae-Eun Kim*

Abstract

This paper is to review from a developer’s perspective about the relationship between game
development and the convergence of several disciplines during the game development. As the
popularity of smart phones is accelerating mobile gaming it is becoming an area where various
types of games that appeal to all ages of users. In this study, the production of a new genre of
mobile games that can be enjoyed by all ages apart an existing generalized game and will be
described an experience for them. The games built on the game plan, the planning information
through the process of creating the actual game. At the same time, it studies on the relationship
between each process by several studies.
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