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ABSTRACT

New game systems have emerged with the rapid growth of Korea smartphone game
industry. Especially auto battle system introduced in RPG which is the most popular genre,
which has brought a significant change in the understanding of the computer games. To

understand

this change, it is necessary to look at what circumstances did emerge auto

battle system. What is important here is the smart phone as the technical apparatus which

defines the
technical de

presence of a smart phone game, and the use pattern of the smart phone. the
vice and Its use pattern are affecting the activity of the user how to play the

game, game developers are to create the game system according to this play style. By
examining the appearance and growth of this auto battle system, we can confirm that the
micro changes in the game system, reflect changes in the present form of a computer

game. This

Keywords :

fact will widen the understanding of the history of computer games.
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