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ABSTRACT

Watchface is a content accounted for the largest number of current Smartwatch content
posted on the App Store. However, the watch face itself does not find that the game
content. Games operated in connection with the Watchface can minimize game controls and
increase accessibility, while decreasing battery use, which ultimately can enhance immersion
into the game. Beginning with background research on wearable devices, the current study
puts forth development methodologies encompassing the entirety of the content development
process from content design, to production. Through the current study, the author hopes to
the ultimate effect of vitalizing Smartwatch game development.
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[Fig. 1] Research Procedures
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[Table 1] Specification / Smart Watch
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[Table 4] Specification
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