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[Abstract]

In this study, we aim to design an action game that increases the user experience. In order to
increase the immersion of the game, the characteristics of the game used by the user were analyzed,
and the systemic and visual characteristics of the game were designed with reference to each
characteristic. The proposed method uses Unity 3D to implement an interaction system between objects
in the game and is designed in a way that allows users to immerse themselves in the game. To induce
immersion through the visual elements of the game, 2D objects and players are placed in a 3D space,
and a 2D dynamic light shader is added. It is composed of inter-combat rules and monster behavior
pattern collision detection and event detection. The proposed method contained the user experience with

the implementation thesis, and showed the game's possibility of leading the user's affordance.
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I. Introduction
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Fig. 1. Top Rankings on Steam for July 2022
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Fig. 3. Tom Clancy's Rainbow Six Siege [4]
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II. Preliminaries

1. Related works
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Fig. 4. New Super Mario Bros Gameplay[6]
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III. The Proposed Scheme

1. System Architecture
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Fig. 6. System Architecture
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Fig. 7. Stage 1 map

2. Game Design

2.1. Control and Battle
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2.3. Monster Development
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Fig. 10. Action sketch of the main character being hit

2.4. Drop Item
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2.5. Interaction System
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IV. Development Environment

1. Development Environment
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2. Implementation

2.1. Basic movement and combat implementation
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2.3. Drop Item Implementation
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Fig. 14. Orb and Coin Item Drop and Acquisition
Implementation

2.4, Interaction implementation
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2.5. 3D maps and dynamic lighting
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