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A Study on the game app production utilizing wearable smart device health care
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ABSTRACT

Recent wearable smart device products, but with a variety of features and form that go out after a series
of releases in has been outside for a lack of consumer content. The device advances, the type of equipment
attached to the user’s body was released, which was the background to be subjected to a health-care products
of interest to the user and the machine-to-machine interaction. This study is to identify health care elements
wearable smart device content around the market with features to interact with the game content and game
content derived elements fit smart wearable devices. Survey research method was developed or released
wearable devices and game content and take advantage of this any existing research literature related to game
development. Based on this we derive the interactive elements for a wearable smart devices based.
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