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Functional Analysis and Design of Touch User Interface in Mobile Game
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Currently mobile phones possess the new features including the control interface provided
with an ease, an intuition, and a variety and the display ensured for wide area. Mobile phones
mounted with the touch screen release actively due to such strengths. This is the mega trend
of the development of the latest mobile game. Mobile games set to the past keypad input
system have changed for adaptation in the input environment and the progressive development.
Consequently it is necessary to research for "Touch User Interface(TUI)’ of mobile games fixed

into input environment by "Touch screen”.

This study have concreted the application method of touch game through the comparison
analysis with the past game and implemented touch mobile game based on usability for ten
touch mobile game titles released from the inside and outside of the country in oder to apply
the touch interface fixed in the game to the hand-hold device with the function of touch
interface. The result of this study have two implications. First it enhances the playability and
diversity of game genre restricted by reason of the limitation of the past keypad input device.
Second, it utilizes the basis for the standard of the interface of the touch mobile game by genre.
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