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ABSTRACT

As technology advances, console game machines have developed the abilities to materialize high frames per second.
And that have enabled console games machines to implement more active and natural moving. In general moving pictures,
30 frames per second is enough for people to enjoy motion contents. But In the game field, the need for implementation
of more than 60 frames are being raised, and there is the controversial that is necessary or not.

This paper will analyze that high frames per second (E.g. more 30fps) is really necessary or not in the console game
machines, and that is efficient in game playing.
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