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Abstract

Game interface can be described as a method for communicating the information of the game, and
with increase in complexity of the game and the role of interface also becomes complex, MMORPG of
the present has a greater capacity than the RPG of the past, and because there are many information
game users need to know such as uniqueness of the character, maturation system, beginning users
who encounter MMORPG for the first time have difficulties in grasping the concept and the information
of the game, Therefore, an interface design that assists theusers in understanding and adjusting to the
game is needed, For the purpose of this dissertation, a study was conducted for an MMORPG screen
layout design that enables quick understanding of game information for the inexperienced younger

game users,
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