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Design and Implementation of a SmartPhone Serious Game for
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Learning English Conversation
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tract

Recent national attention on English conversation continued, smartphone game has emerged into
the mainstream of game industry. In this study, smartphone serious game that combines english
conversation learning and smartphone game for learning english conversation was designed and
implemented. English sentence patterns separated words, phrases, and sentences was able to learn
step-by-step and repeatedly. Also, Throughout the game of different type by stage was to provide
interested. Test results were discovered the problem not causing continuous user interest. To
compensate for this, study of a game changes element and difficulty adjusting will be followed.
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(Figure 1) Game Flow Diagram
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‘ Main Page

Level (1~3)
Chapter (1~4)

Stage (1~3)

(Figure 2) Game Detail Composition
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Level Chapter
1. Opinion, Know
Basic Pattern 2 Want, Like
3. Suggest, Request
4. Thanks, Apologize, Contradict
1. Inquire, to explain way
Necessity 2. Ask interrogative
Pattern 3. Ability, Possibility to express
4. Plan, To-Do
1. Confirmation, Assurance, Perfect tense
Deepening 2. Mood, Feel
Pattern 3. Specific verbs
4. Specific syntax

<Table 1> Content Composition

Y W AR o AW P obd <

o
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& g2

NE fFRoR ABA, Fol, TH/HA 5 F7
How A =

7] vl B2 dd FEe

<# 2> 7|z #Hd¥ AR -

Chapter Pattern
I am
I think
Opinion, Know Do you think
I know

Do you know

I want

Do you want
Want, Like I like

I'd like

Would you like

Let’s / would better
How about / Why don’t / Shall
Suggest, Request Can I

Can you
Would you
Thanks, ;I,‘hank you
. m sorry
Apologize,
po Ogl%e I mean to
Contradict I never

<Table 2> Basic Level Detail Pattern

<¥E 3> g HW AR I8

Chapter Pattern

Are you
Is it

Inquire, to
4 Is there

explain way I wonder

That is

Where / Who / When / Why /|

Ask interrogative .
How / Which

I can't

I'm good at
Ability, Possibility| - S0oC &

might / could / chance
to express

It seems
If you

T will

I have to
Plan, To-Do be going to
You should

Do you have to

<Table 3> Necessity Level Detail Pattern
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Chapter Pattern
Let me
Confirmation, I'm sure
Assurance, Perfect He told me that
tense I have + p.p
Have you
I feel like

I'm in the mood
Mood, Feel I'm so glad

I'm afraid of

I was surprised to

need / remember / forget / try /

Specifi by
pecttic verbs hope / wish

How + Adverb / Adjective
No

get / have

I'd rather / I prefer
promise

Specific syntax

<Table 4> Deepening Level Detail Pattern

g o] AY zHolA HE ATHE ZH
= e ofdl <E 5>9 ol TAHL
<E 5> ®% 74 oA
Ex) I am trying to overcome my weakness.
Stagel
overcome / weakness
(Word)
Stage?2
a8 I am trying to / overcome my weakness
(Syntax)
Stage3 .
I am trying to overcome my weakness.
(Sentence)

<Table 5> Sample Sentences
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(Figure 3) Main Screen Design
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(Figure 7) Stage2 Game Screen Design
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Classification Software Environment
Smart Phone over the Android 2.2
: el st A Zo] MES AEstd (¥
Devel Bayaba Game Engine N ) Al - 9
evelopment ¥} Zro|l YWyl X s} o 2Zdo] H
Eclipse, Alchemist v5.0 12k el e A= 3 | =7 °] o
= 3 o35 wo Ao FuHl Woko
Image Tool Photoshop, Illustrator o] 3 FEI g HeA v 7ok
Sound Tool Gold Wave ofe]Z o= AT

<Table 6> Implementation Environment

PEEolme] AWMAE ST AT SRR
TAZ <3 OpenGLS 7|¥to & 3= dlokn}
Aoz NHstd o Add Arg€E Fo F
B2 obdf <FE 7>3 ZUHI6]
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Class Description
ButtonObiect Class for the treatment of various
) buttons, progress bar object.
ButtonType Define a class that represents the

yp type and state of the button object.
EffectType Defined class for the effects
Font Font output class
Class for the game with the
Gamelnfo default settings
GameObiect Class for the treatment of all the
) objects that appear in the game
. Sprite class for importing the
Sprite actual image
Texture ClaS’I;exture class within a sprite
<Table 7> Main Class
AdE Adstd (27 1003 Zeo] vl 3
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7b ~utEES /92 J)Eeld AYEsE 1

WwEgo g JAZE oA "k =5 AdHe @ (19 16)e A 712 ne sjdolth, gz
ol Al AAse] ‘FH 84xF F7het ZHoAE HidE taEde] o A 9/
At obef 2AES FlA HA 7EE Fdste] 3

ol dig 4HAS =k



High Score

Chapter Stage

(Figure 16) Record Board Screen

35 A4Y H2ZE H7 B4

E AL A4 208 gdeR 257 A
e @ vew P18 Adsda, aAd 2
&) Fo] B Hy HAF AL (29 11)Y 2.

(29 17) A4 H2E H7}

Stage Complete Status

25

® Stagel
® Stage2
E Sfage3

Chapterl  Chapter2  Chapter3  Chapterd

Score Board (Avg)

B Stagel
B Stage2
= Stage3

Al ALY 60% AE7F AHOAE dEdI S
o, 9AE =2 HEE gAste ez Hel
2 AR XSS TR FEolx, o
o] g o= v FFolgtm A HL)
2E VI F85 F AHE 70l g AEXA
g AAsa, 1 A (19 183 2k

(24 18) AE=xA 23

Learning Contents

15 15

10 1

Best Good MNormal Bad Worst Best Good MNormal Bad  Worst

Interest Reusability
15 15

10 10

5 5

i

0 -_ 0 T T
Best Good Normal Bad Worst

Best Good Mormal Bad Worst

User-Interface

T T
Best Good Mormal Bad Worst

(Figure 18) Survey Result
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