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The basic idea of IoT(Internet of Things) is interconnection and cooperation with a variety
of things in real life such as Radio-Frequency Identification(RFID) tags, sensors, mobile phone, etc, through
internet. IoT technologies which applied to these fields consist of sensor network technology and
middleware, application. Currently, IoT technology is applied to various fields such as health care, home
care, automotive, transportation, construction, agriculture, environment, food, and etc, based on its
technologies. This paper focuses on discussion of the game planning method in IoT environment. In order
to achieve this purpose, first, introduce the IoT technologies. Second, propose a game design elements and
considerations in IoT environments. It can help for game developers by using IoT technologies.

e Key Words : Internet of Things, IoT Technology, IoT and Game, Convergence of Game and IoT

1. A& 19999 Kevin Ashton& IoT(Internet of Things, A=
OlEY) S A|otslg =t o:xl\:ﬂ 7153 AFEE o] A
1980 TS} 19009 jel = A uE Fhel) e L e ARSI, ol A kot Asgel 4
_ ) Aok ARE JEUS S8t Ffrehs #4S one

¥ tjzAe} = t)ad Egbo|H FR]E o] &3t o
‘ ol oTolA = ol 22 AlEolgte #Aghe] 253

wjoll = AFE S} 7oA dshd ) 25l A& o] &
HESA 7]5S 73 JojA Q17 7Y §lo] bk

sto] vES A HEsth ol F gyl S4dAt
AFEIREE] dloE] Fo] Wepx]7] Az
B Sel BFR 7171E ol gstel /lEpl) sl

tHil. R

*WAAMKL : 0|HAH(davidlee@bu.ac.kr)
H4Y 20151 689 182 4HY 20159 78 13Y  AMEEY 20154 8 20

gk g MR AE AT = JrH2]. o]#E 10TY] o=
T F= FElag Yo7l A% #elE ~ntE 2
guiest glth o)A ¥ 0T 98 A&l uHs)




—
w
N
ro
Hl
glo
oo
on
m
Hu
Rl
Pl
>
rH
X
>
fob

A #AE7] AR, Ei= U2 AR AFaks 7)otk AR FHe}

olg 3t 0TS AFFE 4 7&ds AN D HE A3 wle} ANE deAT gEdoR 28 2%
92 71, AFERRE B HolHE Yuolet Ve 2Fd A, 91X 4 T =4 AA e FES 3
diele] mto]d 7E o]gate] ou|gle AR e W3k sle A, SE AAEE 7R A4 Sl At A<

FruEgo] AZE 0] 7% oSl AZE  ANSL & SHS F 8] $l8) BEsE E
o] 7150l gtk o] 7|EES [oT AH|AE 983 o]29 AX AP 59& W ~ntE AA 2 wdst
o 71olza FH3]. 3Tk A e Ang Agehs YEYD 7)kdE 2

AellA A7 71eS v o R oTE @A 270, A UEHA 7<% dAY VEYA 7]so] drk &
%ﬂ]‘ﬂ s} aE, A4, B9, 37, AEERIME, 2] A UEYA 7edE A1H|(Zigbee), NFC(Near
&, 98[4] 5 st Bofol]l H85 1 uH3-5]. & Field Communication), &552~(Blutooth) 7]%%°] A
7FEA AA, GPS A, L9 % A 5o thget ‘“/‘1 th YA vIES R 7Eoll= FANWIFD, 74 @,
719ke] 0T 7|&S AAG A&ata ol Ao|th6,7.  LTE S°] AUk Al Zalold Hast ARE A&s

rlr

B AFE 0T 7148 88 ofe) ok AY #ob 71710 MM 2 ke 7)) Sol B % gtk ol8@
S $0% trat B, 27 A9 e 1EE A0 FAEAGIAE AHSH T2 SIEs) LTE, S5
A7) gl 7149 ERZ 7%, AFE 7143 @2 NFC, USB, RFID 59 =912, A4zbe] 40w,
Aslold gk Teh, @A B 199 San B ANIA A5E JuE 2vhe J1719) A B3 5
Agle Bdlo] 59 Felolo] 8T AYOE BR A H_wgam zenk 717104 AAOA ElelElE 43}
ool |5 HEaln glom f7H Aol ke & WSS AHEE Rolu.

7718 EE TR 717155k NS olgstel AY

Apl27 s AT ek e o] Welk Wk F 2) niseof Ji&

on] [oT 7142 Alel HEA7]7] 93 ATE 525 AERRE A4 e dolHE AgaAY BAe
oI}, dkslel A ol 41, A Tl vEY  F|&olt) Al%le] A% PC, AREE 7)7], AY 24 5
2 94T AnE ), 24 ANE 5 G 7706l oln] ek 77lo)A A4 e dolHES A
Zeo =3 17 Holt), BAeE 590 714 50| ThE Rolo H]g| wekeo]
R Qe T AulzolA A9l 7188 oA & 2 A & Hopolt), UEH&AE5=3I(MMORPG)Y! '
ANE Aoksl] A Aow B wRo] PHL oI @yx'e A9 wule A9l HUA Fo]2ES A8
2}, 2ol A 0T 7148 27083 33 T A4 Ad, PCel 2ux] AR} mujd7)z)e] Ado] 9%
EEN ﬁo oA A 718 gla) "ast eaet nHA  EHoHTh mHlY MM AhFe FHA ¥ES A
o AokaTE 12T 4o AR B EF AT ol o2 PCHIA ABA AhdH Yo wal
o Jsar 3 4 QR § Ao|t). o] 9o PColA Heo] 51 j
Aol mulel 7]7]2 ZAH 3 o] Eo] AR A%
Aol ol Qirk. o] So] AFHTH= oA M}E
2. IoT 7l& Uutol2: 7he] 748 oju] AR e Zoleka
B 0T AH 28 98 7|14 2eta T dddnh ey, AAdqA dE w2 bolgE 7t
7)2%0] H4¥ o2 AR 7] YAAE A e 2 s 588 717 vS9] 7]
Zo] BWa s Ao}
2.1 10T 7|& AN
T 7&2 AX 2 UESA 7& s 7%, o 3) o{Z2|AH 0l ATEQ ] 71&
FEPleld ALES R P OE 9] o) ZaAAES AL AnfE 77| R
B ue HlolHE wS9ol7} Aelsl o] ojZel7o]
e Rol 7] A3Her Fel= 742 Aelstel ALgatol )] melz

A}nga dolEE ¢145ka F&aa o|F ey



o aEla AN 2vhE 7)71R R e doleEe
PEE AEATE QS P mol Aeake Aol o]
aolh, ek, AYNAE SR 9 270 gl
ehe A& 0% Al A WHY S welFofol
SEE AAsh Zohe J171% Jek 171z we A
BE A&HoR AFWS = Ak 93 A A%

o,

A D)ol 2 E e doleE AY Ade] Hgshe

= o) 7 Agsiel B

2.2 loT 7|&2 ol&¢st ol
(1) CHE=C! o
IoT 7149 tE3 Q) o2+ 20134 890l ZAH

2 2ttaE 5 F ok e 2uas 23], 549

gj e} 7]7]o| e}

AU 20139 ~PLE 9% 28 ZAI8HR AL o] 9fol| &
2utE 91%]= Omate?] 'Truesmart’, Kreyos2] ‘Kreyos
Meteor' 5] it GAIEC] AAE AlFl HF3h= ol

Fiz Age BRI 198k, & 23] Folai] u)

(b) smart watch

(a) google glass

[Fig. 1] google glass and smart watch

(2) EA AH0f

NFC 3& &-83ir Fao Aede) 3 3 A=
ol Bt v Ak AlFe] gl

Lo]7)= o Z3} FEsle] ‘Uoly] el FA WE
2 28t} 2ee 7]7)9F dEEo] AFgAte] £E )
o9& 71Eeta B A =R FUh

wloTH] UjE|Ate] mhE FR]e vhe) A E

op71o] Alukast W Aba S, S0 e 1Y L
x

e

i

il

O

o oA deF= EST(TweetPee)E 7123}

(3) MEI9]

Hl B 2522 (Beam Technologies)?] 3&& o]
F& ettt 9 A S Slg 5o JEE B
Fol Fud B2 7)%S o] &3] ~ntE E o dg
o} Ay s gz 7 ke el 4 gtk
2}7](Schlage) 9] ‘& A(LINK) Al2~8'2 olEyl a4
Uit A2 ZA] PC} ofo]E, olo] =5 o] &34

(e} =
< = g Ik

Moo oot

(4) 33 AA
Via InteligenteAl= &= =
o] 2T E Wt B2 2RI ofo]Ho] HHE A&

< Zskeieiol.

ADL 7]188H= GAlolA ajsfof & Qo 1
Y, A=, ANEE, AU L, @ YRl QI Ho] 2~
[12,1314] S°] Utk

3.1 loT E&S flet 7Y 712 24

A% ARl WA ofols,

o
NPC 5ol h& 5 Uk 71E AlYelA ol AAELS



136 #t=gestali==X M6H HM4is

ld

IoT &7o] He= 4% oled Algs S5l Hias
glo] 7ksg qlole] 7716l Al shHe] HaE o
T Stk ofolel T3 Al spe ARt Foix]aL A¢)
oM BAEE= RS Holde] IoT S AujAg 9
ato] AAAe] ofelglo® Agd 4 vk AlQItelA
o} w7} oboldll, Z12]a1 NPC 59 228 AA|5o] 4
AAL A= vigd Sl [Fig. 2= loT &74elA
AQ) ZdlelE AT tlz=Zde] FEe o HoFErh

mll fd

-

oo O gt

Holl M= gt S 71EE5S of8ato] Hnto] =3t 4
HE Fa o g gagee] AAE o]8stko]
AYE Zdold 5 Stk

[Fig. 2] Display Device

) ARRE
AYel A AHEEE AbEolE 2 wld o] §
t}. 712 IoT 71 o|Hol= PColl 24 |45 AAg
T ARE 7171 F3 7L oo 2 Aol AR
Zra 9}, ToT 7]%0] Aol 44
i3 g3to] el A=
gojole E9le =& 4 & Flolth KA
§ F4 239AZ A AoEe 0T 7]
ZAEA e, olgldt 71&o] Aol A4= Ao

-
ﬁ Zighee,NFCInternet, WIFI
s &
]

QB slel sz Aglah 71%o] waE Aol [Fig. 3]
& rhoue] FEE FaelN o] 57 914 QB o] A%
nolE,

Tangible User Interface (TUD[15]E tjA€ A X

Lo

=4 641:419} v HESS ARlHor 24
NEF dF = |2z AAAY] AleEs AlY
A RkedstaL ] AEEE Y W) ARl f-ehs 7

G 83 A o]~ D Aol o & 5of Aleell &
A Tee 2 AME FAEkaL o & JhvlEt 914t
of A AAel wtdsh= Aol FAE= 4 ZHlole]
7} o] Abes WAAY FAol= A9 AY 227 Al

I

o] Ab=dl st M)

rlr
N

el 57

1% 2190

[Fig. 3] Motion Recognition
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