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ABSTRACT

The augmented reality toy-game is a kind of new game genre that can be seen within the
concept of augmented reality games, and it is a term to refer to the content or hardware that
plays the game using the toy of the real world. This study aims to analyze the elements for
the model of toy-game development based on the augmented reality. This study analyzed three
characteristics of toy game which are different from other games based on existing related
research. and have selected important factors to consider when developing augmented reality
toy-game. A questionnaire was conducted to determine the suitability of the development
elements derived, and the analysis and verification of the factors derived using an exploratory
analysis method. As a result, it showed a reasonable outcome of the selection of variables,
with the exception of some of the questions, and the classification results of the
multi-dimensional scaling methods were also classified as reasonable in the clustering analyses.
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[Fig. 12] MDS Results for Question
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[Fig 13] Analytic Hierarchy Process Analysis of
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