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Abstract

The purpose of this study is to analyze the interaction input method of game shown in the history of
game and to investigate its evolution process. To this end, we analyzed the interaction using buttons and
joysticks in the early arcade games of the game industry, and the cross key interaction method applied to
the portable game platform. In addition, the interaction between the keyboard and the mouse and the game
contents in the PC game, such as the keyboard control and the interaction method, and the
gesture-recognition interaction method that is being used in the console game platform recently through
extensive considerations of the correlation and evolution process Was analyzed. Through this analysis
process, the evolutionary process of the interaction input method of the game was identified in detail, and
the interaction input method that can be applied to the game platform of the upcoming 4th Industrial
Revolution was organized.
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A Study on the VR Content User Experience Evaluation Process - Focusing on the Optimization of the Survey -
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