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The Design and implementation of the game for improving disabled
children’s intelligence
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Abstract

In this paper, I proposed the general children's games and showed the design and implementation of

children's games which are non-violent, emotionally helpful and good for the development of intelligence.

I designed the user interface of the game for children, proposed relevant algorithms, and showed resultant

screens of the game. Most of contemporary games are violent to children. To solve such problems, I designed
and implemented the game which is not violent but educative and child-friendly.

These days, entertainment games or Internet online games have been developed highly biased to
children’s interest and amusement rather than children's intellectual development. Usually, disabled children

are inferior to normal children in movement of their hands and bodies. Therefore, it is hard for them to

follow speedy games.

This paper shows that the proposed intellectual development of the game can help disabled children

not to be violent and to be more intelligent. That was proved by the results through the question investigation.

According to the survey, disabled children’s any violent actions were not reported after they played this

game. Also, this game helped their intellectual development in accordance with the results of this study.

» Keywords :Kids game, Edugame, Edutainment, Game of Flash

[. Introduction

S Al o] 8Ake] 99.5%= TEUS o] &5k Q= 2o
2 Hehstth @=¢l 2507 o] Aefls T AHA Al

10951 259 ¥ AIolv, F34 Feljglo] 90%E A+t
EZE ol M= A Ado] 53% Armoltt. B Fells
A= Ak os 25d o Sl 7187 F-Feirh o=l
AL FAARA AE A £2 =772 # ope} A
QA SHAME Ao A=E FAll A 5 Sl 3L
o 7%, Ag, A7 @Al 2 Egol vl Baya
At} oS ARl Gl o] Hm AR Adl =
ek =4 Al w3 e o ok o8 Sl AU el
A 23k vbeal FHrdhs 71318 Aledrka & o= 1]

53] obsolu FadEs AR Al Bl AL Y

#o]7] ghojof s, i
A

A
ANE 9lg sk, 4ol
oA diste] =g,

ot
i
e

oft
N
o
i)
B
_|>i
it
oX,
o
o,
il
2
=
N
=2
o
o
o
X
o
o
i
oX,
o

* First Author: Jong-Kyum Kim, Corresponding Author: Soon Nyu Kweon
*Jong-Kyum Kim (jkkim@kopo.ac.kr), Dept. of Aviation Control System. Aviation Campus of Korea Polytechnic
**Soon-Nyu Kweon (kshong@korea.ac.kr), Dept of Game Contents, Korea National University of Welfare

* Received: 2016. 06. 02, Revised: 2016. 06. 13, Accepted: 2016. 06. 22.



& ohe,

I

o}, 7

°
had

o]:‘

1
toiur} B4 Awg]

]

847} o) 7}

Journal of The Korea Society of Computer and Information
ted, A
= wejn

p

40
235

Q

A3k B5 72 o 74 A (Edugame), o 78|21 E(Edutainment)

of v

°]

ol

Ul

ol

o]
K&l
Hr
o
ol

2.5.

ARG o] Yt

ojt}. 7t

\=3

7+ gEgon

%=

U uk g7

A

L
L

=2

s
A

A

=

o] 7154

L

T

3]
o]

N

il
=

2 WolSox)i= Be7|A|qk 1

Fel] o

+ 9
15|

(o3
k=i
1

=

=

K
=

&l a7k

3 el

5

=
[

7]

T Aol A

L
T

=

i

U

a

= O
=
o

ey

7} ohHke H5FE A%

Aol

o
o

5

&
1<)

%
A efgel] &3} et

ERAaL
EskaL A

=
[

oy

a

I

22 Aol ol

9]
o

W
Ko

Design of Kids Game for
Intellectural Growth

1.
b A A

k=

3.1

the A A AR
AHEE, A7), B

=

=

°n]

=
o)
=

L

kol Al

ot
SERRERS
of %39

13
=
=
o

fok
=

of il %

3]

(e

Aelst QAghslo] ol s,

a4

Al
Ay
A
I

o)

20

Kl

ol

ol

23 1w

o]

=
=

o1
Main Menu contents

p

L

d .

HEESQ) OHID)
Fig.

B os==usne

[=eH =220

o]0} 21e}. vl ow |

3},

& el A wt

S Aok

5

AT

(<3}

7} 9170] Bl T hn

]

=

ol A A5

olut

9 Bolrh A Alm A7 AL opy)

9

1

o
gul

oA

=

B0 5

1

pad



The Design and implementation of the game for improving disabled children’s intelligence 41

SH3] Hofobgolu Fadse] AYS & 5 J=F o7
flste] W AdS Gujste] off ol AzetdA ZAE E
F RS AAEY. AAH R Bl HES ] 93}
o] e HolA] 9k WS, ofEEo] Folhs ol ¥
el AYE R telstsich, T wedE Sgo] i, o
A9 Bel A T8 B 4 gl Floly adlE nEow

Hones
BYUF 27 HES) CHAD

ANl 23T e

| ST o= T &MIR?

e S L sEe
| /aER& VEE
G : L eIl ;
SECTCE
pigmot  ; tFh e

'E&? r__,-" 2l &N|=E

= e

Fig. 2. Game of Historical person
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on (release ) { //Adgeld ---2(1)
gotoAndPlay(5);
}
on (release ) { /L Fo]H —--2(2)
gotoAndPlay(10);
}
Fig. 3. Source code of result
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Fig. 4. Wrong answer Display

stop();
_root.attachMovie("& <3 A A| &

_root.osq_mc._y=-10;

A" "osg_mc",1);
_root.osq_mc.sol_mec.text="";
_root.bt_mc.onRelease=function{
/ol weks A5
if(_root.osq_mc.sol_mc.text=="33 A A "){
_root.attachMovie("2 g1
""dog_mc",2);
_root.dog_mc._y=280;
_root.dog_mc._x=300;
_root.dog_mc.mybt.onRelease=function(){

_root.dog_mc.removeMovieClip();

nextFrame();
}
i
else if(_root.0sg_mc.sol_mc.text
==""){
trace("g& YEHIAL"
}
else {
_root.attachMovie("&E 57
""dog_mc",2);

_root.dog_mc._y=240;
_root.dog_mc._x=300;
_root.dog_mc.mybt.onRelease=function({

_root.dog_mc.removeMovieClip(Q;

}

Fig. 5. Source code for Main Program
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V. Applications and Evaluation
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Table 1. Questionnaire Items
ltem Contents
1 How does this help in brain development?
2 Is Informative games for children?
3 It will introduce a friend?
4 Aneunga not violent?
5 Is the game fun factor?
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Fig. 6. Start Game Display

=T = |
IRE) EI TES(C) LIS TID)

Wrong Answer !
Again Choice

<<«

Fig. 7. Wrong answer Display
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Fig. 9. Age distribution of scores by subject
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Fig. 13. Calculation Quiz
Fig. 10. Game of Operation System
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Fig. 11. The English word games
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Fig. 17. Right answer

Score of ages

H age: 5-7

W age: 8-10
W ogpe: 11-12
W zge: 13-15

W age: 1621

Fig. 18. Age average score subjects
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Table 2. Subject Age Status Points

Subject
| Co
En Mat Da Qui m sum | av
age g h y 2 p ¢}
uter
Z?‘;: 20 |25 |35 |60 |5 | 145 | 29
age
8-10 35 75 62 83 |10 | 265 | 53
age
11-12 70 90 75 90 | 20 | 345 | 69
age
13-15 90 93 98 94 | 30 | 405 | 81
age
16-21 95 95 99 98 | 70 | 457 | 9
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Table 3. Questionnaire ltems

ltem Contents
1 gg\xlog:;sm?tms help in brain 90%
5 Icshildr(al:gormat|ve games for 80%
3 It will introduce a friend? 85%
4 Aneunga not violent? 80%
5 Is the game fun factor? 75%
Avg 82%
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. Game Survey
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Fig. 19. Survey result

V. Conclusions and Future Works
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