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[Abstract]

In this paper, we propose a training method to efficiently create prototypes using

'core mechanical

diagram' to make game design easier and 'BluePrint', a visual scripting tool of Unreal that enables

relatively easy functionality without programming knowledge. With the development of game engines,

game development is becoming faster and easier, and using this, non-programmers without knowledge of

game development are clearly showing a tendency to participate in game development. However,

existing game development methodologies and game implementation methods require

complex design

processes and specialized knowledge. In order to make it easier for non-programming experts to develop

games, they will simplify the complexity of existing game development methodologies, and propose

educational methods that can focus on and implement the essence of game design

where non-programmers have implemented prototypes themselves.

based on cases
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II. Preliminaries

1. Utilize ‘Core mechanic Diagram’

1.1 Introduction to ‘Core Mechanic Diagram’

AL EJK}OIEI Charmie Kim Gamasutraof|A] A|d
HAUES AY HARI AZst= 22 AT of2igt
diAYUEC] Aol AT e 85 %71 Tiol

o0 W



Training in the production of effective prototypes using Core Mechanic Diagram and Unreal Blueprint

77

o
LSS Ehy By 1=
Y colo] 132 FH0 AU WAshe zeUaS
B7heteict [6]

i01 W7 toloj 132 thgat 22 4719 tolo

Tgsjo] glou), 2] ejgre ofafet 2ol i

Narrative or " Hero Myth"

Progression

Secondary
Mechanics

Core
Mechanic

Fig. 4. Charmie Kim’s ‘Core Mechanic Diagram’
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1.2 Analysis of 'Core Mechanic Diagram' through
game example
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Fig. 5. Nintendo's <Super Mario> Core mechanic diagram.
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Fig. 8. <Rock Man>’s Using the Core Mechanic Diagram,
Example of Student Analysis

1.3 'Core Mechanic Diagram' Practice
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Fig. 9. Using the ‘Core Mechanic Diagram’,
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2. Utilizing Visual Scripting

2.1 Introduction to Visual Scripting
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Fig. 11. Godot Game Engine
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2.2 Introduction to Unreal Blueprint
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Fig. 12. unreal Blueprint
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III. The Proposed Scheme

1. Direction of Prototyping Development
Training Using Unreal Blueprint
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2. A Case Study of Prototyping Development
Training Using Unreal Blueprint
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Fig. 14. unreal Blueprint
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Fig. 15. Material Blueprint
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Fig. 16. Widget Blueprint
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Fig. 17. Behavior Blueprint
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Fig. 18. the results of the students attending the class
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Table 1. Production Success Rate(Units:persons)
Failure Successfully Total

Prototype
Production 3 41 44

Production Success Rate

Prototype
Production Failure
7%

' Prototype Production Failure

W Prototype Production Scuccessfully

Prototype

Production

Scuccessfully
93%

Fig. 19. Number of successful prototype students

IV. Conclusions
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