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[Abstract]

Due to the spread of COVID-19, many local governments are burdened with the influx of large-scale
tourists. As a climate that values Work-Life-Balance has emerged, interest in individual life and
satisfaction is rapidly increasing. In addition, due to the popularity of the metaverse field, many people
are increasingly interested in related content. In particular, "Animal Crossing: New Horizons" sold more
than 15 million copies in 2020, and is enjoying exchanges of interior design, fishing, and collecting
insects here. In line with this trend, this study introduces the development of online fishing games
based on Jeju infrastructure. This paper focuses on implementation and development, and in particular,
it introduces differentiated games through character animation optimized for developing a topographic

model that maximizes the beauty of Jeju Island's topography based on the Unity 3D engine.

» Key words: Terrain, Animation, Server, Fishing Game, Online Game, Unity3D

(2 <]

COVID-19¢] &4kow Qlste] B2 AApA A= tiyfie] ¥g7o] fdse Al digh +
[e]

S7to] HHAEka oirk w3 ebHl(Work-Life-Balance)S A8k FEZF AAUAA 7H01e] 4t
W e #ek o] FA8] wolA AL Qlrh HESh wER 2~ ok 17|E QlE] B2 Abgo]
el Fel=e] ek $o] Fopx|aL k. 53] ‘RojHla. & £ 2 2020d% 1,500%F
ol wulE SH3aL, o]kl HE dElFefsta, WAst 2Es AP w{iE E7]3 A
ol B Ao olge FAdl @ AF dEEgE vwteg e 28 WA AY AEs
stz gty B = d 2 A gES FE AES T A, 53 28]l AME
A, FUERD QXS 7IHko R AFE AFO olFrheS Hueh A AFPRIS st 9
Ao HAH AE ofyHe] s Fall AHstE AQ) MRS 2ol

oj!

> A0 AFEE, OOl MH, HAl AY, 224 A, FHE3D

 First Author: Jaewoo Chang, Corresponding Author: Soo Kyun Kim

* Jaewoo Chang (amiesuie@naver.com), Braves Co., Itd.

*Hyunseung Kong (draftnik@naver.com), Braves Co., Itd.

*xS00 Kyun Kim (kimsk@jejunu.ac.kr), Dept. of Computer Engineering, Jeju National University
* Received: 2022. 01. 25, Revised: 2022. 02. 17, Accepted: 2022. 02. 17.

Copyright © 2022 The Korea Society of Computer and Information
http://www ksci.re.kr pISSN:1598-849X | eISSN:2383-9945



46  Journal of The Korea Society of Computer and Information

I. Introduction A e AR AP AR YR BET, 7
Ul 2R §3 AR YA Aolg PHSIGL, ol

COVID-190] ZHito.2 Qlsto] 27} 710] ofegol |
2, 0|2 Qlsto] AR Y UL 2 AN IS LD 2 7 ol e Age bel oz U
Sk AR-AE 2 A2 B9 FU WY Bl wojaic. R WAL Ae ZelAaE 75 @ YEY A
IHX] A

==t

o

=

ro

i)
4o
ol
1
J
(@)
N
e
b
N
=
=
rol
o

¢

tha7iaL Qo). A3 20219 AAS W A= 5 84 E Jfjgto|n}, & wigj= A|@nd sfek A WA= 24
2 Iz YEoR AR S44e et A98d FR2 & gojg /e 2 gixlo|tt. Y BIML 712y ool
WEsial, AR S A oot AlHEE Y o2 1=spy] 93t ofjUno]A o] w, njx|gto] WA
gte & A9 A I 28 H 22 S IR x Al nE spgtoln). WAl AJAEl o5 sjr Buo
SHAAPY §70 Sh= tHIE #4 52 & & Ao M AE W Solet A FANR sg%= 19 1

WA Al g Qlme) & U ARRAR] URES  Ar) a3 12 7o Aelo] MA 522 Uehy, ol-
=olge Yor 7P ol gAbd e AFE A9E o) of-7 5

o
o‘rl Fl
i

r
[1AS)
_OL
8
e
o
15
d|m
o
i
i
Jlg
|3
i

Pr U e g
re,
offl

o
o] T oAV AFEE YR T 92

@© r
|o
fru
T
Hr
o
)
)E
=
>
1o
) re
= Y g
4
ox.
mu rr N8 omo X, &Lopee

Start using the pedestal

i :

Casting Attempts
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Fig. 2. Trello.com's management capabilities for functional
sharing and smooth communication among developers
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Fig. 4. The source code under development is being
managed and integrated by Github.
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Fig. 6. A height map of the top of Hallasan Mountain in
Jeju Island and the shape of Baengnokdam
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4. Development of Character modeling and
animation
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Fig. 8. The process of animation movement of a character
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Fig. 9. fishing action animation

5. Fishing system module development
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Fig. 10. Basic Process Flow Chart from Fishing Casting
to Encounter

2 ket Bolt 237 ofuleks ATI(SpinelE
AHg5to] 2D J2mo] E(Bone)2 MAISHD gAlol:
A2 Fstoick. oMIE 31K WA 2 SN 7} of
Eo] g2 ofyofolde B cheA] sttt

23 102 WA AAHOIA QIHSENA| )8 xE

NA =S BoEh

o

E ofl m



50 Journal of The Korea Society of Computer and Information

6. PC client build
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III. Experimental Environment
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IV. Conclusions
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