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[Abstract]

In modern society, digital devices such as kiosks have become an important part of people’s lives. This study classifies content
services that can be easily enjoyed by all age groups in urban public spaces as Urbantainment types. We examine the problems
of existing content services, derive improvements accordingly, and propose urban entertainment content and interface design that
will help vitalize public services. Existing cases of public service contents were analyzed and various interfaces were studied based
on urban entertainment elements, and the differentiation of the contents to be proposed was derived. Accordingly, we designed a
virtual reality content design that can be easily enjoyed in public places and produced an interface prototype accordingly. The

usability of the content service was verified through usability evaluation.
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Table 1. Representative public services provided and
operating entities and operating institutions

Operating institution or Tiyse 6f Gemies

Services provided mgnggement e
institution
General information | Ward office, City hall Public supply
Civil application
certificate issuance Local government Public supply

machine

KORAIL
(Korea Railroad
Corporation)
KAC
(Korea Airports
Corporation)

Automatic ticket
vending machine

Public/Private
parallel supply type

Public/Private

Self check—in
parallel supply type

Bus arrival Local government Public suppl
information g pRly
Paying utility bills Bank Private supply
Unmanned . Public/Private
. Each building
settlement machine parallel supply type
Digital Private

Local government

advertisement consignment type
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Fig. 1. Various pubhc services (Electric vehicle battery
changer station, Certificate issuance machine, Bus

arrival information, Smart library)

S AHO|M,
, A TR MR gl ADIE DAz

e e
2/g

A o DA JHBNER mAY AZgE 75}
L lom, ZutEAIE|SL AR theket M) aE o] Ssta
SATH3]. ZwFEATE] AH|2E Uuk ARl0] ALg-3}7] 91314
= Tkt Geje] tufolaE Ao Fht. thekdt ﬂ%]%
trlo] 258 A ARolM s BFe sk FAITHA4
a9 12 YA Hufe] A5 S-83 Tk %#HHVE l
o, 3 HA ARe A7) malEE wie e wsk)el T A

FRANMAUFTIHH EAJeA] 7]Rbo] = 1 |25 A5
FAG AR A F3AH 2 H S FT7HA F EAdA
olrs AR 4ho] A gt B AAE ] &
Aehs s} 19 19] 3WAl M2 T2k AR whie] AR
tulo] 2z B2 AW AR E, A W22o] 94 JH,
HAH WEAHE & AFStaL, BA9 Z4F A% AL
=tk 19 1] 4RA) 2utE EA 3] Ag- a2 2 Aol A
G EA T Anjag) AAEle] EEA EAE diE 2
e = Qe AH|=E AlE) wEel = o] Wk R
BA7ER 204 TN 25 Y&l theFst W] Ajujx
7t 53 Ao E 7|gH)

o
=

=
=

RN

==
o

2-2 Oftite|| AATHE Of 7l af Akl

wAE ERE o

OJ‘ﬂE(Entertainment)Ql

Sehlaz] oJ‘?ﬂE(Urbantainment) =
(Urban)@} 285 S35k <IHE
PR, & "] lﬁ %%‘%}iq A
=4 F
o] n}_

1657

ZTMuIA BAEHE 913 OfutE 1T E 7B 7

E9 Al 2 AE5EA] A7 CGVeE Y
ﬂi/@ W AE7HA o= 7kl JIE Y
2% Chkek A s} vTiojobE, A &
CAE tjuje] el mrjo] F(G-Light)
Uk LS 1 phEhd 9] AR )

AR 27 5 9l obs] FRHE], A As
A 254 A o A" A A SdERest
(Seongsu Industrial Culture Themed Complex Space)®]
ole. olejak At Hoje] BAlS A AlYIE o]}
SolA v Ao 0F AuE AlFals hilsh AH, 94
et 5ol 7Pt BE ¥re g Ao vk =3 dAE
U 9 Aol AAHe] FAEE g IHEE HoEE
v 915 Ayt oy FAE S G4 flollA] hdat
A &4 A=lE AFdl Tk

o} 3% 204 A|AISh= AHHIRIME Frl= 2 19 ALl
% EOEEE plejo] A £ 4 vlefojol= el
FE 93 Al Rolol ) At AR AES B 5
Qlth= A o] olr,]_ A9 A5 2kgo] Brlss) v B
g 2elzo]7] ujio] oklgol ATk 20 ARl =z
E 2. CIet ofgig|olpis ZEIx
Table 2. Various ubantainment contents

Name Picture Pros
Cons

Media art can be

viewed on a large

1. Donuimun ’

| screen
Museum Vilage —

Media Facade

Zone No interaction
possible
Easy interaction
2. Public
Interaction Media
Art Absence of
information
delivery
Various and
enjoyable
3. Seongsu functions

Industrial Culture
Themed Complex
Space(My Store)

The theme of
space is
emphasized
(less versatility)

Various and
enjoyable
4. Gangnam—daero || functions
— Media Pole
(G-light) Risk of

interruption by
private supply
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Fig. 10. Game screen of Flying Polar Bear!
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Table 3. Hand gesture used on FIy Polar Bear!

Gesture Type Figure

Move
Gesture

Click Gesture
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Table 4. In game sprite

Sprite Type

A. Polar Bear

B. In Game Prop

C. Background
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Table 5. Usability evaluation questions

No. Usability Evaluation Questions

When you first stand in front of it, do you look first so that
you can enter the game content?

Is the current game Ul clearly distinguishable for each
screen?

Are the features and images that users want appropriately

21 provided?

Does the order predicted by the user match the order of

2.2 operation of the system?

3.1 | Is the interaction provided equally for each screen?

3.2 | Can you easily remember how to use each feature?

Are the number of icons/buttons on a screen provided

41 : : : L
neither excessive nor insufficient?

Are the typo sizes and menu buttons appropriately

4.2 maintained?

re all menus logical and distinct from each other without

5.1 : ;
overlapping meanings?

Are the instruction directions or explanations appropriate for

52 the effective use of the first—access menu?

Are you providing a visual flow that does not strain the eyes
when using the menu?

7 | Is moving backwards or forwards simple and easy?

Is all the information on the screen concisely listed with only

8.1 the essential information?

8.2 | Are all buttons or text distinct from the background?

9 | Are there correct visual signals for errors?

10 | Can descriptive information be conveniently viewed?
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Table 6. Play test check list
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Table 7. Other opinion question and answers

No. Play Test Check List

No. Answers

1.1 | Can you intuitively distinguish enemies and play?

1.2 | Is the regeneration rate of the enemy (CO2) appropriate?

1.3 | Is the enemy Al adequate?

1.4 | Are beneficial items intuitively distinguishable from enemies?

— It's simple and | think it's a game that anyone can
enjoy.

Tester A | - If points are accumulated in a way that is

accumulated on a transportation card, it will be

able to help people use public transportation.

Are the rewards of beneficial items commensurate with the

1.5 effort to acquire them?

— Greenhouse gases sometimes covered by arms.

Is the difficulty of the game appropriately set? (1 point for

16 very difficult or very easy, 5 points for moderate)

2.1 | Are the in—game images (or sprites) of good quality overall?

Tester B
— Easy to operate.
— Game operation is simple and convenient.
Tester C | — Carbon dioxide and polar bear keywords are good.

— Addictive.

2.2 | Are in—game images (or sprites) displayed correctly?

3.1 | Is the Ul system easy to use?

3.2 | Is there a system that enhances user convenience?

4.1 | How is the overall experience of the game?

4.2 | Are the provided controls easy to use?

Are you overall satisfied with the gestural presentation of the

4.3 game”?

5.1 | Do you want to play this game again?

Do you want to recommend this game to people around

5.2 you?

Match Between System

Vislbility of System Statues
oLy And The Real World

User Control

Help And Decumentation And Freedon

Help Users Recognize
Diagnose, And Revocer
From Errors

Conslistency
And Standards

Aesthetic And Error Prevention

Minimalist Design

Flexibility And Uecognition Rather
Efficiency Of use Than Recall
Game System

Replayability and
Recommendation

Game Experience Interaction
e ————— High Score: 91s
| Average Score : 305

Low Score: 8s
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Fig. 13. Results of test
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