Journal of the Korea Academia-Industrial https://doi.org/10.5762/KAIS.2021.22.12.762
cooperation Society ISSN 1975-4701 / eISSN 2288-4688
Vol. 22, No. 12 pp. 762-769, 2021

ZACtET|NE A F53F 0 it A+ - uEEHV|E FAHL

HEY", 0P, 2R, 2FH

SOt SHTICIols, SSYtam Aot
Study on the Co-creation of Pixel Art-Based Games
- focusing on Be The Mario

Doo-Young Kwon', Hyun-Ki Lee?, Chang-Hyeon Hongl, Joo-Yeon Kim'
'Division of Convergence Media, Seoul Media Institute of Technology
*School of Games, Dongyang University

o
-

£ 7o) BAe wARstSel W mel shtel BEE FA| SolAl 4419 ofoltlolz AL HAIsHL
Y 5 Ut B PEES ATk Folth. A7 WHoRE AFH Tan A o] Pa% WSl
A R ool o iEle Sl the Mri)E AU 502 Yk 35 URS 49
BRSOl N8 AAAY A%0 B AYSHEE stk vhele HYE 2] M viele AY Aetdz A
on ngAE ol 839 FAAT A%t 449 2Ee|E A1H sy, AYEet 2d0|AE ARsleint. ol mo}
Shtel guUWAd AoR FHstA A4 B FAR AY B ‘E%ﬁﬁ sHel2 A LY g AuE
Piole AE0 2 YAsterh. YAaE AU Fxo 5 2delAg A
tHee] BREIL AL st st FERA UALPEES A E%}am.

o

AUO.‘_:I"“tO

Abstract The purpose of this study is to develop a creative methodology in which non-professionals can
gather together to design and implement games in a common theme with their own ideas. As a research
method, participants unfamiliar with computer graphic design and coding come up with ideas and
jointly create a game called Be The Mario and introduce the results for integration. While carrying out
the co-creation mission, viewers were enabled to experience the precious dreams of the individual
creators. Be the Mario was produced in the style of the early version of the Mario game, and eight
creators who participated in the project planned their own stories and produced characters and stages.
These stories, characters, and stages were collected and composed into one omnibus game. Each
participant directed a game space under the theme of his/her dream and created a character that
resembles him/her as a pixel artwork instead of Mario. By developing and participating in the structure
of cross-scroll games with joint and individual stages, the co-creation design methodology was

developed enabling various non-expert people to participate in game development.
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Table 1. Participant Topic List

Topic Description

Eyes and nose |My dream is to find your world.

My dream is to create a Toy Art Museum. |
hope many people can smile and find
happiness by looking at my toy world.

Toy Museum

My dream is to complete the mobile game
Rabbit's Cabin, which is currently being

Rabbit Farm developed, and succeed as a one-man

developer.
Car My dreams are adventure and new
experiences.
Jungfrau My dream is to travel to Jungfrau.
s My dream is to build a good academy space
Institution
for students.
My dream is to create as many opportunities
Mentor Y Y opp

as possible for mentees.

My dream is to report and save all animals

Animal Rescuer in the world.
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Fig. 4. PixilArt: Web-base Authoring Pixel Art Tool
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