ITYRTA VA AV Ea—To T2 VRI T L (EC2021)) 2021 8 B

MEFALY s <iFEMEZBELLE
ETFZ 7 —LDHTERAFE

il 2

JIES D) bk K20

8 oKD

BIE | e 0 — AR 2T 556, TROE T A7 — LIEFHROME TN RS HEM & L ToR
REEL W, Z0RDMEERLTAS —L22BET2 222520, #HfEax b OiRED SRS
EABH 5. ERAEEESHPE T A — 22 BIFT 2 2 L @MAOEBENR TR, 51Ty —4a
Y hu—5—OFHlCB VT HHREMTEMEL KD T 47 — 457320, Z T TARIFSE TIEHED 25F A

AHERA— TV T AT — L5475 ) BEKRT 5.

1. FLBHIC

oty — AIMERERE F U LSRR L, £L<
DOIE» HMFEINT VWS, FRCRHEORWE T4 &7 —
LIFHFFRICEZ LB TWSE., —FTEF A5 — a2l
TAMEEITOHE, EFEOMETTHROY 747 — 4
OFFAZEHE L V. 2005 E I T4y — o2 BET
ZREDH B0, HfEaR N PHFER X VOREN ST —
LEDPMEL B EADB D S, FREHAELBELZET
F 57— LR FHEERRICH W 256, Pty k57 F
7 — LR E DY) & 73 D ESE & DR FHEDEHE Lu.
AR5 —2sarbEr—7—Dba -~ VR —Tz—2R
RIS 2B, BMAESRRLZETAT - VD
ay tu—7 —HOMHI I LB HHE L.
ZFITAMETIZI NS ORIER R L, #EdF AT
HRA—T T T — L4 TSV RIRET R, -7
VETHT L T4 T T VX3 ODBIED S — LRI
Hiliks 3.
(1) FHMFEBRC W2 Z & T, FRZER TR S O R
R FIREIC T 5.
(2)AEELP LT AT =67y bEHAET 2 HHED
H5.
(3) TEVYA ML= a VEOMEFRICHAL, HERD
HEANE DR HEKELOEZ O 2 (EES 5.

L BRARERERE SO AR SR
FIMA T 4 TP A TV AEIK
2 EREKYE REBORRE X T 4 7 A T RER
a)  ¢5212022@meiji.ac.jp
) ¢$212007@meiji.ac.jp
9 ev190530Q@meiji.ac.jp
4 keita_w@meiji.ac.jp

© 2021 Information Processing Society of Japan

2. BIEARE

2.1 7—LiFROEEN
Willar—nay bu—J —EERFEZHIEL, 7 —
LB A LS 2RADZ I BENTVWS., —HTH —
LAEBR DO ZERN 72 5 ZEE L. 2 D72 The Player Ex-
perience of Need Satisfaction (PENS)[15] % The Game
Experience Questionnaire(GEQ)[11] ¥ Wo727 & — b
HEFEEINTNVS. 72 Brown b [2] 1, Subjective Men-
tal Effort Questionnaire(SMEQ)[12] 12 X b 2 —H DfE#f
985 71%, Consumer Product Questionnaire(CPQ)[1] i<
XD a—VoRmEErERMNIFHE L. 77— S
Wh 74 v YOERl6] EHWT, F—raryir—7—
DWREZFHET = 2 [14]. M EFHAILTTL4Ho
EhE 2§ 2 HES H o7z [28]. AFETIE, > a—
T4V IT— AOREDEMHENESP L — 25— LDV FY
YIRED, HlERNRERZEME TS, Zhs 2 HE
LLTHAL, aybu—7— O ZaHi%Z Al REIC S
%. R1ZLOY - LREDPAMFDOE TF 5 — b2
YFR—2 LTHT2 LT, 77— MERZMD
BIZEe ERTHNFHETZ 2725 5. Ry F<—2 1T
% BEITFE R DI TR 5.

2.2 BABRVFI—Y

Ny F 72— 7 LAFFE O PN B TR 5 D+
WA FHM % AT REIC S 2 7= D O HSEFHlEETH 5. 7 —
LB B VT UL Benchmarks £ [20] 23BA%E L T
% 3DMark[19] 2% %. ZAUZPCREF —L%ZETLAT
554 2D 3D WEEE B T4 S —ATHY, BOH
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W7 — APEREEHAE IR TS, FHENRIEZT AN 2D
GPU® CPUICEE D, ¥ — kB FAF—nay
PR—F—Dba—YA VR 7t—A%FHliT2HDT
0.

3DBenchy[4] {& Creative Tools tt [5] 2ZAF L T3
BDETNT—=XTHS. K 3D 7V ¥ XDOEEDOMRE
YR 3D ETFALRHEL, XN ERYE BT
P L CWizdd, ZHTIREHME RSN K & S Fd S It
D 3D TV YR OMEMNR IS TERP o7z, LaL
3DBenchy #X>F~—2¥ LT 3D 7V ¥ XZiHii3 %
Z 2T, EANDEBEIHRTE L W AEXTHY 72 3Rl 53 7] 5E
%5,

23— NJE [13] ZHEOEZRERICH N LR F v —
I THD. THUIEDEZE L PR FEHP O N OZE) %
M S 3 7= flibi s DT, AROYHEN I IERE &
WrES R, EEROEHEEIET . 7 — A0S
BIZBVWTHEBRDO TV AR Z BT 2 08D 5 7H,
TR — 2 %2HWE Z e TERY. Z0DHRT —
LEFEIFEOHET, EBOT LA RN EBHAERE T4
F—LDRETH 5.

2.3 FA=FrHRIaAVFTOV

M FIZBNTREANED IS AT VI 4 T35
IREEL, MHSRICERT 240D 5. REES [26] 1%, W
USRI AT RE 72 280 - 2800 T — X R—ZAZ R LTV 5.
FELEEADE T — X2 315 MEINER L TB D, il
PRALEEBRRPTFEVA ML —S g VIEATE 2. %
7HEDOWZED =D, NI Y - WG - HEFAHZE A
PEET = XRX=2H N LTV [27]. Tsuchida & [18]
X, XVADMEDDDRA MY — b XV AEHT — &
N—=2ENHLTWS., FrzIZHIfEL 72X > 2380 60 Hh
Y, ZRCEDETI0DX VA v VL EHFL XV —
DOEE A 13,960 KEERL TS, ZHICED XY RD
F—a VIR E VAT v YAEE, X2 ABIE O
RED, XA T MR T — < I12%LD.
BomWXFHA/RERa 7Y REHEtL, 7V
4R =R EETETIRANZLL REINTNVS. 2
=T 4B A 2413 3D F— ZPEHETHRAAINTED,
¥ I R—THARIDETV VI TERVWT —L 7
VIAXR—DF —LEREZHTITVS. FIE3I 7 (23] &
ZREWECHERHTE2X Yy 772 - LTILL DN TE
h, —a=a@EcidA Y YU 3D MG R
EELDaryr BRI TWS. ZhoDo7475
VRaryrrynkiie, RFETHRALRI ¥ LDY
TAT — LRHEBEMERMEL, F— LR TEHANDE
LIRS E =

*1 https://www.nicovideo.jp/video_top/
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Hejine & [9] 1%, TEAXDIEH A D54 7+ —2R)
BR—RAWZLT, 77 a Y RPG B3 Fhxhiay
7 VAR (PCG) BREEZEMHAL TWD. SMHERICE
BCTHA VZRETERD, LAY —0fT#n 72
fTEkbl, EROBEMECOHZERICLTVS.
Fukuchil7] iX, 7o v 74— (¥ TF7 7> ay)
F—LIBITDEY Y v TP X T RBEILEE D5 X —
RN EETES, ERHY 7 by =27 2RHLT
W3,

3. A—TFYEFAHS—L

F =T ETH T —n ik, FHMERSCEME LTHED
DHAFRERE TA S =L THD. A—TYETF5 =4
SA4TIVF, BARS ¥y VLD E T AL — A0MEEM
PRI A T2V THB. RETEA -T2 ETA4T —
DAY b DFRETAEIZTONWTIENS.

3.1 a7+

MAEFMAT 2 TA7 — L2 B3MEEIFH LT, &
WFsesttzii’- 3 b 0k Big3. MBEAHAT 7457 —
LI X VD LEEINDZHENZ VD, WEDOWIE
EHLIRANRY v LD TFTA T — LB U THRET 3.
EHRERMEENE T AT —ANDART X —REHEL,
WIS o 12 B F A 7 — AICFERREIC T 5. G
BRhWCIER T 2Fz M e LTh o eficnsoic, ©
TATF— LD Y 2 7 IVTEDE IR X8R nd
DITT 3.

FhETFAS —Lsar b u—5 —OFHlEBICHIF L
TVDHDIZT B0, ZRERANFRIHET 20EN D
5. XBIZT — ANEPEHEC I B L 228 TR DS 0 D
WIRINCERT 2 Z e B TERLRBETTHRL, otz
HfRO ¥ T2 UEBRSEROGEEMEICHE L T TR
BH3. ZOXIRFHEED 4 XD 5 3B0EDH
REDESOE MR — LT A V2T 5. F/27—
LfEROT Z2REAREICL, avbtr—F—%N LS
LA Y — KB R E IS EEE - TR REIC T 5.

3.2 REtAEt

3.2.1 Py VIDEE

RSO TA T — L ZlRT 212H20, FiLvay
ba— 5 —REBRFELFMT 2D T A — 0%
FIHLTOWRETHAZTAE L. YOX5RETAT —
LPFHEN TS 2L, A=—T T4 75—
LDOHBDBELTS. ¥TAF5—20DY v VLD HE
YA PR —=h =X DA TH 2729, SHEE Wolf
522l D42 ¥ O EAWE. ZOEIZFEICE
FAF L LAY —DA VR 7 T 4 THICESNT
BY, F—sFkBOFEICAHHT 2T -0V v
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NOBEFEIWHTITH S EZ T,

%3 ACM Digital Library Z FiWT, U TFTD 27 VYT
MR 7.

Title:((game AND device) OR (game AND controller) OR (game
AND ezperience)) AND Abstract:((game AND device) OR (game
AND controller) OR (game AND experience))

Z DGR, ST5HFOFRIA e v b LTz, FREHEY R
DEFHEHTORAMKICHMEL, HATHERSA TV
M HTABE L. MR TE R o220, XA b
LR ZNZENBITRRZ 2T 124R, 323 fFDFX
By bl INHOMEDS B XA MLEME, KX
ZRHTETAY -2 Z2FHEICHAWTWS b 02 L7
7 —LADRFEAEE XA T2 72b D, F—<—IZoW
TOFEBLLDD, 7¥—LEHIHET 2D DR R L
7o. ¥ETAS - ARFHECHALTW2HDTS, ¥
B ERZECLTWa 0, WHENEREZHZ 70D
D, 7—LDOEDIEFIRERN 2D D HERI LTz, EH
MeED 57012, NANEELTWLDHD, 7¥— L0
DR D, R=IFDIR DI N S D BRI L
= IRAEHNIC 105 o E Il L7z, 1 D OIS THEL
DEFATF—ABEDNTNEIDHADY, £/-1D50F
TFAY —LTEBOY Yy VL EHT23DbH o7 (Flx
¥, Need for Speed™*2 | X Driving ¥ Racing ® 2 ¥ %
NEHT YR LT).

Z DFEREERT 206 D7 — 22160, K1 DOLS5R
Dy YADBFHE N TV, Adventure < Racing (& THR
DHDITFEFENT WD, MREDOHFEDO L DITIKITL
ACEENTORP o7z, E-TRO S DEHWFHEET
b, A=V =KD Bb—HDRAT I LI T 4ZH
TWiholk., TOZeRHFHMICHALEVWE T A7 —
2iF, A b=V —RMHRE, HEOHT XD b ZDOHD T
7y a VRRIEENEETH L LRI NDG. ASIDRIE
WK 2R E LA [16) T®, Platform % Sports
BRETLVAHOBIEREDIXSLDENDR VD DDLFHE N
TWie, 20D A—=To T 5 =074 77012,
Sports * Shoot "Em Up - Platform - Puzzle - Driving 7%
YO7 7Y avBERDEBNY ¥ ULERAZLINETH 5.
SmENxZd 5%, Shoot 'Em Up * Platform  Driving @
3DODETAS—LEFFE L. ZNZELOY ¥ VLDE
FIR1o@EDTHS. ARLLELTAS L1220 TE
4BETHL RS,

3.2.2 S —LRANFA—ZDFE - RISFTEEM

RAFZDE T AT — L DT A —RETRDTINTHEL,
BRREMFCH > 2N T 5. 7 — LT X—RIFA
NDOLR T 2T 2BERECHS L2 L EHT 2O

*2 Electronic Arts Inc. SFFELTWB L —Y V75— A
https://www.ea.com/ja-jp/games/need-for-speed /need-for-
speed/
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?thers Spons
Table-Top Games 3.5
Escape

Rhythm and Dan...
?ighting Shoot 'Em Up
Maze
6ombat
'i%a}get
(j:gl\ect\ng Advenn{re
Ab‘stract

Racing Platform

Driving Pu‘zz‘le
K1 FHECFbhTWIETAS -0y VL
HEIEZ Wolf & [22] D 42 DY % Yz kB

£ 1 Wolf 5I2& 2% VLD

MDriving ] Platform | Shoot 'Em UpJ DJEFE
ATT VT B - R —F
arvir— - BERY, FIC
IR 2 R — 212 LS — A
ED B PR OBEHTEE
AWT—E DL NLEBEIT 2 Z e
ERENERZT — 4
BROMSe R —7 v M 8L
W3 % 0 — A

Driving

Platform

Shoot 'Em Up

Bz s, N7 XA—XFEMEADPHRX T4 X—Ul %
BEL, BRIRX—REHET 5.

T A ZBLTEHMEINTZNRNT XA =X EREAREIC T
5. ZhzAALTETA Y —sarybu—5—, XHI
&7 LA Y — KB E BRIV FHE - TR ATRET 5.
3.2.3 ZRBANFHEANDHG

VRO INEIFERIC X D Y = AF v — [3] RHUHR[17],
TLAY arvla—R AR —=Tx—X 8| A1 L
ETFAY—Lrarbr—F—OMAPEA TS, Zh
WA, a v b e— 5 —OFHliEERA v 7 A7 — A3
BANTECHIS S H 3 RENH 5. 2 I TARFETIE,
Human Interface Device[21] TD ASJICE# S iz AT
b LLIE, YV BB KD REINIANIEHE 7 —
LANANNC= vy Y 7T 5. B—DE T4 T — 0% ANA
FORRZZEHDaY v —5—TF LA - FHEiL, HHx
MRS TE 5.

3.2.4 FHELPTWS—LTHTI>

FHEFEER TS U747 — AFFEEDO LT IOV T
ZRITIMEND L. IBFENRA =1 - HABOHK
EREFa R MBEWEIT TR, HEREIESDOENH
5. 22T, BEOHKAEKBRTEL 27 —aM2BEI,
TUAY=03% v 7 7 X—"LHEE N HIET 2 0 EXH 5
F—= LTV A VERA. BV 27 VHICBEWTYS, FEhi
SINE O RIC & - TRIROZEIE T S 2R
BRBEEET, BWEME LR ENRTY A Y ICT 5.
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K2 BRLEA—FYETFTAT—2D7L A HEHH

Hunter-Chameleon (!£), Escape fish (), Sliding penguin (45)

4. F—TYETHT—LORE

AR TREIDOR 27 7 2R LTy — o7 A V%
AL, FEDONERPNE X v 57 2 =120t 258 Lt
NEPNHIT T B FEARM 72 FRER I SN DFRBRIARAT L
W KHAEDRXSLDERMZZ IR TES. REDK
TS E LN DR DITEN S LT OHERTHEM: % FI
L, HORHIZ BARCHECTE 25— 22 HIEL -

TR FA S — sk ay o —5—OFHFEERICH W
ZIeBEEL, Hicarytu—5—%EL TV BIRE,
DFEDF v 77 X—OEGNRHEELEL 55— 40T
PA N Uiz, EHNCHIE S 2 BB D 2K % 3 FEE
L. (i) B A 72 Gl TL 254G, (i) Bk
DEMERIGE, (i) F¥y 77 R=DT U NTF UV RERITT
Yarviru—II7NVTHEHEETHE. INSDRMER
K1 28T % Z & TEBNRGIFESBER Y 745 — 4
129 %.

ARETE, MEOZ2XFXATHELEZ3 DO TA
= A BRI OWTHHAT 2. 2hzh TX4 L)
7 —=) =B TS TIREERTREZR R 5 X —
& | THSATRERBUE ) X2, HELTWAES 2 L
T, F—arRayrario—7—o [AHEEY TEN0)
Z S ATREIC L 7.

4.1 Hunter-Chameleon

Hunter-Chameleon 1%, I XL AV DETEX—7 v b %
53 < Shoot 'Em Up ¥—24ThH2 (K2/kE). Zovr
T — 2D, HIRKFEMNIIR L & HBS 2 N1
B otz B ETCAFLRAA7EMEITILTHS.
B ZIEANTIEIEED SR L OKEREIL, V> a2ik ks
LHHEETLTLS. 2=y bOFRZEAIRALFVITK
A=V%E5Z2TL32bDbH57:0, ThLEEILELTE
LIE L TRENDHD. MU H—EF|WIBEORERE Y & —
7y DY) BEMNIWVEEEWRa TR NS, R
BOJRER N T X — XX, ®—7 v b THIMHEE ) TBERE
1 TH5. BUSAIRERBUEX, Z—F7 v bAD Tk v b
B Tey bR TH3.
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4.2 Escape fish

FEscape fish \&ERICH IO RV L S A% a
Yhu—L, TERZREIBEEHZMIT e zEHNE
L7z Platform 77— 4 T®H % (X2 H9). #eEEYICY
Tebiznk S, ETEE T L HE = i S
57D ANE LT 2 EHDH 5. KN TWV DR
WL THNZ KREL T2 2 e THREBZESE 2, 20
TEF B AR—ZAHREL LD DO THIEDIEEL <72 5. %
TEEYOHPLIROEIT R Y, T4V —2r hELR
BRI ICZEL LT 2729, PG LHIES 2 2 Lo
ROHNL., MHEEEDFEEATRER T X =21, T E TR
Bo&E ) DKol TndEko#HES ) THhs. y—L4
FER e UTH T 28X, A4 = IEO 7R R O R Bl R e
TH5.

4.3 Sliding penguin

Sliding penguin \FFR VX2 H, WHPFT WK ETRa%E
B 27K T 2 Driving 7 —2TH 2 (K2FH).
ZOETA T —L0HEL, HIRFEANTEZ ofaziix
A FTHRUFUZEZZZETHS. FRUFUITAL
TR F U OMBITERT 205, WBICED 2 LRI
HBTeR2. i, BERUVFUOMEL IS LA HT
SIERE B L, FREMEDSRIRETH 5. —EHZ MR 5
LW OHT 2K ERIHCHELIRNK S TBET 520, 7
LA Y — 1 3EG R R S BEETH 5. W5 D TR AT RE
R T A —=20%, THRIERE) THIRRRERE THIRT 2 Ao
] THE. F—oiERe LTHNT 28dEx, —T
W DICHISF T 2 DI b T H 5.

4.4 BRELEETAHTF—LOERER

BMED T LA DEHaZX N2 TIF57-2012, S X
27 7 RBRHA L. B3MRILEEERTH D, BIETE
PHESTDP DTV, LAY —ICoTHLA
TV —LTHA VICTES [25]. SEBARELZ 32D
F=NTIE, THRVA VB REZ 5] TR %k
Y TRV FUPIKLEEREZ ) WS M REEOE W T —
~ THFEL .
¥7-arro—7—OFHliERICHNS Z L 2EEL, H
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BENCHIE T 2 0 EDH 55— LTV A 2 L7z, Hunter-
Chameleon TIIMZ BRI T 22 —7 v b2 BEHiE
U 3G (1), Fscape fish TIXBRICHRE 20 X 513
B UBtlY 25T (ii), Sliding penguin TIIAEEM D BHIT
x3%53y b r—A LB 33 (i) KL, 3>k
0— =2 HICEE LT RITIUER SR Wz, av b
00— —OFEBICHAT 2747 — 4 LTEEY)
REBFNCTEREZ B,
5. wam

AT, A-—FYEFAr—snart s LG
Jigt, 30T A —LDHAFICEE->TVWS. BEL®
TNFNDETAT —LDARAT—=JF1DDAT, 77
T4 w7V Uy FREDIEDAAIIHEDORMDZ 4 B
5. ZD3ZTHEAFE LTS —oah s, =T
Uty —a0BENEZERT 25 A TOFERPEHZ %
A g 5.

5.1 FHERERICHIARIEED

— AN EHl SR IR E T IR OBURPME L VWS AT v
THHB. BEFAT—IF 1 2DATH 30, HRH
PHET 220D E— ARV, FRERIIEREY > 2
VEFS T BBV, X5, BEOMBENERTHES &
FEERBNNHE EE OENDEENFICK XN TL % 5 AR
Whd s, ZDi=d 3.22 THRZXS1Z, F—othiz®E
ZATIZEDHDAT X =R, SRR T -V FHAER
L7zh, WiF vy o727 2—0WMBGE HBSGMREE2EZ
S5NB LI BMAMHAZIEL Z BB ETHSE. ZDEIIZ
MHRBFICE > THHALSTWERRICT 272012, F—24k
LTCOEDIAARZ T TRAFERD 70 —%2E B L 72aEHC
TR X BTV EEFEICE o TE D VR T WEREEIC A
3. kMo EROMEE A — L2 EHLTD LW,
T4 —KRNw 7 %B2ZrT, EREILY RV LT —
LEBIRE R BiE S

5.2 RNYFI—U%

lLwaryire—5—%z2RLLBICA -7
F—b% T A4F2528T, BBETEZRLVFRIRL
RTWGOENP, 2a702bERETES. Zhic
FoTEREZaY v r—5—2d 0 THRBORME SiE
fbL, MXFHMH L35, 2750, ZOE I X—%
FRBLTE T LA ZIREZTLES 2, RVFv—7
WrEN BN DD, FORDMFEEEFR LT A —&
THEBBNMEIIETFAY — 2% LA SEILENRDH .
Larlaryia—5—12koTiZ, ZORMEDENDLSZ
NHDOETH T — AANDRBL LR iudiz 5 0iElnss
T3, YOXsicz08EMHE2e D, hor—108
DEICHEREZRVWE ST 303, SHROME LT
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NI VHRETH 5.

5.3 AVFYYDE

SEFR LS —2TE, B2 77 4 v 7 EIER LT
b HAUL, Unity D7ty hEFHLZHDDH 3.
RARZT T 74979V Y YR T7 27 MZOWTOERM
IRV, BMECHYLREMEHET 2 Z 2L
W, RETF TS — DAL FIHENE 720128, 5%k &

BEER T I 74 v 7YY Y R T =27 M EHERT 3
CENEBERBMHICKRDEERD. DD, FHZ IR
BRYOBHREEL, Tudr5 74 v 2 TFHEALF—%
POV RIVIA X —AFETLIDOH 1 DDHIETH 5.
CHEZLOMBEDPRSFHLTHREE I IE
D, HIVEEBMNCDBE T TEZ X5 RMARDD 2
FAF =2t BT 2720 TH 5.

e, F—LDTI79 b T 3x—LdbFEAEDLLZD, 7
075 ADRBRNTHIGRERX VTV FAPRBETH
5. RyFv—2riHiiy LCHAT 22912, BRI
INOEDETFTH T — LT 7 RAARETH 3 T L WEEIC
%%, ZD7H GitHub* 2 W TY — 23— FE AR
AL, BIREBTX V5 v F Y AR L Todizidudsz
BIRVATREMED D 5.

5.4 SEBERIRNZETAIT—L4L

SEBAFE L 3 00T AT — LN, ZHERERE
WRr — LA TH A VRO T AT — L% 74 77 VI
ZBZREDD L. FTHRAOTAEICED, TE=—>aryi A
712 L7255 Sports 7 — A FIH XM T0iz/=,
BRLUTCHEIT Z2LENDH L. L L Sports TENWD X
R7 7 RAVBEEEZ, F—oWERNThD o8 Lk BaHE
WRBHE12DF v T 7 R—TH A VKRR 2030EDH
5. F724M01E Wolf 5D0E» S 3 DD v VILEEE
LETH T =22 LD, SRIEIF—20ERET Y
o VR HEER YT E BIHlR < HRLT [10], WEH
HERLTWS =2 BRI LW,

VR 7 —2ZFHLTWMESZL Hot. FHIZY
Ny 3ANHED 2D ¥ — L TH o7, VRHAD 1A
MRS — 2 bR T 20BN D 5.

6. BbHOIC

7= ARFEREDIDD, A =T R TA S —s0D2
YT MNERE LS -2k, - RO TEY
AR —Ya ryHBEORyF—T 2 LTS 2 2ME
EL, BHLE3I DY v U ADF— L% HFK LT, EHK
N HINAHEET Z, oI TEENR S — 2% BIE
L7z, SRIIMEEDPDLEL T35 —2DX5RE

*3 https://unity.com/
*4 https://github.com/
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