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ABSTRACT 
 
Although the study of digital games is steadily increasing, there 
has been little or no effort to develop a method for the qualitative, 
critical analysis of games. The game researchers should consider 
when studying a game: Object Inventory, Interface Study, 
Interaction Map, and Game play Log. The objective of this game 
is to make player driving experience and can learn real. In this 
game our aim is to develop a game in which player can manage 
balance of device and improve their concentration power at one 
place. It's a simple game to drive car, but with a LOT of fun. 
Tilt your phone left and right to avoid other cars and the walls. 
Touch the screen to speed up. This game can be played 
*anywhere*. player don't need “stuff” to have fun. This game 
gives simple instructions for the play. Race guru game is actually 
car racing competitions where player will be given a car to prepare 
for driving. Player will enter a competition against more cars from 
which player need to get out on the first places in order to get to 
the top Position. The race will be a tie and player needs to be 
among the best to succeed! Fun and joy will not be strange 
feelings for player while playing! Enjoy. We make our game more 
smooth to turn left and right. If player tilt phone little bit, it is 
effected at the same time. It also have automatic power break 
when player untouched the screen, car speed will immediate slow 
down. 
Methodology: Digital games have been around for about 45 years 
now (Williams, 2006) and game studies as a recognizable 
discipline has been around for a little over ten years (Wolf, 2001). 
Digital games continue to grow both in popularity and variety and 
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the discipline of game studies as well as programs in game design 
and development are growing right alongside them. Methodology 
in game research is largely still an ‘undiscovered country’ and 
although many useful approaches from other disciplines are used, 
the nature of the artifacts themselves (i.e. digital games) have 
sufficient unique elements to warrant the development of some 
game-study-specific approaches. A first step in the process of 
developing such approaches is to begin to classify the kinds of 
research done using games. The kinds of research conducted with 
and on games can be subdivided into several broad categories that 
necessarily affect the both what kinds of approaches are 
appropriate as well as what kinds of conclusions can be drawn. 
One category involves examinations of one or a small number of 
specific games, which is the focus of this article. 
 
 

Keywords:  Race Guru, Guru Race, Car Race, Race, Racing 
Game, Car, Kids Game, Entertainment. 
 

INTRODUCTION 
 
Game Theory 
 
 Game theory is the formal study of 
conflict and cooperation. Game theoretic 
concepts apply whenever the actions of 
several agents are interdependent. These 
agents may be individuals, groups, firms, or 
any combination of these. The concepts of 
game theory provide a language to formulate 
structure, analyze, and understand strategic 
scenarios. 
 

 The object of study in game theory 
is the game, which is a formal model of an 
interactive situation. It typically involves 
several players; a game with only one player 
is usually called a decision problem. The 
formal definition lays out the players, their 
preferences, their information, the strategic 
actions available to them, and how these 
influence the outcome. 

Existing Game 
 

 Previous empirical work in the area 
of game studies has taken two main 
approaches-either studies of the audience for 
games (the players) or critiques of the games 
themselves. Researchers interested in game 
players have conducted experiments (Sherry, 
Curtis & Sparks, 2003); distributed surveys 
(Media Analysis Laboratory, 1998; Sherry, 
Lucas, Rechtsteiner, Brooks & Wilson, 
2001); performed indepth interviews with 
game players (Oksman, 2002; Schott and 
Horrell, 2000; Yates and Littleton, 2001) 
and analyzed the "log files" that record all 
chat between the players in online 
multiplayer games (Wright, Boria & 
Breidenbach, 2002). Other researchers have 
addressed the "text" of digital games-seeking 
to determine its contents in regards to issues 
such as levels of violence and aggression 
(Kinder, 1991; Provenzo, 1991); portrayals 
of minorities (Ow, 2000); ideological 
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assumptions operating in the game 
(Friedman, 1995; Fuller and Jenkins, 1995; 
Miklaucic, 2001; Poblocki, 2002) and, most 
often, representations of women in games 
(Banks, 1998; Heintz-Knowles and 
Henderson, 2002; Kennedy, 2002; Kinder, 
1991; Okorafor and Davenport, 2001; 
Provenzo, 1991). 
 Some studies of game content rely 
on content analyses that explicitly code for 
such items as avatar appearance or actions 
within the game (Heintz-Knowles and 
Henderson, 2002; Okorafor & Davenport, 
2001), but the more qualitative studies have 
been less forthcoming about how games 
were studied, other than the assumption that 
they were played and carefully thought 
about by the author. For example, Helen 
Kennedy (2002) conducts an excellent 
analysis of the quasi-feminist character Lara 
Croft from the popular Tomb Raider (Eidos 
Interactive, 1996) series, but she does not 
detail how her analysis was conducted, other 
than to explain the moves and appearance of 
Croft. Likewise, Tanya Krzywinska's (2003) 
analysis of the extended Buffy-verse found 
in the videogame Buffy the Vampire Slayer 
(Fox Interactive, 2002) as well as the 
television show of the same name makes 
sharp insights into how the game and the 
show offer and extend different versions of 
"agency" to the player/ viewer, but there is 
no explicit statement about how that analysis 
was begun or conducted. 
 

 Konzack's intent is to create a 
typology for computer game analysis, and he 
presents seven "layers" of a game that must 
be analyzed; although, in his own analysis 
he does not address them all. The layers 
include hardware, program code, 
functionality, game play, meaning, 

referentiality and socio-culture (2002, pp. 
91-98). While the attempt to create a 
structure for game analysis is valuable, 
layers such as "game play" conflate many 
elements (for example, positions; resources; 
space; time; goal; obstacles; knowledge and 
rewards/ penalties) and little is offered in the 
way of suggestions for how to analyze these 
particular elements. 
 
My Game Plan 
 
 Playing a single digital game on a 
home console or PC or Mobile can now 
encompass upwards of hundreds of hours of 
play. During that time, the player is often 
encouraged to collect various objects that are 
used to enhance the avatar or game play, to 
help in solving puzzles, or to aid in 
ultimately "winning" the game. Games that 
fall under the categories of simulation, world 
builders and real-time strategy games are 
usually designed with careful attention paid 
to the interface. My game is 2D car race 
game comes under the categories of 
simulation. I want to develop a game with 
realistic, so user can feel that he is really 
driving a car. When user tilt the his phone 
then car takes a turn to the side. User can 
learn the way to drive/rule while playing. I 
want to give controls to user of Break & 
Accelerator the car, user can also Pause the 
game like he stops driving in middle, when 
he get tired.  
 
METHODOLOGY 
 

This paper will address why and how a 
reflexive and situated methodology could be 
employed to study cultural functions of play. 
Starting from the supposition that playing is 
pivotal to all game-research, I will follow 
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Aarseth’s claim that any (cultural) approach 
of games asks for an inclusion of the 
position of the player/researcher in its 
methodology1. Being particularly interested 
in games as a cultural practice, I will add to 
his claim that for such kind of research a 
methodology is needed that enables us to see 
games as culture. My hypotheses will be that 
reflexivity and situatedness lie at the heart of 
any approach that wants to include both 
issues. I will show that reflexivity and 
situatedness may be needed as 
complementary tools to come to a cultural 
study of games that takes Aarseth’s call for 
reflectivity serious. 
 

 Here we outline and develop a 
template for the qualitative, critical analysis 
of games as broadly figured "texts." In so 
doing, we will make some distinctions 
between elements that may seem arbitrary or 
artificial, but at this beginning stage we 
believe it is necessary to draw lines 
somewhere, even if they are later recast in 
different ways. To that end, we offer four 
areas of analysis that should be explored if a 
researcher is to properly study a game: 
Object Inventory, Interface Study, 
Interaction Map and Game play Log. Each 
area offers its own information about the 
game, and can certainly be studied on its 
own, but greater insights can be gained when 
information from each area is combined, 
yielding a more thorough, consistent 
analysis. Each tackles a specific part of a 
game and contributes to the overall analysis. 
These areas represent the components of a 
game most relevant for play and encompass 
static and dynamic, changeable and 
unchangeable aspects of the game. Using 
these areas, researchers can develop research 
questions that look at ideological 

assumptions operating in a game, or 
determine if certain theories can best help 
explain a game or series of games. The areas 
also allow for comparison across games, to 
help researchers start to identify larger 
patterns in games and/ or genres. 
 
 Playing a single digital game on a 
home console or PC can now encompass 
upwards of hundreds of hours of play. 
During that time, the player is often 
encouraged to collect various objects that are 
used to enhance the avatar or game play, to 
help in solving puzzles, or to aid in 
ultimately "winning" the game. A useful 
way for researchers to understand the role 
that objects can play in a game is to create 
an object inventory that catalogues all 
known objects that can be found, bought, 
stolen or created, and produce a detailed list 
or spreadsheet that lists various properties of 
each item.  
 
 As games get more complicated, 
game designers put more effort into 
designing game interfaces that players can 
easily understand and use. For our purposes, 
the interface can be defined as any on-screen 
information that provides the player with 
information concerning the life, health, 
location or status of the character(s), as well 
as battle or action menus, nested menus that 
control options such as advancement grids or 
weapon selections, or additional screens that 
give the player more control over 
manipulating elements of game play.  
 

 I fully expect that this methodology 
will be modified and, perhaps over time, will 
become more specialized for various genres 
in order to help understand their particular 
insights and elements. 
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MATHEMATICAL FORMULATION 
AND  COMPUTATIONAL 
PROCEDURE OF GAME 
 
Move Background Image (Road) 
 

//Sprite is the image i used for show the road 
CCSprite *sprite = (CCSprite *)[self 
getChildByTag:101]; 
//speed up if touched on screen 
if (TouchesOnScreen) { 
    sprite.position =ccp(sprite.position.x, 
sprite.position.y-(movePixels+1)); 
} else { 
    sprite.position = ccp(sprite.position.x, 
sprite.position.y-movePixels); 
} 
//if image is moved to offscreen, then take it 
back 
if (sprite.position.y <= -240) { 
    sprite.position = ccp(sprite.position.x, 
sprite.position.y + 720); 
} 
I use this code in loop for manage the 
images i used to show the road 
--------------- 
// for set the velocity of Game Object (Car) 
-(void)accelerometer:(UIAccelerometer 
*)accelerometer 
didAccelerate:(UIAcceleration 
*)acceleration 
{ 
   float tempAccelX = acceleration.x*100; 
   if (tempAccelX < -10) { 
       carVelocity.Set(-1.0, 0.0); 
   } else if (tempAccelX > 10) { 
       carVelocity.Set(1.0, 0.0); 
   } 
} 
--------------- 
//use to show fire, Predefined Cocos2D class 
after the collision between two objects 

    CCParticleFire *fire = [[CCParticleFire 
alloc] init]; 
    [fire setAutoRemoveOnFinish:YES]; 
    [fire setTotalParticles:100]; 
    fire.position = carSprite.position; 
    [self addChild:fire]; 
 
Figure 
Game Scene 
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