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. 4x4Evo2 | GodGames / 200111

4x40|22M / GodGames / 2000.10

. ATV Offroad Fury / Rainbow Studios / 200411
. Asphalt : Urban GT / Gameloft / 2004 11

. American Chopper / Creat Studio / 200412

. Antz Extreme Racing / Empirelnteractive / 200209
. Ambulance Driver / Antidote Ent, / 200203

. Auto Modellista / CapCom / 2003,03

. ATV Quad Power Racing / Acclaim / 2003,01

. Apex / Milestone Studios / 2003.02

. Arctic Thunder / Midway / 200111

. Army Racer / Comgame576 / 2005,10

. AMA Superbike / Motorsims / 199909

. Big Scale Racing / BumbleBeast / 200208

. Big Air Freestyle / Paradigm Ent, / 2002,09

. Bomberman Fantasy Race / Hudson / 199903
. BreakNeck / Synetic / 2000,06

. Beam Breakers / Similis / 2002.10

. Beetle Bugging / Xpiral / 2000,02
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Big Mutha trucks / Eutechnyx / 200308

Beatle Adventure / Paradigm Ent, / 199902
Burnout3-takedown / Criterion / 2004.09

Colin McRae Rally / CodeMasters / 2004,10

Crash Team Racing / Naughty Dogs / 199909
Crash Nitro Kart / Vicarious Visions / 200311

Crazy Taxi / Acclaim / 2001,05

Cel Damage / Pseudo Interactive / 200111

Crash ‘N’ Burn / Climax / 200411

Cabela’ s Off-Road Adventure2 / Clever's Dev. / 200201
Extreme-G 3 / Acclaim / 2001.08

Forza Motorsport / MS Game Studio / 2005,03
F-Zero GX / Amusement Vision / 2003.08

F1 Challenge 99-02 / EA / 2003.06

Global Touring Challenge : Africa / Rage Software / 2002,06
Grand Prix Il / Atari / 1996.06

Gran Turismo / Polyphony Digital / 199803

HSX HyperSonic Xtreme / Bladelnteractive / 2003,01
IHRA Drag Racing 2004 / Bethesda Softworks / 2003,12
Mario Kart / Nintendo / 1997.02

NASCAR Racing / EA Tiburon / 200011

Need for Speed / EA Canada / 200311

NASCAR Thunder / EA / 200111

OutRun2 / Sumo Digital / 2004,10

Project Gotham Racing / Bizarre Creations / 2001,11
ProRaceDriver / CodeMasters / 200212

Ridge Racer6 / Namco / 200511

Re-volt / Acclaim / 1999.07

Running Wild / 989 Studios / 199809

Test Drive Le mans / Atari / 200003

WipeOut XL / SCEE / 1996.09
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A study on creative game

- focus on racing genre

Jang, Taekwon / Mater Student, Graduate School of Culture Technology in KAIST

As competition within game industry being more intensified, the necessity of creative
game grows, But those questions such as which game is creative had been regarded as
subjective domain, And even though the game developers are aware of the importance of
the creativity, they often use their intuition or their own senses in actual decision
process of the game development, In this circumstance, we might afford more reasonable
and concrete standards to developers if we had researched the essences of creative
game, So we have done a case study to find out the essences of the creative game

which can be useful for development and distinction of those games,
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