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A Study on the Status and Vitalizations of Serious Game Comptetition:

Focusing on Serious Educational Game
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ABSTRACT
Recently it has been increasing interest of serious game which make broadened to wide area in
game field. Among these, educatioonal serious game is not only satisfied with the purpose of fun
and education but also has been looking ar new ways of teaching with distribution of digital
textbook. It can lead to change the way we understand things using the revitalization on the basis
of serious game competitions. The purpose of this study was to analysis of educational game and

game competition and to develop the efficient management stragies

7|19 =

71 8AY, AL

LN B 3Gk ShAR ol Wl sk A9
of HE RN ANo clstel AsE AW
Foh7k mEA ol FolAA @ 9 B ok
e, wgd Fto] BT JBAE FA A7HD
oltk.

il

fr oy of b Ao

AR7IEe] FE Ads) AY Hope o
ofo] &) Z ) g2l wgol F
2 4% gt Bgd AR FAAE 7]
B FA el A ole £ AP ZlsAAN et g
= wWo= st 9 o]yl = o] = = °
o WAE HOstal 8= oug gaxed A Ausni, B8E )
71ed AdS Adl A syAUe F4SA77] AT PYoR WA &
35}

4

i

AAolth. B3 w8E
o}

T S WS Fob St e d ggu gle 358715 9AYHe W A4
2 3ES wEs GEEl iR AASUR nmyo wgoz A EsH spx A4 FU 2
Aste] ofd blg e} Aol S WA maH A FLRUE AT FHHA AYY

Ha oy, gdAduAA e} 34 NEL SgEFEE 399 AL AASA 3ok
TE o83 uSHHOE wSHuds v

- 544 -



]
or
0x
X
1o
1o
0
1o
%o
gk
Ol

71548 Ade &2 gAEd o3 gYsH
AolEojA gtrh 7 A A=A ARSI}
StxlQl FEolE(Clark C, Abt)ye AREAAl &
AFH Az FE FFo] opd w&EFHO=
AzE AYow Aolsta UTHl]. 1E 7164
ALES 2Fo 23S w3 Slo] 27|19 7E
A BHEAY 58 = ofd W& &
of2 FAHZ FAE 7
1 % Aol (Zyda)= 7ISAEAYE B, AL
5, 1§, 1%, ¥R =T

ol
o,

5|
i
LY
(o
fru
o
lo
o
s
=

QFEJ po{‘ﬁoé
Ay oroh N P N

%0,
HH
)
N
ofr
o
X
sl
2
tott
rlr
2
=]

2
o
ul
Hl
i)

g
[
i)

Saol A AHskE 2t FEALYHI, A5

ARAAREL AN  FHe= TS EALHI,
B7IUALRAZHNA FHst= A7 sAAAA
H2EH 5 372 & F Ak el 1Y

Ha e 7sdAYLdEe A ZA
Dimension-U, National STEM Video Game
Challenge, AMC(American Mathematics
Competition), CMC Mathematics Festival

Program, Math Performance CenterZ & < 9l

o =i eelM HAH s 7edAdUE &
AME etk A3, Z1sgAdl hE AE <l
A g Ao £, AHICNA AHEE=
PC&7 o] 24|, AdhI el AgsHe AY ==
a9 oF, AYdE 9 v, 7IsEAY
3ol M AHEEE Ade] T/ A Tol =
Aoz eyt

olgfd ZIwAAYE ] EAHS sfAsta
7158 AGHE e e A AEALIE
Aoz AAAQ] 3 LFdFo] BastH, A

2 AdME 2 &g VA HIAE
2 53] ~AnlEBYOoEAY ANEE EER

o

TEeloF B =W, DU Td= AL
sl AHgAtel thslE olZolok sw, Fmel
g 58 SAAUNNE BAAALG B
L vhAEE 7)Ee] PCEAAA o] FolR T Y
SAAYS DU BREL Mo o Fol
S Q=2 Q7o) Aol o RojHol & Ao
BehE .

Hﬂmﬁiﬂ%o}m@-‘dlﬁw

22 AldFAel dFdEH= “GStar’e HS-
2011 7[Eo 2 AlY EEl= FEAIge R Qs
of 27 2009 TR AF g F 10009 9 o]
9 AAH g EHRE 7HAL YTt ol FH=
Prto] AFe ez {§3 AR = FSt
GgH S nHE AT B £ du. 75AAY

Wel7h gasEA 99 AQel tE A A
87 Q4 PR oheh, AWFE FHA
9 EWE Ui, 7154 AY AL SR we
ot A% HYE L P Bl 4¢7)E B
3 FUAA sl 12 B RoplA Fu
o AAH NAE FE2T Ao dAHT. B A

AU S Lol t@ 7}
ARl Z15AA e At

%

N

[1] C. C. Abt, Serious Games: The Art and
Science of Games that Simulate Life.
New York: Viking Press, 1970

[2] &3 (2010), 7158 A9 N3 s A
HAZee A, Al 174, A 15, pp. 17-26..

[3] A1) 9 A1(2010), 2010 THEHRI= Al WA, gh= el

2

A

N
oot
(o,

— 545 -



