HIERZ 7Igtel Tt 85 dAN o2l 84 X Z2WE 73 709

WEZ Flue] oAz A4 AW eyl
A7 8 ERE 7

J&o 2EE Bsd dd2d oM dgatst dg ddlz Alole] FExtgo] FxEn gk yhdd 7)E9 WBIY CAIY
Hlz Ape]o] ‘44&2& FEAET et A B AEAEE FUE ¥ 7 e AY FHe EAFL LotrT)
FolME EE FYUstgeA wAste duAtd YEAE 24 AL gEEedA vehs 359 5% 44 %
HES S5 AF dgdes AT 43 A e REE AN E, o)F HEE dENZ A Felg 3K A
Z9% Yoz 44 784 Fo=d 45 A4 g mEF A nsg ddze N2g #dE AXY 24T

Design and Development of Network Based Competition Learning Model
Gyun Heo'

ABSTRACT

It is important that the interaction between learners and contents in Educational Contents. But, there is just simple interaction in traditional
WBI or CAL As it is necessary to study for interaction with learners. There is applied more multimedia elements for the fun of learners. But,
it is also necessary to study for Network Educational Game Contents which can give virtual environment to learn easily and funny. In this study,
Competition Learning Model is designed for network learning environment. We can look at the new view point of Educational Contents by
implementation of Network Educational Game Contents and Competition Learning Model.
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