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Abstract

When culture took large part in industrial area!’ ™ every country has tried to utilize own cultural contents for educational or

commercial purposem and the various cultures and histories are recognized as a main concept or subject so that a number of
scholars who study history increase. In video game field, special characteristics of interface that audiences participate in the game
to complete story-telling is considered as efficient material for learning processml&m] As observed above, it is important to
analyze the games that every country makes and export to the world in which the video games is understood as a play of human
in general™M*"!, This paper has firstly analyzed the most favorite historical games developed in Korea, the USA, Japan, Taiwan
and Germany from 1980 to 2005 and secondly, compared that wars and historical origin appears in game scenario, a world view
and background story and finally after point out the preferable era and genre of the countries then propose the promising way of
design for historical video games. In the process of analysis of a view and heroes in historical games, we compared the real
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persons, the real historical events and novel in which 11.8% only employed the real persons in 8 out of 68 games. Also the real
history and background story are appeared in 37 games which is 54.4% of them. We discovered that the main material that is
popular for each country is the historical backing rather than real persons where the favorite historical background is chosen at
which they are proud of; 3-Throne era with strong ancient Gogurye for Korea, the Ist and 2nd World Wars and the Independence
War for the USA, the tide of war around Middle age for Japan, ancient history of Europe for Germany. The favorite age for
video games is Ancient times with 37 games for 54.4%, Middle Age with 7 games for 10.3%, the prehistoric age with 5 games
for 7.35%, remote age with 1 for 1.47%, while current historical games favor Ancient or Modern Age.

Keyword: Digital Games based History, Spread cultural and learning effect, Digital Pedagogy.
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The emphasis on espicnage can be seen here inthe
Lpple It version of the game as the player sttempts to
pick the lock on a chest in the castle. & dispatched
guard's body can be seen near the middle bottom of the
SCreen.

T2 1. SHAERL 1981
Fig. 1. Wolfensteins, 1981
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Fig. 2. Reacue Raiders,1984
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J2 3. ZLE 50tM,1989
Fig. 3. Lost Dutchman Mine, 1989

T2l 4. M=K, 1985
Fig. 4. Romance of The Three Kingdoms1,1985
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7 5. HEA|0LZRH, 1990
Fig. 5. Prince of Persia,1990
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2! 11, Take Command: 2nd
Fig. 11. Take Command: 2nd
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Fig. 12. Manassas,2006.
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Fig. 13. a millennium myth,2000
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2! 14, Z22101,2002
Fig. 14. Kalonline,2002
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