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Design and Implementation of Educational problem solving game
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Abstract

The reality is that existing games are comercial or violent rather than informative. So, such a phenomenon
resulted in many social problems. To solve such problems, I designed and implemented a game which is not
violent but educative and child-friendly. In this thesis, an educative game is defined and its characteristics are
described. 1 designed the user interface of the game for children, proposed relevant algorithms, and showed
resultant screens of the game. Also, I compared the game with the existing games in order to prove that my
game 1s non-violent, non-commercial, and rather educative. This ladder rejection game is different from the
existing game in terms of design, functions, and contents of the screen. This paper contains specific
explanations about the supplemented ladder rejection game. First, the design of this ladder rejection game
extended fundamental principles of the existing game and added new diverse functions.

» Keyword : Computer Game(ZIFEIAI2Y), Educational problem solving game(mSX{0l 22X} 27| H2), Game
design(A2}AA)
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Fig 1, Design of tolal scree
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Table 3. again game

on (release) {
this.gotoAndStop('munjel”);
}
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Table 4. Agorithm  of game step

on(press, keyPress "<Enter>"){
if( _rootinput == "11” || _rootinput == "1178" X
_root.score += 100

_root.input = "
_root.gotoAndStop(“que2”);

Jelsef
_root.input =
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Table 5. Agorithm  of game level

on(press, keyPress "<Enter>"){
_root.gotoAndStop("que2”);
}

on (release) {
this.gotoAndStop("quel”);
}
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Table 6. Game Comparison Analysis Table
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