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ABSTRACT

The learning by computer games, is in the spotlight as an effective education method
for the game generation. The current design methods for educational games is to design
all needed game elements and learning elements which should be included in. So to
design an educational game for motivation and learning effects, is generally difficult. In
this paper, we propose the G-learning model IGLM which is interworked with gameplay
and learning play by motivation mechanism, in order to solve the difficult problem. The
comparative analysis of the proposed model IGLM on the design difficulty with the
current design methods for educational games or G-learning, shows the proposed method
can be a solution of the design difficult problem and is the best on the difficulty of, the
freedom of, and the scope of designing the component parts of educational games or
G-learning.
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