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ABSTRACT

Since educational and fun elements coexist in an educational game, it is important to
come up with standards that can elicit fun with the game as well as educational
standards. Many of the existing developed educational games have received low marks in
the characteristics of entertainment and game design. Thus, how to make up for their
entertainment characteristics is important.

This paper analyzes gaming elements of puzzle games that were released for smart
phones and gained massive popularity from their users and will apply them to
educational games. Such games that have gained popularity and won a commercial
success include Anipang, Anipang 2, Candy Crush Saga, Farm Heroes Saga and
Pokopang. This study will analyze gaming elements of these games. By analyzing the
educational games, it is applied to the game elements of casual games. In addition, we
have proposed a element that can enhance the immersive.

Game design elements that can improve entertainment characteristics include game
rules, stages and missions. Elements that can increase immersion include items,
background maps and new learning environments. This paper has significance in that it
analyzes entertainment characteristics, which mean the fun of games through those that
have been a commercial success and applies them to educational games.
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[Table 1] Educational components

Presents one or more content areas well

Graphics correspond with educational
intention of the game

Feedback is given in meaningful graphics
or sounds

Uses verbal language

Suggested contents appear in new form
every time

Allows challenge within proper scope

Feedback strengthens contents

Components of the game are connected
with infants’ direct experience

There is no gender—discriminatory factors
in the contents of the game

There is no racial prejudice in the contents
of the game

The game is based on the strategy to
expand learning

There is proper amount of contents
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[Fig. 3] Candy Crush Saga
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[Table 2] Components of game design

Concept of | Block puzzle game competing
the game | with Kakao Talk friends
Game . . .
flow chart Scenario, episode, tutorial, stage
Game rules | Connects more than 3 blocks
Game Item, combo, monster,
components | background map
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Characters

Fruits, candies, animals, etc

Stage

Numerous stages with various

level of difficulty

Interface

Intuitive touch screen interface

Levels

Levels are up when the

missions are completed

Missions

Achieving specific score,
elimination of designated blocks,
etc

Items

Additional movement, bombs,

special power boost, etc
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[Table 3] Components to draw our immersion

Item

Method

Simplicity of

Various stages of
background maps with

scenario various level of difficulty
Lack of Designing of proper
motivation items

new fun

Necessity of

Constitution of new
learning environment such
as input of new blocks

=)
= i e
X FU?-" 2
ST
ro, ol =
)
o o
1o, O
= o
o 1 1l o
g
rlo
jales
j
o]

A P P <o)
T TRe
2
30 o
)

[\
)
(d
fr
o ¢
e
oXx,
tjo
2

wWom o
r}n:\(
oo X
Z o
x o
X
rlﬂ

>
|

2
S

o
o °
ol
£ o
N
_EJO ]
0110 n2

)
Hu
i)
A
>
-
i)
ol
2 M

L b
o
-
[\l

=
i)
o
o
g
ox
o rff
2
2w
ko
= it N
o me
o
n% N iﬁ oo =
S w e e
X3 o o
o o2
=2
ox

[>
An)
=
ox o

b o2 1o gz O il
o oy 1o X g0
= 1o 1o Ho A=)
HU _11:0 ‘1\1 le:,
HO m1o Jl’N = N D}L‘
o | > 2
iﬁ iy =

ro, °
da S >
ot > s ° iﬁ
o t o o
4 e ° =
Y = (
£ o
K]

g
o o2
i
o my
rlo
ot

I
rot
Ky

Journal of Korea Game Society JKGS I 13



REFERENCES

“Concept of serious games and
industry trends”, Korea Infomation Processing
Society, Vol 17, No. 1, pp.17-26, 2010.
Choongjae Lim, “Outlook situation of Serious
game, and development cases”, Korea
Multimedia Society, Vol 15, No. 2, pp.1-9,
2011.

Eunja Hyun, Hyemin Yeon, Juyeon Jang,

Lee, Analysis  of
Vocabulary Learning Game Applications on
Smart-Phone and Tablet PC”, HCI 2013
Conference, pp.243-246, 2013.

[4] Jong-Ho Lee, Dong-lyeor Lee, Wan-Bok
Lee, Seuc-Ho Ryu, Byung Pyo Kyung, “A
case study of educational game”, Journal of
Digital Policy, Vol 11, No. 4, pp.459-465,
2013.

[5] Dong-Eun Lee, “A Study on Combination
Aspects of Fun and Learning in Educational

[1] Youjin Hong,

(2]

(3]

Eunyoung “Contents

Serious Games”, Journal of Korea Game
Society, Vol 11, No. 1, pp.15-24, 2011.

[6] Jung-Yoon Kim, Tae-Yong Kim, “A case
study design  for casual game
developments”, Journal of Korea Computer
Game Society, No. 13, pp.137 -146, 2008.

[7] Hye-Young Yun, “Simulation of Entropy
Decrease in Puzzle Game Play”, Journal of
Korea Game Society, Vol 13, No. 5, pp.19-30,
2013.

[8] http://corp.sundaytoz.com/anipang—for-kakao /

[9] http://corp.sundaytoz.com/anipang?

[10] http://www.hungryapp.co.kr/bbs/list.php?bcode

=candycrushsaga

http://www.hungryapp.co.kr/web/bbs_view.

php?pid=1&bcode=farmhero&page=1

on

[11]

[12] http://corp.sundaytoz.com/

[13] https://king.com/

[14] https://m.hsec.hangame.com/promotion/
pokopangPreApplicationPc.nhn

[15] Eun-Jung Kim, Sung-Deok Park, Kyung—chul
Kim, “The Analysis of Smart Phone
Application for Early Childhood Based on
Cognitive Theory”, Journal of Korea Game
Society, Vol 11, No. 4, pp.163-174, 2011.

; A& 2 (Yongwoo Shin)
2014 73 thetal 7 FE et upA}

1990-2000 =g ;A Adz=adw, LG U+
2000-AA FobialEstm 950t
AT 15

Al

= A

=]

)

oF 1 7S AAY, Bkl

A

fE

14 | Journal of Korea Game Society 2014 Oct; 14(5): 7-14



