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The Effects of Elementary Students’ Perception of the Game
Programming Using KODU

Youngsik Jeong - Jeongsu Yu

Dept. of Computer Education, Jeonju National University of Education

ABSTRACT
In this study, we develop a teaching and learning model for elementary students on game programming using
KODU. The developed model consists of four steps: introducing the game programming, making the game, play-
ing the game, and modifying the game. After teaching the students, we conduct a survey to gather their opinions
on the game making tool and activities. The results show that the students are satisfied with KODU and prefer
make a game to play a game. Game programming educating with KODU can keep elementary students from
game addiction while increasing confidence in their studies.
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Introduction :Motlvatlon, learning objectives

: Development of 2 plaver shooting game

Seeing
Following | : Control mouse, launchingmisslles

Game making

: About KODU. showing complete game

SEE
- - Chanaing : Changing game background and characters
e welH 2S aTaeHel, | Changing |
[L]_E]_/ﬂ z%ﬁ;}-/kg _"é—_};__ Zé] 7“ Zﬂ 7_(_][.'?‘?]‘— _/‘I:_ (}::}]\_‘—‘i_ E:I_L7}_ i : Adding other characters and splitters
o‘i o

Q3 B A= mlo|ARATE AF A A ) Playing the Game  Playing the game and battle aame
el KODUE &4 3}%{%&] 1o ‘?r}r:‘ E}%ﬂ} pian'y e  :Error correction and optimization of the game

(Fig. 1) Instructional design based KODU
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Keyboard

z character. Specify which key.
keyboard

(B)hange  @Examples
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<Table 1> Questionnaires of the survey

Areas
. The number of gaming per week, gaming
Utilization .
hours per week, game players, gaming
games . .
places, experience of making games.
Tool Easing, interesting, learning,
00 recommending and using of KODU
Perception Making others games, understanding
of game games, recommending activity,

preferring game-jobs, interesting
activity, motivating activity and
self-confidence in study

making  Activity
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(Fig. 4) The number of gaming per week
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<Table 2> The validity verifications in the game making

tool(KODU)

Factors Variances Comm. R.CM. Total % of Var.

Easing 955 .83
Game  Interesting 609 80 2681 53.605
Making Learning 836 72
Tool  Recommending 736 70

; 1.070  21.426

Using 615 84
Z TS Bh0%E YEETE 24, AEE 24 A
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s},
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470 .
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.1'}2 Interesting

\'learning
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Recommending”

(Fig. 6) Perception in the game making tool
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<Table 3> The validity verifications in the game making activity

Factors Variances Comm. R.CM. Total % of Var.
Making others games  .897 845
Understanding games 854 846
Game 2670  44.494
Recommending activity — .772 .836
Making
Act. Preferring game-jobs .688 474
Interesting activity 935 .889 ~
e — 2106 35102
Motivating activity 913 887
KODU 7|5ke] AQ) A= &Fol digh AAelA 3
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Makmg others games
144

Motivating activity - Understanding games

112 52

.| Recommending

a
Interesting activity activity

452

Preferring game-jobs

(Fig. 7) Perception in the game making activity

<Table 4> T-test in the game making activity

Experience of

Variances . Mean Std t
making games
Interesting Have 5.00 0.000 3,000+
activity Don't have 4.00 1.254 ’
Motivating Have 467 707 9193+
activity Don’t have 3.73 1.438 ’
Preferring Have 3.11 1.269 2578+
game—jobs Don't have 1.93 961 ’
Self confidence Have 4.33 866 ;
. ; 4,093
in study Don'’t have 2.47 1.187
#p<.05, **p<.01, **+*p<.001
AR, Ad AZ GFol g Akl A4S A

o) =
as

Az Aol

St (4.87)0] 1A B2 SHA(4.08)

Heb folusAl =l dERATH(E=3.001, p<0l). E3,
A AR B 5ot %%ﬂ skel sh9l & WE -
e HE Aok gl Ao w FAHAY. F, A
A & ol =, A< 1 2 ggol Mg o], g+
A At AGe] FA AT o)X, Sl T

& AN FlA A
AR B

£, AY 357 ¥

[e) 3 e)
22 gk

7 hehg
1 A A7

(Pearson®| &A1 r=471, p<.05).

@ HUSE AQe HEE A FAetn 4

wkol)
TS A

o710 o

= 5
2 A% w2 KODUS tlsl AAel o
o wj$7] 4, Aviglon, A%

. Qv orlr ob
) fr
+ »
o
£
BN
2
(o]

X do fT 2 X ooz
ool oo R om0

1
ox
il
o

8]
e
N
§2
o —
)
ox
il

st
uj
of T
-
=2
inj

t},
J
A% A A A B A gl ekt

A2 Aol Y= sHAEo] 1

o

3 4] KODU*

» "

ol
kel
g o oo
fo o kI Y e 1:19,:”.3__1‘



459
o143}

9|

St

te &

[

of dxkst

i,

k)
pal

CEES:
el

L

e

g,
=

[e]

=

KODU Z|gte| A
o ARE-

3}
=

Z}
2}

A R of

=
=

BE AL A

1

[
o]

7% o

=

o

[
T
= 3

o}

]

ool o ekt

A

al
AdE ol
A5
=

7k

A, KODU

_%
3]

oy

Aol AZtn S
9

atar Atk

]

Z
2]
S

—_
1o

B

7 s

bl

d Slel7t 9g Ael
42l

By
=

L
L

F A

ke
pa

ATt

=

=
7lmro 2 KODU 7]4ke]

1o

A=Al o

[e]

A

3

A

2~

-

7}
=
1
=

=
3

1

p

oh:],_

o ohe
ol %= 7)o

Zol o A

L
L

ot

S

2k

0

N

ol

|
il

a8 A Z2aHels

L
L

wl
oK

i}

H)

in Computer
The Korean

Association of Information Education Research
Causes and Solutions of Internet Game

Addiction. Youth Policy Reports, 50. National Youth

Policy Institute.
[4] EekSu Leem(2009). A Study on improvement of ed-

Journal, 5(2), 19-23. The Korean Association of

Information Education.
[3] Changho Lee(2013). Awareness among Youth about

media selection in distance learning.
[2] Byoungrae Han, Hwansu Park(2014). Effect of

Code.org on Learning Scratch

Programming language Educarion,

[1] Bates. A. W.(1990). Interactivity as a criterion for
the

Sz

)0}
& A

A UEA o

=
=

@ Aaizrol

Aol

=

3}

AEh Fxo] o
cH11][15]. w&kA KODU

1

°;

kel
1

0|
i

AR, A Z2a7

2 THd o
A Z7t

ol el AL Al

o) o
T
2ol
3}
=

o)

ucation effectiveness evaluation model for educa—

A, A Zzzae

oo

tional serious games. Graduated School of Culture
Technology, KAIST.

[5] Jaechun Shin, Jonghoon Kim(2001). Programming
Journal of KIISE, 28(1), The Korean Institute of
Information Scientists and Engineers.

Learning by Understanding of Game Programs.
[6] Jaewon Kwon(2004). A Case Study on Treatment

2

3z

o Al

=

A

h

Az=7F =7 dvebseh mebd A9

KODU$} #o] 4% AY A

kel
3
A5

oo
oyl

of Youth’'s Game Addiction using Game Type
Substitution Terapy. Korean Journal of Youth stud-

37}

7] Sl =



460 er=d=2uSste|l =EXA H18H H3=

ies, 11(3). Education. Journal of the Korean Association of
[7] Ministry of Science, ICT and Future Planning(2014). Information Education, 18(1), 185-193. The Korean
The Action Planning in Software Centric Society. Association of Information Education.

[8] Seongjin Ham, Changmo Yang(2011). Design of
Computer Education Curriculum for Elementary
Schools using Scratch Educational Programming & KpAH
Language. Journal of the Korean Association of
Information Education, 15(3), 413-423. The Korean
Association of Information Education.

[9] SeonKwan Han, SooHwan Kim, JungBo Seo(2010).
The Development of the Game Addiction Remedy
Program based on Scratch Programming. Journal of

S ER-RX

1996 37 78 o St 45055

2001 St Ao ea HFE IS

the Korean Association of Information Education, T SEAA
14(1), 61-68. The Korean Association of Information 2004 Fhw el thEku 7 e S

Education. ol
[10] Sora Min, Dukhoi Koo(2014). Storytelling

Programming Education Program Development

(& 3huA})

2004~2011 SF=guls7idhed A+

based on Kodu. The Korean Association of Skl

Information Education Research Journal, 5(2), 2004~ A AFasstal AF
43-47. The Korean Association of Information Hugy ws

Education.

[11] Sung-Hyun Baek(2009). The study on relief of ele- o) .O] e
mentary students’ game addition through the pro—-
gram of game development education. Gyeongin
National University of Education.

[12] Sungwoo Chun, Jonghun Kim(2010). Development
of iPod Game Using Cocos2d Engine, The Journal
of The Institute of Internet. Broadcasting and
Communication(IIBC), 10(2), 31-38.

[13] Sungwoo Chun, Woochun Jun(2013). Development
and Application of a Game Programming Education
System Using Game Engine. Korean Journal of
Elementary Education, 24(2), 217-233.

[14] Tachun Kim, Younghoon Yang, Jonghoon
Kim(2013). Development and Implementation of
STEAM Program based on Programming using
Kodu. The Journal of Fisheries and Marine Sciences
Education, 25(5), 1020-1030. The Korean Society
for Fisheries and Marine Sciences Education.

[15] Youngsik Jeong, Chul Kim(2014). A Study on the

Learning Objectives, Instructional Design, and

e-mail: jsyu@jnuekr

Evaluation Methods in the Software Developing



