Journal of Korea Game Society 2015 Apr; 15(2): 53-62
http://dx.doi.org/10.7583/JKGS.2015.15.2.53

I Ay 718 2 oixiel

=TEAO| A Tt wee:

H—

HE S+ AlEHE See=

aua
SOsty AYerE
nayoung@hongik.ac.kr

Games Development Methodology as a Teaching Tool for Elementary

School: Case Study of Developing History Learning Game

Nayoung Kim
Dept. of Game, Hongik University

IS AL A sk “AdAL B
1 A AL E TR 2lstaA 3
PLE tnpo]sst e viAlES o)
ostal, FeElololE AFSAE 7HZ~ stol, 719 AY ML ZzAXGE tEA Y
*P%X}QP oAb AAAekE oA UX gzl S49 /s ddsisith A<
gﬁ%EIKQﬂﬂ%ﬂHE*H”F’Hﬁ*WV‘%ﬁtvml%ﬂ]7H1#ﬂ°E“&
ColE Sl A AAREAY AAEEC] AYolEte gy e
ZPE AA SARE AR FAoR Ualsdn. A AAEQ 74]
AFEo] o3k 8k<r Hbgko 2 dgs zdfo] 133l ]TOV]E%
@ﬁﬂﬂoﬁxm @%%@W%ﬁﬁEzﬁwifLﬂo}
= Abdsln st

R EEL

2

ol-m_>~,o}{ng
HI ol B of

ol

o = bu = gy

o

oo o 32 oty Sy
C

o e 12 "

i
p

ABSTRACT

This paper introduces an educational game development method for the purpose of
designing game as part of school curriculum activities, base on experimental case of
making history learning game for private elementary schools in Korea. Our first
approach was to define a game as a educational learning tool like any other media and
mediating platform such as smart phones or other applications. We regard user as a
player, and students as a end user and decision making-customers. Unlike other game
development process we brought service design methode to the development process,
making a game platform that is specially designed for teachers’ teaching tool, which is
easy and effective to use to ther subject of teacher’s intention. Based on our research
case, we suggest educational games development methodology which can be better suited
for games with school curriculum in learning environment.
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[Table 2] Sample Questionnaries of Game based
studies

Q1 | I can understand class work thoroughly.

I can finish class work without much

Q2

effort.

Q3 | I know what I need to study

Q4 | I think I follow class work well.

Q5 | I concentrate on school work

Q6 | I can finish school work on my intention.

I do not care what others think about

Q7 .

my class behavior.
I think class time takes too long or

Q8

too fast.

Q9 | I really like class studies.

I think level of class studies fits my

Q10 .

learning level.
I can learn school work so easy and

Q11

well.

Q12 | I know what I want to learn.

Q13 | I am worried about my school work.

Q14 | I can follow class work well.
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