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ABSTRACT

Design Framework for Math Educational Serious game Based on
Cognitive Psychology

Choi, Eun young

The interests of education methods using Serious games have been
increasing recently. But resu,lt-oriented game design framework
have not been reflected intrinsic motivation. To increase usage of
educational serious game as resource, it is needed game design
framework for providing the immersion and collaborative active
learning that cognitive Psychologic theories recommend. By
outlining the background of the serious game design framework and
exemplifying its use, a constructive structure to examine purposed
based games is introduced.

Key Word : serious game, cognitive psychology, design framework
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