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ABSTRACT

Twenty years have passed since the first game department was established in Korea.
We now need to review and foresee the future of game department curriculums. In this
paper, we characterize and analyze the current curriculums of game departments in
Korean colleges. The study focuses on the detailed course works based on the game
making processes, which are largely composed of game design, game programming and
game graphic design. Then we analyze the past curriculum changes of the game
programming and the game graphic design departments. Also, we survey the curriculums
of cinema departments which are older than game departments, thus may show the hint
for the future of game departments. As the results of the analysis, the curriculums of
game departments have to strengthen the game design related courses and have to
expand the game making exercise courses.
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[Table 1] Comparison of A type Game related
Departments

] wopd 44 + (%)
|
Wet | G | g | 22E | A
L A ase | as
12 13 15 2
A 20N g6 | (309) | @50 |48)
14 15 9 4
B 12004 (33.4) | (35.7) | (21.4) |(9.5)
16 17 13 3
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[Table 2] Comparison of B type Game related

Departments

) Ropd 43 5 (%)

st a% | g s~=Ze| g | Az
Sl Ao oA | Ak

28 2 2

D) 2004 (15.8) | (736) | (6.3) | (5.3)

5 16 2 3

E | 2009 (19.2) | (61.6) | (7.7) |(115)
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[Table 3] Comparison of C Type Game related

Departments
s wopd 23 5 (%)
e aE | g ZXE |y | A%
MK CREE T
9 0 32 5
G | 2008 (19.6)| (0.0) | (69.5) |(10.9)
5 0 29 7
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[Table 4] Curriculum Changes of Game Software

major

wopdl 44 % (%)
713k S

A9 | TEEE aweia| g

2002 1 6 28 2
2005 (2.7 (16.2) (75.7) (5.4)
2006 4 6 24 3
2009 (10.8) (16.2) (64.9) (8.1
2010 4 10 20 3
2013 (10.8) (27.0) (54.1) (8.1
2014 5 10 19 4
o] % (13.2) (26.3) (50.0) (10.5)
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[Table 5] Curriculum Changes of Game Graphic
Design major

ol 7kz 4 (%)
713¢
718 (AL 2| A7 A A 5
2002 6 11 26 2
2005 | (13.3)| (24.4) (57.8) (45)
2006 6 14 18 3
~2009 | (146)| (34.2) (43.9) (7.3)
2010 5 15 15 6
~2013 | (12.2)| (36.6) (36.6) (14.6)
2014 6 13 19 8
o]& | (13.0)| (28.3) (41.3) (17.4)
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[Table 6] Comparison of Game and Cinema
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