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ABSTRACT

Despite the Korean Government's efforts, serious games industry still finds difficult to
thrive in Korea. The purpose of this study was to analyze systematically why serious
games industry is slow to grow in South Korea and to make future suggestions for
policy by studying the case of FCPS program. For future suggestions, the government
should support the ecology rather than the games themselves by building more
infrastructures, suuporting more software, and considering human factors. Responsible
play and digital citizenship must also be emphasized.
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[Fig. 1] Korean Serious Games Ecology[4]
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— Suggestions for Vitalizing Korean Educational Games Industry Based on Case Study Analysis —
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Attt Folud, %= AHE sk v 71 ARE RZE Fold 4 =,
F Ege wetd FYsol & otk 1 Bx  MFALHAN ASE 5 glE ] £2E4
o] w3 AlQ) Al WEwko] oA EEsr} ook A 71s 3 Aol AlgEofo & Aejrh
ARz 5] St Edel m Qrps @ BEAPIA BeF AL F wHolR s1%A
Z77)hke] AFEL 2R3 =3 . %5 A g o] opd, uKIA Aol A AAH
AAee] RS paHon o njgon o5 AYANEY Hojrh Hojk & g7 Tk A&
& QgPT EFF AVFNGS A wwe o SR AR T gl Adshd agAAe] das)
Aola} Brpd, we] AAA =g7b obd A7]A o v=elA e VIS8 ArEe] 5AE
o] ok2og HZL ok 3 Aol o= 954 AR AY syt zta JFe A= =&Y
A 15AALS AQets FAE Baat o] okt AlEEEAE S 2kl Alde A,
M oF & Aotk wE BAR AxA T AHIA TNke] AQJELS BT Alg 2R ThHEol
Aol E A glol FIRsE AY g A9 oM S wele] gurehe o ts el
ANE FAe YugE vRe Faly) oge 2l AR T SRS dEds TR SR H
oltl, T3l B Hxste] ool FHL 935 9t} Brain POP, Dreambox, Filament Games”}
el gi=a] Zolrolol sl 7S Al B B g Cdr d 5 AT ols AYe uS
3 Aol wiE 94 A, velrh Al akgle] e 8 StalEoA AAAOR R0 AHEH
el BuetW BuE mvpdow AAT 4 gl 0 e shl S awsAse] fus SH AR
= AN ATE ASa NSAAde] e = & Adel WE FoE dEste] ASAR pEE
E HSF B wEY] Y8 B Fxete] ati Qlvk felveke] G stuelA ARgSk= “of
o= 93 HIHow v ol s} o|~AY W} 22 Alxdlolgln BY Hi=d], vhyk
oo} 7 AR AEAAAS A ZAd| ol 3rtEe] AlFshs e usAAS AYst
=3 Fw AUE 2dses =Gy, s1sAaA AEelEhs AHolvh dA sEute] ARt A
olS T Z A3 AlxHEle] F @i =1 AA Hodldbe THHAAL ggR e 534 AdES
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