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ABSTRACT

This article aims to present an effective and systematic learning methodology of game
curriculum which is oriented convergence education. In particular, I will present the 4PBL
model reflecting the trend of the changing times from teacher-centered learning to
learner—centered learning environment. The 4PBL model consists of  Personal based
Learning, Problem based Learning, Project based learning and Performance based Learning.
In this article, I will explain the concepts and characteristics of PBLs at each stage by
providing concrete examples of game education courses. Such an attempt may have a
meaningful value in that it can suggest a learning environment in which knowledge can be
structured subjectively in a changing educational paradigm.
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[Table 1] The topic list for curriculum

. lecture
subject
r
What is the game? prof.
What is the game
storytelling? prof.
Theory -
of Making the game world prof.
Game -
p Game design for
Design room escape game prof.
Game rules and quest
design prof.
Theory of What is the mystery? writer
mystery Case study using mystery writer
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[Fig. 1] Case Study for the Planning Note for
Room Escape Game
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[Fig. 2] Case Study for the Production Note for
Room Escape Game
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