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Abstract Key areas of digital contents, the games and animation industries are increasingly expanding.
Therefore, training of a specialized workforce is required in accordance with these enterprises’ growing
demand. Education in the field of games and animation lies in cultivating talents with creative thinking,
collaboration, and problem—solving skills. Thus, this paper aims to propose a PBSL teaching model for
creative convergent talent through game and animation projects. The study will focus on the
characteristics of creative convergence talents, project teaching, and related job competencies for game
and animation education. Based on literature research, a 'Project Based Self Learning' instructional
model is presented, in which creative thinking and collaboration competencies are explained in a way
they can be performed by the learner. As a case study, D University’s <Content Workshop> class was
applied with PBSL. A survey showed that the autonomy aspects were higher than the creativity and
convergence attitudes, indicating that the students improved their autonomy and motivation. However,

the team composition needs further supplementation.
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Table 1. Torrance and Guilford’s creativity definition
and components

Researcher |Creativity Definition Components

The ability to Fluency, originality, elaboration skills,
present new ideas |abstractness of title, persistence,
to solve problems |creative strength

Torrance,
1979

To have a new and|sensitive to problems, fluency of
unique way of thought, flexible thoughts, originality,
thinking elaboration skills, redefinition

Guilford,
1986
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Table 2. types of creativity and convergence types

The Th - Berd
;ype:ee Specific Types Characteristics
Type A:
Creative |Leonardo da Skilled in science, technology and art

Convergence | V¢t

type Genius in one field an falist in
Type B: Binstein| Ccius in one field and specialist i
another

Creative Possesses skill for only one field,
Convergence technology or art, but develops
LS Bohr Ty R L .
Utilization onr Lype creatively by borrowing logic from
Type other fields as needed
Creative A type that possesses talent in

Convergence |MIT Midia Lab |either science or art, but that can
Engagement |Type make new creations by participating
Type in a convergence group

olggl /N FAelo] ol Juk akle] oS 3
sz, ohbal(Amabile, 1996)2 o] & $13F Al 714 £
228 @ JAE o]Fel= 249 %7)3H organizational
motivation), @ Z2&2] X (resource), @ 2] 7
&) (management practices )& AAISATH 101, Al oY
o] M- ZRAE oA ‘Ao F7IsF = wgRt

o] FAAQ BuAAY 2 AE Mo st rlo] =g}
QA AANZ FAdE 5 ek ‘2] 2Rl s <l
AS] 22L& o]&3 712X HH], Qo &35t

Z 2 AE <5 (Project Based Learning) SH5AHS

o] FEAo 7 ostal, Ael-u|HAQl ALE sh, 4
A FAZ AT & e 713 Alsshe fxHel
w5 S5 ot 11] 22 AE SdlME FEely,
AN, s £ 2 248 B AEs vee g
5, A T A9l B, Ak AlasE A
< 93 SaA AR 58 TR oR xR 12]
o1& 3] A% LRAE {3 S5oA ug 2 3
A A SHE eoksl waE 3R B, A8 A
T, 7hel=ER] Al 5 el kR I, 8
A AE des vigo R A} Ap|FE, Tuy
4 5 T4 gz 2R AE Fojs|ok shrH13]
olof] w2, AlY-ofrlo]d- g4 & ©¢] 7|38 22 AE
FHL T TRAE 3 J%F 7 Y, A8AS
B3 S e] B, A AARG el gt ofglle}
EAENA FEo] Bea o) 53, A4 HdS 4
M= TRAEM Hadt gkt JFS i FE
2 go] FAEojof g}, Al om0 M- dtot ]
FAdzke o]3A] An)z1(2015)0] E&38 7o) R I
S Fu R d o), ZulEake] 5o w4kl
AQ, eymlold, CGF7d, ANE], RtslellA] 35 xT
ade

-d g
182 o

[}

flo

e

X

julcs

2y, @ AYA=E8GA, @ A
olE, @ BE¥ & H2AY, @ olyveld, ® geld

ZAYot}, 7o) A5 g2 2 PBSLY
Yool d-AlY Z2AE S 9Js dg o
2 7)FE 3 Al ZRAEE TRy, AlY
A, AN E, maly & 8l2~x8 ouu|o|g VEX
s QFE, ofudo]dx} gAF ALt AlE A
BdE & "2, ojywo]d, VFX, 2tol’ &

it

o}e, 227,
EAGe] Apeage] Pasith spu, LaAEel 7
3} Aol wol met Q- ol WasA B A

oz AN o N o [0 o R mx N



470 "AEgEEFAT A17d Alls

712 —PBSL(Project based
Self Learning)

3.1 PBSL #4458 #4484

O FHATE vl oz 3 PBSLY U A%
AeaE Ao, 34 "HE, A A 7R T
ok AA, oldS Abare] & EAlfAE, FeH
2Eg 74, ¥3x5E, /1 CG 9% itk &4
84 v=s 99 1 ¥, 71 9% 1 A A, B
Aol thst olafl, Adet dg Ago] E3H § Ao
ok AR, e A ~aF | A A S 2=
AE 28, 554 ootk AlY-ofmo] - g2 o
Ao gy o QA S flgk Ao, A H
=, AEAES AR PBSL YRS /i,

Table 3. Educational elements of PBSL

Classification Applied elements
Expansion of thought, problem—solving ability,
Creativity creative story development, presentation skill,
individual CG capacity enhancement
Collaboration among team members, linkage
Convergent between technical competencies, understanding of
attitude other competencies, Team composition with a mix
of competencies
Teamin, nd proj rogress by students,
Autonomy caming up & d, project prog ’
active participation
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Table 4. Project Based Self Learning Class Model

Week Faculty’s plan/role Learner’s Role Stage
1 | Orientation | —Education process, | ~Understand the
object description |teaching method
2—4 | First team | —Debate and team |—Understand the
selection |up with students |other’s major and
from other majors |ability to talk about
—Draw up a study |their own skills Introdu
plan for proceed |—Explain and debate| ¢tion
with a presentation |on their plans
5 |Progress of|A plan map for each| —Develop a plan for
individual |student the collection of
planning feedback
proposals
6 Individual | —Examining and —Each student
presentatio |selecting plans should present their
ns of each |submitted by final plan for the
subdivision |professors graduation project
7 Integrated |—Offer clear After the integration
presentatio |standards for how |presentation, the
n —Midterm |the result of the |teams will be
evaluation |graduation project |organized by the
should be students (4-7
people) Deploy
8— 10| Progress of| —Provide guidelines|—Clear presentation| ment
projects by |for each group of project results,
each team | —Diagnosis of schedule
graphic skill and —Self—diagnoses of
provide relevant graphics skill
data
11 Mini —Show the projects| —Solving anticipated
seminar |of seniors who problems and
provide their establishing a
know—how schedule
12 | Integrated | —Verify each —Accept project
presentatio |project’s progress |self—diagnosis and
n of each |—progress feedback
team'’s plan|evaluation —Plan corrections
- - . Organiz
13— Project | —Supplementation |—Deduct which are ation
14 |progress by|of graphic the problems
team techniques —Prepare data and
—Propose solutions |organize project
to the problems details
15 |Team’s final| —Group and —Group
presentatio |individual student |presentation
n—Final |evaluation —Student Evaluati
evaluation | —Make a survey |self—evaluation on
—Submit the final
plan
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Fig. 1. A student’s presentation for the project plans
(left) and the selection of the team through
individual interviews (right)
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Fig. 2. Team discussion (left), listening to fourth year
students’ experience (right)
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Table 5. Survey Results (N=66)

Stice Stron
c ngly | Disag | Neut| Agre ‘gly Aver) Aver
ate ; Disa| ree | ral | e age| age
gory Question aree Agree| Scor| Devia
e | tion
1 2 & 4 5]
@ Did this class
improve your 0 6 29 | 22 9 -
capacity in your | (0-0/(9.0%] (43.9)(33.3 (13.6 | 352 0.839
major? B) | ) | B | B)| %)
@ Was this class
Creat| offective for 3r 9 | 21)26) 7
WVItY | planning graduation| (+-5| (13.6| (31.8/(39.4| (10.6| 3.30/0.996
projects? %) | %) | %) | %) | %)
@ Has this class 2 6 18] 29| 11
inspired students to| (3.0(9.0% | (27.0| (43.5| (16.5 | 3.62/0.966
be creative? %) ) AR AREA)
@ Did students gain
a better 1r 13r 22 27r 3r
understanding of | (1-5] (19.5| (33.0] (405 (4.5%| 3.27|0.880
different track? %) | %) | %) | %) )
® Did your team
Conv| mix well with 3016 | 24| 14| 9
erge | gifrerent tracks | (45| (24.2[(36.3(21.2) (13.6| 3.15/2.249
nce |grudent? % | %) | %) | %) | %)
® Is the team
composition well in 6 7 R 16 27r 19
the integration (9.0{ (10.5|(24.0[ (405 (15.0 | 3.42/1.142
presentation? %) | %) | %) | %) | %)
@ Has the team 1 9 8 | 36| 19
been working (1.5|(3.0%| (12.0] (54.0[ (28.5 | 4.06/0.814
autonomously? %) ) %) | %) | %)
® Was the 0 4 20 | 32| 10
professor’s guidance | (0.0 |(6.0% | (30.0| (48.0| (15.0| 3.73[0.789
Auto |effective? %) ) B | %) | %)
nom [———
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the student—oriented| (1.5 (4.5%| (21.0| (435| (28.9 3.940.903
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all |satisfy with this 1 7 26 | 24 8
satisf| class? (1.5] (10.5[(39.0|(36.0| (12.0| 3.47/0.891
actio %) | %) | %) | %) | %)
n
18 | 76 | 214 295| 122
Total (2.41(10.41(29.5/(40.6] (16.8| 3.58/1.028
%) | %) | %) | %) | %)
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