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ABSTRACT

Digital educational game market is growing as it expands to smart platforms such as
smart phones and tablet PCs. As games have become digital in the classroom evolving
to two-ways. In this paper, it designed that enables elementary students to acquire
musical knowledge related to musicians through digital board games. By collecting
achievement cards of musicians associated with. Elementary students repeatedly gain
relevant musical knowledge in the end. The developed game was simulated using Petri
net to check the gameplay flow.
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— A study on the development of digital board game contents for music education of elementary schoolchild to
improve cognitive recognition —
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[Fig. 2] Forecast of Smart Education
Market Size(Estimate from 2019)
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learning with online games
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