<73/ =3 MO|Lt>

=L 73 Algel 24 Met

2008. 12. 10

S MO Algsstd 434
(kskim@hoseo.edu)



<I
N0

Z1
O

M CH(

k=



ol
_un_

Ol
ol

%0
Jo

=4 21, A= =21,

HA, OIS 20 u

(Asi, ETC)

ko

ol
=

H & (Ben Sawyer)

—
| -

{Z5t2] ==}

10

X EE HZ)

—_—
(o)
T

(

o
m
@)
Eg
)
ol
<
i
K
L
i
~

=



=
oIr
0x
=
0o
10
<
[l

Serious Game?l| Ci Yot O| =

* Immersive Learning

e Educational Games X .
Simulations

* Simulation « Social Impact Games

« Virtual Reality e Persuasive Games

* Alternative Purpose Games . Games for Change

« Edutainment « Games for Good

« Digital Game-Based » Synthetic Learning
Environments

e Game-Based”X”
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