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Although computer games seem to be efficient tools for facilitating and supporting
situated learning in Europe, GBL(game based learning) is less likely in Korea. The
objectives of this paper are to address the causes of the problem and evaluate a serious
game for history GBL. We review various cases of history GBL projects in European
School Net, commercial games and serious games which are related to history. We draw
a demand of our game’s structural type, learning criterion, basic model of instruction,
and executable prototype from the analysis results. Scene management educators pursue
and dependencies of turning points in the history are critical differentiator. An evaluation
team of educators, learners, and edu-game managers evaluates that the prototype is
suitable model for application in history instruction.
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[Table 4] American history games after the year 2010

MarieAntoinette&ThelndependenceWar(2012),
Nemopolis /Adventure, mini-games, and riddles.
historical figures, history, timelines.
Thinking & Reasoning: analyzing evidence, deduction.
amazon.com/Marie-antoinette-Independence-War-Broth
erhood-Nintendo-DS/dp/B004]J18682

Valiant Hearts: The Great War (2018),
UbiSoft /Puzzle global awareness, history, timelines.
Thinking & Reasoning: solving puzzles. empathy,
perspective taking.
en.wikipedia.org/wiki/Valiant_Hearts:_The_Great_War

Total War: Rome II (2013), Sega of America /
Strategy Compelling war strategy game combines
brains with brawn.
en.wikipedia.org/wiki/Total_War:_Rome_II

Knowledge Is Power(2017), SIE /
Strategy Amusing, funny trivia game.
www.playstation.com/en-gh/games/knowledge-is—power-ps4/

1979Revolution:BlackFriday(2016),
iNK Stories /Adventure Tense, captivating, violent,
personal recreation of history.
en.wikipedia.org/wiki/1979_Revolution:_Black_Friday

Apotheon (2015), Alientrap /
Adventure Modern Clash of Titans has alluring art,
challenging play. en.wikipedia.org/wiki/Apotheon

The Oregon Trail (2011), Crave Entertainment /
Strategy geography, history. fiscal responsibility,
learning from consequences, wise decisions.
en.wikipedia.org/wiki/The_Oregon_Trail_(2011_video_game)

Mission US:A Cheyenne Odyssey(2013), Thirteen/WNET
Simulation /Language & Reading: vocabulary
cultural understanding, historical figures, history.
Thinking & Reasoning: applying information

www.brainpop.com/games/missionusacheyenneodyssey/
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historical figures, history, power

Civilization VI, 2K Games (2016) /
Simulation. events, exploration, geography,
structures, the economy.

applying information, decision—-making
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[Table 5] The task of our game scenario

Category Game task
cuneiform letters
Jericho ancient
tomb earthenware
a historical - bronzewar‘e -
; = relics The ald- of Assyrla empire
=N Winged Victory
§ = Macehead of
- ﬁ Shar-Gani-sharri
v Code of Hammurabi
Ziggurat
structure Tower of Babel
Lion gate
the four
=3 ancient process of formation
(_5D é’ civilizations
= city state process of formation
= ancient scripts process of formation
5 money accumulation of asset
@ astrology astrology
5 Greco—Persian war
Z Medes war
g § Babylonia war
S Egypt war
= Greece war
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