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Development of Quest Based Learning Support System Prototype
using Game Design

Abstract: This paper examines the prototype development of Quest-based Learning(QBL) support system.
Firstly we overview the past QBL lesson in Japan. Our development approach is to add and customize
existing module for Moodle, free learning management system (LMS). To examine the prototype system,
we developed the course materials localizing the game development programming course in U.S. college to
Japanese environment. From the viewpoint of game design, we developed new map feature to support QBL.
Finally, we discuss the future issues from the perspectives of e-learning and game design.
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