T=DANZDREAVANZ I aFITHFAVICKDY

Framework to support Quest—Based Learning with Instructional Design

goo0oOoooooooo2oisdsd

TAMSEIEDOTIL—LT—Y

AR A5 =0

BME: BBEO7r—I747—>avi L TOr7 LA MZZE (Quest-based Learning) 22\ T, ko i
BlzeTnELTu—A 74 ABIVIIEY AT L O EE L hEFHEiZ1T>7%., T/ 2R MRELX
T ATLICOWTEHL, RICICKROF —LEE L RPHE L OHEEEIC X 5 7 2 A MZZEOHHIZO WV
TS, HHEEINZHHEEFIT 570D LMS DEY 2 —VEIRIET 2 2 ¢V TR Mk
TET L EEEME AT LEME L, 7u by 4 TRHiiE LT, ARORFEICEIT 27 — L% - 7'm
79 2 v 7O QBL FHHO HARDOBM %2 TS - FOEH L G2 1T > 7%, 77— L7 A v O#lE» 5,
JIANEETIET by THREZHICEL LR 2T o, BBRICSBROBEIC OV TGERZIT).

F—T—R I HEEFEERE, QBL, ¥ —3I747—Yav, F=ATV¥AV, e T—=V T

and Game Mechanics

Abstract: This paper examines the prototype development of Quest-based Learning(QBL) framework and
suppor system targeting Japanese classroom. Firstly we overview the past QBL lesson in the north America
and 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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