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[Abstract]

This study was conducted with preliminary to develop the game contents for designing of sexual violence prevention serious
game for school teachers. It is proposed to use of sexual violence prevention serious game with the analysis of the audience and
a new approach. For this purpose, Gordon method and Service Blueprint method were applied in design thinking. The results from
analyzing the audiences were to reflect the components of corresponding with the goal of the serious game, and interest and
motivation for continuing education. Also, it was proposed to give the certificate of education participation to teachers attended

in the serious game in-service education.
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