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ABSTRACT

We proposed a curriculum that can learn the principle of blockchain by using the gamification which can bring
up the interest and concentration of the students by connecting the contents of the class with the game. The
proposed method is to educate the blockchain in a game format and to solve the problem that can be easily ac—
cessed in everyday life by applying the blockchain. By strengthening the thinking ability of computing, By grow-—
ing information processing capacity, communication capacity, and community capacity, students can naturally en—
hance their education capacity. It is expected that the blockchain curriculum using the proposed gamification can
be used to improve the information curriculum.

Keywords : Elementary Information Curriculum, Gamification, Blockchain, Computational Thinking, Content
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