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[Abstract]

In this study, we aim to devise an effective generative Al education direction for those learning
game development. In the past, artificial intelligence technology was used to create game content, but
with the emergence and rapid development of generative Al its role has expanded to a tool for game
development. This is changing the entire game development process. However, these developments
brought not only opportunities but also anxiety to those in demand for education. This class is designed
to relieve these anxieties, allow educational consumers to create part of the game development process
using generative Al rather than traditional game development methods, and change their perception of
generative Al through this experience. A post-training survey was conducted to explore perceptions of
generative Al and capture the skills needed to use generative Al smoothly and demand for additional
training areas. Through this, we propose a method for effectively teaching generative Al technology and

suggest implications for the future direction of generative Al education.

» Key words: Generative Al, Generative Al Education, Game Development, Game Design,
Generative Al Game Development
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I. Introduction
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Fig. 1. Artificial Intelligence as Content: 2001 "Black & White",
Educate Creature to give him the role of God's agent[2]
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Fig. 2. In game development, education using generative
Al is actively being conducted.[3]
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II. Preliminaries

1. The concept of Generative Al and its role
in game development

1.1 the concept of Generative Al
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1.2 The Role of Generative Al in Game Development
1.2.1 Automate content creation
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1.2.2 Procedural Generation
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Fig. 3. Unreal Procedural Generation Framework demo
from GDC 2023[8]

1.2.3 AI-based NPC (non-player character) behavior
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1.2.4 Personalized gaming experience
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2. Generative Al recognition-based educational

design
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III. The Proposed Scheme

1. Verification of effectiveness through
training methods and surveys
1.1 Learning design for generative Al
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Table 1. Development progress for each week

Step Learning contents
Types and Usage of
1 week Generative Al
2 K How to Create Prompts for
wee Generative Al
3 week Presentation of Storyboards Made
€ with Generative Al
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Fig. 5. Week 2 Classes: How to write prompts
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Fig. 6. Week 3 Classes: Presentation of Storyboards
Made with Generative Al
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1.2 Storyboard Production Process Using
Generative Al
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Table 2. Three Steps for Storyboard Design

Step Learning contents

Step.1 Set up concept and game genre
Step.2 Character settings and Narrative settings
Step.3 Visualize the scene of the story as an image
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Fig. 7. The first step: The concept of the
game was to write the student's ideas
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Fig. 8. Step 2: Characters and Create a full story
using "Hero's Journey 12 Steps" were created using
generative Al
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Fig. 9. Step 3: Storyboard production results using
generative Al

1.3 Survey of learning demand for generative Al
education

7W1ﬂ@°ﬂ+ﬂﬂ%56@¥ﬂﬂﬁéﬂﬂﬂﬂ%
A& AH EXNT} & 5t 2 5

O



142  Journal of The Korea Society of Computer and Information

22 (33.3%)

Fig. 10. Were you able to obtain satisfactory results
using generative artificial intelligence?
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Fig. 11. How many generation attempts were made to
obtain the desired result?
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Fig. 12. Are the results of Generative Artificial Intelligence
better than expected?
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Fig. 13. Did you get another idea from our generative Al
service?
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aspect of the ability to achieve the desired results
using artificial intelligence generation services?

(Text Mining Image) Fig. 18. If you think professional education is

necessary, what do you think you should learn
through professional education? (Text Mining Image)
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