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Applying Game Data Elements to SCORM Data Model
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ABSTRACT

SCORM is an implementation reference model and also a de-facto standard technology
designed for developing e-learning contents and systems effectively. For recent years, as many
researchers have been more interested than ever in game based learning, ADL as a SCORM
developer, has initiated a basic research on game based learning. However, the game based
learning research of ADL has been performed conceptually as well as separately from SCORM
so that it lacks in efforts for developing a game based learning SCORM content by
incorporating concrete game data into SCORM data model. In this paper, we first present a
method for applying game data elements to SCORM data Model, and then illustrate a game
based learning SCORM content developed by our method.
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An image's intensity of its colors is called what ?

a) Eyeball
b) Paint Brush
©) Chain Link
d) Saturation
€) Intensity
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