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EXECUTIVE SUMMARY
This chapter describes the pre-service teacher’s preparation of teaching consumption
education to middle school students when using Farmville, a social network-based
game. Consumption education is a complex topic, involving principals such as
consumers, producers, governments, etc., as well as related abstract concepts such
as resource type, the management and distribution of resources, use of consumer
information, consumer decision-making, et cetera. Consumer satisfaction varies
based on interaction types between each factor. Because of the abstract nature of
this discussion, there are many limits to teaching this topic using only theoretical
classes. However, students reported that using Farmville was helpful in learning
on consumption and related contents, specifically because of its ability to confirm
specific results, including stream of resources management, consumption pattern
by decision-making process, etc. through the process of giving and receiving resources with peers who participate in a game. Also, students understood the stream
of actual market economy and realized the importance of shared consumption as
an environmental factor.
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OVERALL DESCRIPTION
Consumption behavior is very sensitive to domestic and foreign market economy.
They change from time to time and the variables related to it are very diverse.
Particularly, goals and types of consumption behaviors vary on based on the demographic location of the consumer, producer (company), government, etc. However,
highest rate of consumer satisfaction can be maximized using interactions between
each principal. Accordingly, by combining the game of Farmville, where various
consumption principals and situation can be experienced, with a conversation on
consumption, students can experience decision-making as a principal related with
actual consumption, unlike in theoretical classes, and then evaluate the results.
In Korea, the topic of consumption education focuses on developing ‘consumer’
capabilities. Ideally, these skills will enable their user to cope with a rapidly changing
the market economy in the modern society and to practice sustainable consumption
behaviors. In order to accomplish this goal, it helps to learn related knowledge,
understand the interactions between the consumer and the market economy, and to
find opportunities for students to practice consumption-related behaviors. Further,
teachers’ own ability to deliver consumption education concepts must be developed,
particularly for home economics pre-service teachers.
This chapter analyzes the consumption education in middle school textbooks.
These textbooks are in accordance with the 2007 revised curriculum now being
applied to current school fields. This chapter also describes the possibilities of a
student-oriented classroom model using Farmville to teach on consumption, and
the ways in which consumption lives are affected by domestic and foreign market
economy changes, by the goals and types of consumption behaviors, and by the
demographics of the consumer, producer (company), and government. Further,
by allowing early career teachers to experience each stage of course design (from
session design, lesson plans, and metric design) when using a social network game
as a keystone of the course, teachers can experience with new types of classroom
environments incorporating smart-learning, student-oriented class, etc.

Practicalities and Preparation for Game-Based Learning
The lecture is designed in 5 stages over the course of the semester of a pre-service
teacher training course. In the 1st stage, pre-service teachers are asked to analyze
contents of consumption education in the revised textbook which adopted revised
curriculum standards in 2007. In the 2nd stage, pre-service teachers are asked to prepare
a report on related factors using the analyzed textbook contents and Farmville. In the

342

21 more pages are available in the full version of this
document, which may be purchased using the "Add to Cart"
button on the publisher's webpage:
www.igi-global.com/teaching-case/preparing-pre-serviceteachers-game/74213

Related Content
Gaming to Increase Reading Skills: A Case Study
Laura Kieran and Christine Anderson (2016). Examining the Evolution of Gaming and
Its Impact on Social, Cultural, and Political Perspectives (pp. 258-271).

www.irma-international.org/chapter/gaming-to-increase-readingskills/157625/
Design and Development of a Simulation for Testing the Effects of
Instructional Gaming Characteristics on Learning of Basic Statistical Skills
Elena Novak and Tristan E. Johnson (2015). International Journal of Gaming and
Computer-Mediated Simulations (pp. 38-57).

www.irma-international.org/article/design-and-development-of-a-simulationfor-testing-the-effects-of-instructional-gaming-characteristics-on-learning-ofbasic-statistical-skills/125445/
A Multiplayer Team Performance Task: Design and Evaluation
Henry H. Emurian, Gerald C. Canfield, Peter G. Roma, Zabecca S. Brinson, Eric D.
Gasior, Robert D. Hienz, Steven R. Hursh and Joseph V. Brady (2011). Business,
Technological, and Social Dimensions of Computer Games: Multidisciplinary
Developments (pp. 201-219).

www.irma-international.org/chapter/multiplayer-team-performancetask/53930/
Distributed Cognition and Temporal Knowledge in League of Legends
Jason Ginsberg Reitman (2018). International Journal of Gaming and ComputerMediated Simulations (pp. 23-41).

www.irma-international.org/article/distributed-cognition-and-temporalknowledge-in-league-of-legends/210206/
If the Gear Fits, Spin It!: Embodied Education and in-Game Assessments
Mina C. Johnson-Glenberg, David A. Birchfield, Colleen Megowan-Romanowicz and
Erica L. Snow (2015). International Journal of Gaming and Computer-Mediated
Simulations (pp. 40-65).

www.irma-international.org/article/if-the-gear-fits-spin-it/136316/

