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Abstract

Due to rapid industrialization, numerous environmental problems have occurred, which has become an
important task for the public, especially students, to recognize environmental problems through education.
As a means of environmental education, board games can be seen as very efficient in that they play
directly, interact, and education is conducted through fun. In this study, a card design improvement plan
was derived and proposed to maximize the educational effect of the environmental education board game
‘Re:World‘. To this end, basic design theories such as board games, layouts, visual elements, typography,
and card designs of existing environment-related board games were analyzed, and based on this, card
design problems of ’Re:World’ were identified. A design improvement plan was derived based on the
previous analysis of the found problems. The derived improvement plan evaluated the degree of
improvement through expert interviews, and as a result of the evaluation, it was confirmed that the
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1. M&

reference for card design when maximizing educational effects and developing board games in the future.
Keyword : Board Game, Environmental education, Card Game, U, Layout

readability and visual comfort of the card were improved. Through this, it can be expected to be used as a
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[Table 5] Design improvement comparison evaluation results.
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