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[Abstract]

In the wake of the Fourth Industrial Revolution, the importance of coding education and transition to the digital age are being
increasingly emphasized. As a result, research on the contribution of serious games to coding education has surged in Korea,
fueled by the widespread adoption and positive impact of computer games. This study aims to effectively provide coding
education through a serious game called “Surviving as a Developer in a Nuclear War,” which is designed as a survival game.
Based on this analysis, a new game was designed. In this game, players are guided to solve coding puzzles to secure resources
and survive in a post-nuclear world. This serious game is expected to be utilized in the coding education market as a tool for
educational purposes.
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intended for Korean users. Translating them into English might
lead to a loss of their original intent.
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