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gamification

Line breaks: gamiifi|cajtion
Pronunciation: /, gexmi f1 tker [(s)n/

The application of typical elements of game playing (e.g. point
scoring. competition with others. rules of play) to other areas of
activity, typically as an online marketmg technique to
encourage engagement with a product or service

<Oxford dictionaries>

—— - - ~

HIAI A =0 A”Ee HEotH S20|0'E "2AH0|E ot 28 & 7=

S
Alel &l E 0|8 S20|KE API= 2=



Hiotesz)

Scope of Game & Gamification

Whole

Game

?

Serious
Games

Gamification

Game

\j
Sjuswa|g

Toy

Playful
interaction

v

Play

Sebastian Deterding et al.(2011)

fun games
purely for
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Michael Wu (2011)
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Gamification includes Games ?

e

Play Gamification

By Kim JungTae (2012)
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More visible

A E2|(Story)

Aesthetics
Look, feel
& sound

HAHE A (Mechanics)

Mechanics
Procedures
& rules

0| X" A (Aesthetics)

Technology 7|=(Technology)

Materials &
medium

Jesse Schell / Morgan Kaufmann (2008)

Less visible
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AU
MDA Framework
Rules —3 System —p» “Fun”

Mechanics —® Dynamics —® Aesthetics

Designer
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Bartle's 4 Player Types

Griefers Opportunist
- - Actil:n_g_..---""'---- - ]
F’-l:lli;_iciaﬁ';--.- - Planners
] Implicit
Explicit
Fril!-rr:ls Hackers
B Im:t-r-actmg ) -
hlut;urhers - Sclar;'i:lst
A HIES| E30|0 FRES
HIE 2| Z3|0|0] A= (implicit) HA|=(explicit)
4 74 7o =+

AMF|S(Achievers)

7|3|&(opportunist)

AAIE (planners)

=181 (Explorers) 3H7{34(Hackers) StXt(Scientists)
AtmE{(Socializers) 2123 (Friends) lehS(Networkers)

Zi2{&(Killers)

H|EtSd(Griefers)

HX|E(Politicians)

=20]0]
(Player)

73 1 A|ojojm|H|o]42] IH'E 1

#23

(Acting)

320l AR
(Killers)

Al 2Ol Afet
(Socializers)

SFASH AE
(Achievers)

st
(Explorers)

AT ELE
(Interacting)

HI Ml A
(World)
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Gamification makes players engaging.




73 1 A|ojojm|H|o]42] IH'E 1

QA0
71|0IDI11f0|01(Gamifier)

@ m SYSTEM PRESENTATION O

Gamifier MECHANICS M DYNAMICS N AESTHETICS Player

‘Gamifier'= 2|2 0[2|2] Z4f2| ASO0|Lt
S0 HYRA5= HESHH H Y=fot= AE(
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