











IISHAY 953
ZAne| Y r

(32 3]7ISEHY 2=t MAHE

OAUX| 5 el Muk(Perceptual and cognitive skills

outcomes): X1Z2 9l 7|0f24 S0| JHEX O[X|S20| UHAF HE

= 291k A= XE 0| /A 7|

RO
o qrest LD HO ©
g Eol*t =8
©42|™ X3 MaKPhysiological arousal outcomes): A
2 S0RL  F 2= MoIN K52l Kjo] Y5 ZYoitt F
9 54 yia2e JSUE HT MU 25, AU uu 50|
MBE 4 9t

g Bof 0|23t 67x) A EE Bgotod, AAZ
FgoE 7S AT 13 e AYS TR
o] 2SS % LY 34 948 AAHE A
o] 7K sHIE, Bgel, AAEEl gk AU 3
9, WA 5 /1% A Eek el A AT a3
S AT ALY P N2 AZE AN 4

971t
33 7|5 EAY AUt ubdS 0|S8 HES}
5AAYY Holet BRAAE B AL

32 112

° %‘”imaﬂ Mz

REEIE AT AL At Bk ABEE
7HA= F2olth oot ERAACl wk A
3t AU B L BrletT A EAS §5
o S a4 Bl Axrt Dasitt 7| 5AA
ool oot e UL 53 7|5AY &
3 B7ke A BAE B8 283 HE AAE
7= Aol sttt

——r‘

4. BT

2= 7158AY BEIE fIste] Yot
AT axpdo B7F a0 tiste] 715k
o g0, 7ISAAIY Y et 2RA A et
HAHE Edlo] AFE B8-S vl 715 A4A41Y

= HHEEE A9 S 7HAE & Y AeE
wogtet o yoprt 715 AAY Y] #23E FT
AL 7154AY Aol Ag4gs, F4ue
A SHoA 7|9 =7k Aokal & 4= AT
AL =9 2 olofA 715 8AY ZokllA e
=29l 22351 9 95 AlA o] Bashild
xw

a1

—



[EuEs]

[11 2 7154 A AR X 4272 AEHZA B A, KOCCA
AT, 2015.

[2] Abt, C,, Serious Games, New York: The Viking Press, 1970.

[3] Johannes Breuer and Gary Bente, ‘Why so serious? On
the Relation of Serious Games and Learning’, Journal for
Computer Game Culture, Vol.4, No.1, 2010.

[4] Kevin Werbach, Dan Hunter, For The Win - How Game
Thinking Can Revolutionize Your Business, Wharton Digital
Press, 2012.

[5] Huotari, K., & Hamari, J.,'Defining Gamification - A
Service Marketing Perspective’, Proceedings of the 16th
International Academic MindTrek Conference 2012, 2012.

[6] Robson, K., Plangger, K., Kietzmann, J., McCarthy, I. &
Pitt, L.,'Is it all a game? Understanding the principles of
gamification’, Business Horizons, Vol.58, No.4, 2015.

[7] GAC Festival websitw, http://festival.gamesforchange.org

[8] Thomas M. Connolly, Elizabeth A. Boyle, Ewan MacArthur,
Thomas Hainey, James M. Boyle, ‘A systematic literature
review of empirical evidence on computer games and
serious games’, Computers & Education 59, 2012.

[F2 &0 Z20l]

« 7|58 (serious game): 7|E2| A 20| 7kX|11 U THesH Ry
0] 24 0]/, WL, stE, EH, X2 59| EYSI XS M=A|
74 AO| 7HX|= £7152 0SS SEAIZ! Fefol AY. 71= 2IF
EIQIHE AHA0| ALZXIE TMO| MAl0 BFAIH H7|sS R
SCHH, 71sH(A2I0A) AU Aartzto| 2| 5 Z0| SA0|
o] AUS 42 A MEO| X|FIE SREAF = AlYolct
27| ZMNEOE Aol ngnt 23, X2 22 SHY /|
Qo= flo| 2ZErt Fif E3fo|do|Lt 2|20 &50] 7|sM
o] cHEXQl of|ct.

Alo|o]m|AH 0] M(Gamification): A £0IM EEEl= CHASH &
EiQ| 75t HXIES AIY0| OFl CH2 AH0|Lt MH[A BHofl
M5t MAMD 242 S2|=2 ot MU A S2 ZZHA

EAR =gt

A 7|8t 3t&5(Game based Learning, g-learning): 7 |54 21&
0|85t 1K, 7|&2| AlY0| 2= 50|t xH0| &2 S Z|chst
A2|HAM a5 2AE A Yo H8st= 0| EZ0|ct.

Ol FEIQIHE (edutainment): I SE ATEQ 00 2tdS 7t
0|5t AlYsHR0l E71HA st&otes WHO|L T2, us
(education)t @2H(entertainment)Q| 02, YEtHoZ H
E|O|C|] SA&S HIEPCR oF HXQl et @2 Sl sta
SUE 2l= AZEQYUE 7I2|7ICH Al FEHO|2E ARZXI7}
2 glol =2 aof| ZofsHoF st of whet Akt gabEict
= 20| EZo|ct

http://terms.tta.or.kr

33 ATS 2A3H AE|O|(LTE) 0SS LY 7|1t FAIREI(PTT) MH| 2.

MCPTTE 55 QHHg Qlol S3HE 7[5S MBSt £2 7592 T 2EONE, 28 U HIMES, 20| Us S A8X The| 4 A2|E Y2 HE, 2!
Aot A| 2AME(0IM BHH oz S5 T 4IoH 7|5 50| It 2016\ 3GPP 22| =130 HS o2 Tete|o| BESIE|UCE.

Vol.174 | 33





