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ABSTRACT

This research aims to suggest a gamified smart learning design for Korean EFL young learners’ speaking
proficiency. Gamification is the use of game-thinking and game mechanics in non-game contexts to engage
users in solving problems. Thus, the gamified smart learning as gamification in education is designed not only
to elicit students’ participation but also to enhance speaking skills. Especially, this research based on the results
of a pilot study is focused on easing the burden of homework as well as engaging the speaking English game
for the primary students with a relatively short attention span. The game elements utilized in this study are
competition, rewards, customized characterization and so on. Kakao Talk is selected for this gamified smart
learning research because of its ease of accessibility, and multiple applicable functions for language learning
such as voice recording, text messaging and sharing videos or photos. Gamification in smart learning can be a
means of productive approach to contemporary EFL teaching and learning.

Keywords : Gamification(Alo]u] 3] 7o) A1), Gamification in education(5 Aloju]u]A|o]A), Smart learning
(2mE 8Y), EFL young learners(EFL %% 3541, Speaking skills(%al7] 5%)
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12| Journal of Korea Game Society 2016 Jun; 16(3): 7-16



Lo

— Gamification in Smart Learning Design to Enhance Speaking Skills for EFL Young Learners —
5o 542
&4
EEE=)

M (Managerial
Aol

Eaol dgst=5s 743 ZdololE
E293 dadd Sgsks A5 wAgEe B AT
SheAEe) AR Fom A 8 el 64 52 [Table 212
g w4k A&H BEE A E FUIAE F 2 AT AgE (1)
A A} dadtia BAC, ol g A aspecrs)® 2] 49 DS e
ER AEs BlAY Anpd o REZS dEstd ArE Ho 382 Agste] Al "3 teams)©l
A shEAES] s FEE AlFelth D ‘“AFYE (community)'® TA3TE 2) ‘A9
A3 #2] (management) = Al AES HzZHH
4.3 Alojojm#o| HE MeEk 221¢1 &4 =S (voice note) 2 &ETF HEela A
4 o e e ol A3 pAB Fre A4H BUA A
11 o] Al & o]] & A P AL v o »ulEe _
SlAdel g ANEE e AUE (e aue ara AQ AN AZe TR
o] Bl = 5] A }‘\jg_)\;%}&g B _ = _ _ e o e
1 }' ‘31} AelEAeI fs SuAse Ede Aases AAE At 3) ¥
A gkt g s A2 HHE A s v . . =
o ]‘*Hj}"*w};i f} ]'“f}] ST RS oini o A AR Shis) 3
131¢] EFo AA7F @ g AA 7 AvlE ) _ _
o e 190 94, e el 94, 9ol ¥ T4 A4
& oA AlsA z7|ITHA =1Ho ol _
1001] 6 T, Eg—h ]']—LL\__—I ’“IL—‘/] 7’“C!§]' Q’E, %1’“ O]EHEEQ %% Q—]IOO]: _%—_91 Z}‘?___/_K_Ei‘%
QARELS A 3N
arES Hedn & EASH= F340 wet A 284 TAES
AlolulglAle]d 24 F Al 74 FHLS (1) # 11 s , N
Jefrl=i7ie] AP SEE D F g 15 Adel4 A 108 H5 4 9
oz Z=mol Qo] W ) A3 FOE I . .
B X HEE AR BAY 245 (2) AY . 5
/H ], ﬂ _] 3 47'1“/]]5], O‘/] =, ( ) ]U ﬂ ']E_C (leaderboar) ] ;Z]I?ﬂ “}iﬂ(badge) Ci.ﬂ%]'
A BEs APA =me Ao Zgo] QAS L o
a;g-"]' = g"l ]—1 ]\j]—oe ] ] —Lj % 6}‘_ h= ]- (Stamp)% %B—H Q—?_]%L Z,: 9517“ 3N
ol AA FImA G A7 AFE, A EA - o -
A, FAUN, AL, AL ARE, GANER 5y g g ey mEd) g ofey
4 Zue Ay wu7), olold, sEddy %
[Table 2] The Gamification Elements Applied to the Design
. Three The Gamification Elements
Syn./ L. Gamification .
Day Missions R Aspects of Applied to the Gamified Smart Learning
Asyn. Immersion o L. .
Gamification Design
Community (3 teams), Management (Visual:
. Text/ Audio: Voice note), Point (Point)
Audio Managerial . .
. . Leaderboard (Checking the participants’ ranking
—visuality aspects A .
in the offline classes), Badge (Stamp), Reward
(Mothers’ compliment & cooking)
Tues Voi Competition (Competition with the participants)
oice
day/ Syn Gold Implemen Carrying-out mission (Answering game via
olden
Thur chro Bell G Challenges —tational Kakao Talk voice recording function), Level
e ame
sday nous aspects (Levels related to the points), Time limit
(Time-limited quizzes)
Self Character customizing (Customizing the
e
. participants as characters), Item (Stamps on the
Fantasty —expressive .
leaderboard), Storytelling (Story about level up to
aspects .
be English masters)
Satur
Asyn . Implemen . .
day Speaking . Carrying-out mission (Answering game Via
chro L. Challenges —tational .
/Sun Mission Kakao Talk voice recording function)
nous aspects
day
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