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ABSTRACT

Gamification in education widely used in the field of computer science (CS). The purpose of
this study is to analyze the pre-studies of gamification cases in CS education and suggest
the direction of CS education. For the study, an empirical research method was applied.
Through keyword search, 1220 pre-studies were collected, among which 55 were compressed
through the first and second extraction processes. In the results section, this study
summarized the presented year, applied subject, subject of education, results and limitations.
Additional study not only will analyze gamification of CS Education and compare with this
study’s results, but it will suggest the development direction of gamification in CS education
in Korea.
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[Fig. 2] Work Distribution by Year of Publication
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[Fig. 4] Work Distribution by Education Level
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[Table 2] Summary of main result

X Computer Software Network Algorithm X
Programing i . ) . i Ethics
Science Engineering /Security |/Data Science
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[S531[S55]
Middle/High
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School
Elementary R ]
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School (SISTLS]
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[S46][S48]1[S54]
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