Journal of Korea Game Society 2017 Apr; 17(2): 7-16
http://dx.doi.org/10.7583/JKGS.2017.17.2.7

I Aoloimol

= 50lo] WSO LIEKS Ao[D|mADINS] 245

dl=
=T
Aoty WEEAAT A

ever3210@daum.net

ol

The elements of Gamification in John Dewey’'s pedagogy

Joo—Hee, Park’
Korea University Institute of Educational Research”

o OfF
P

o] E=olMde AoludAolAE FASHE 247F EAQ ARl E Folo FQ wST)
MAZ FAEHS oz a AlQle SAdo] dW wS9 47 ol . ]
Aeld MEe olF= 2 7HA 84F Ug 574 4oz AAX BAE Bt AEHA[
Al(continuty), AZ2H&[S18 @A ](interaction), &1][¥4](interest), 43 (growth), L
(educational experience)©o] LAt FQ2 7Nde o2 EAS ETIE Ao|n|uAo|An} s
S Frolra Ado] ofd AlojulF Aol oju]E o] Zuf.

2,
1>ir
r2 oo A &

ABSTRACT

In this paper, it is suggested that the elements constituting the gay empire are similar
to the main pedagogical concept of John Dewey, a representative educational philosopher.
I analyzed some factors that make up the concept of gamification by connecting them
with the following five attributes. Continuity, interaction, interest, growth, and educational
experience are the main factors that contribute to sustainability. Based on the theoretical
analysis of the main concept, I try to find out the relation between the game and
education, and understand the meaning of the gamification, not the game.
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