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ABSTRACT

The purpose of this study is to verify the difference in academic achievement among
Bartle ’'s player types in an educational gamification environment. For the research, we
conducted a questionnaire survey of 250 students who took courses at the K -
university in 2" semester, 2016. A total of 235 people participated a survey. The Overall
score data and player type questionnaire results were combined and statistical analysis
was used to validate the difference in academic achievement. According to the results,
there was a significant difference in academic achievement by each type of players. The
result of this study may be used to design a gamified curriculum considering the
characteristics of learner’s player types.

Keywords :

ool %)

gamification( A9 3}), gamification in education(% A3}, player types(Zd

Received: Jun. 29. 2017
Accepted: Aug. 16. 2017
Corresponding  Author:
University)

E-mail: saviour@kangwon.ac.kr

Sangkyun

Revised: Aug. 9. 2017

Kim(Kangwon

ISSN: 1598-4540 / elSSN: 2287-8211

National

© The Korea Game Society. All rights reserved. This is an
open—access article distributed under the terms of the Creative
Commons Attribution Non—-Commercial License
(http://creativecommons.otg/licenses/by-nc/3.0), which permits
unrestricted non-commercial use, distribution, and reproduction in
any medium, provided the original work is properly cited.

Journal of Korea Game Society JKGS | 25



Alojuj s} Aol el o

.M

— W5 Ao I Aol oA ntEe] Ed ol

1=

2011

G TTsHEET WT o) H R " T R W e o ®RT AT W oW T
N e o ogop o ® B F A n e ®e ol R, W Kot e T
~ do T W oo W o R d TR T B O X ER IO %
X o B o o= 4 = o T A= X — NI ~ W ) =
o = xEﬂ,7HE M:uﬂﬂro]d_. ﬂwﬂﬁwﬂ%@ﬁi@q Jlﬂmuﬂoﬁ_ﬂﬂﬂmﬁ
T wTgpTelE ¥ Ly s TolcedPE ZHTEET R
o R T o ™0 gy Hﬂ%ﬂ%ﬂl%ﬁ% ﬁﬂ.%@ﬁﬂ%%
¥E ZFER g s .b 27T o F ZTETN zadmIoe
g K mTouop ol ) ° oo K = _E

p 5 I FET «Taw e R R Y w_wﬁvwr%ﬂ_&@
B ETaaET X T ﬁur%% wﬁ%ﬁd%%mx%ﬂﬁ ﬂ%%ﬂm%mvﬁ

) —_ ] = it —

¢ f FEHEE.F wek. DEeRERPmeTz 4.2 070
o ~ X — = — — RAS i R
— i TR < o © ) o ~ o0 ° T o5 =

s S dwr Bk R Tl e axe L AREE
JR s Bl e X o MO 0N 2B 5 & A i Hoa X W
CI e s g R T ool Ty o T ) " TR oo do ot
w2 .= ) o s T o o = oy wm % = _ 5 j =n e O
@Waﬂ@E%dé%%ﬁﬂ%%@ﬂ,@ﬂur%__ﬁoﬂmo Bod s zx Ty
e N o L R A I L B T A I L
Ao dgdT oy PXrgmp W = = s el or g
R g PEY TRl - g  UEAR TN s e® " a o
T B v B o e o 2w AR N T N N w2 ) T )
- = N R Ho o w Xjo B
TR OHFEHYEETINAE CNTE BFETE DA ¥="E ®E oM
A e BT W o oo N ol o No = MR E W W BT o o AT oM oo
Hﬁ%ﬂﬂ%ﬁowgﬂ?imqiﬁ I - o A I T~ g o
S o 7 ~ ° o = 5 = |

TOBT B g NN g d B o o E BT AE AL, T
o w® W E X — oS xR T o ~ — — Al n X oL
oy =0 I Q S oy = o o = N OF i o
Htid.ﬂoﬁ][du n_rmige;oﬂM 1n1rﬂ1_.qﬂﬂ1rﬂ1r1r ,muﬂa
,ﬁﬂﬂﬂﬂﬂm@o T Ho Ll]ﬂéoio o]Umaﬂ&“lZ Zﬁo Lm.i,.ﬁ
[y jal o o m PN DO T X LT P = o Am R §= 7
e ER D oo T ET oD g T
T TTET . N®RE T A V& s b N B B
LI s sxre 92 R0 A N U o - I
to == X == 2 = _ ° = RN 2 N R oo B om & oxr 2
F OR WA Ty T g B e T ™ orr TSN Th s
sr eETd s E LT T oy R 2 pdsl 0" ey
(Fg PRATRE T T e LTI mnﬁa%%ﬁ%@%%aﬂﬁuﬁwﬁﬁ
I TR e o B sz gf w4 T

,ﬁ%E@OMJ%{Q%_ﬂIWﬁ ° = TG . w e x® BB & b
u Gl R g g N X © M Tuw _pkT RS
ﬂ,ﬂoga.ﬂLﬁ M = R ) 0 = W~dﬂmgaﬂ E1|Mnm.%u%mn%.%
s _ ) = o T B Am = = |
- . W FEEETIEERL S MTED
,]E#_.mﬂof..ooc.# X omo B ogr e @o B o ) o o N = 5
F = I I S T H B = ™ozl 8y
REoY e AR P - L@ T A ER G G ®E N
S EREEET LB E_ EmeT TR ERPEERy , L P S
B o BT X W oFmF RGBS .B o a T X ©° o . A g N g AR
RSN T T RNT MR NT EF W R R oW o R T R E = e

st} [4]

o]

Hd dsel 7

K

Aol ] 51| 7| 0] A ]
26 | Journal of Korea Game Society 2017 Aug; 17(4): 25—36

[e]

=




— A Validation of Differences in Academical Achievement among Bartle's Player Types in Educational Gamification Environments —

(3], ssgatellAl 7] =S F= F2 A
]
o

o HAY A F o sholtH10]. o] Bl Esrat
= MRIES Feo] dig 54 Ee= Hxw <l
Aaha AeshrlE n(ll]. EIE= rr=et
A SEAEe WAH 718 A AS
FololsE S5 ZFol wAE sheAd, WA
Aol Ao SaatEe ¥AES T3 AV HdS
AmPeHI2L = FAEES B3 5 FF A
42 Fofsy] S8 TAETE AHgET. 2RIE
A, PHRES EE8F W Ao Aeld A
29 gzl gy g718 ASsk, wddA
o gEg vS rigles FEor whHEolFr13]

2.2 HEQ| 3xE Z0l0] 7

[1]2 1990t MUD(Multi User Deongeon) 7l
& ZYololE Yygor =

3110101 °63§ 1"5:%@ ATtk MUDAY & =9
[e]

EEL
FEE stk z5e AY Fdol el Sl
o5  #Fol  HWAH(Explicit)UA  FAFH

(Implicit) 1A el ek HE=E o Fig. 11.

Acting
Implicit

Player World

Explicit

Interacting

[Fig. 1] Bartle’s 3—dimension player type model

Felolo] #9e F 8 A2 7|
 APETY, A

HpEe] 3 AH4d
3F79, AR, MEAAYE
24, #MAE, Xéi]ﬂ-fﬂ ey ow TRECH
[15]= dIgtd 1644 Udo=z H}%?A Zg o]
3 2 22 24 os_%% AA T AT A,

3l A & 1} 74]@17]'?%, 73_]:?-—7_,:?-630] 7}.7(01— w‘;‘o e

3 e
AA g, T oAdelA sEn AAAGe e
s wEe A

2.2.1 7181F7€

7138378 v Edelo]l Hrh Al
b Aol gom Ex 27718 Adsdit 57404
olm Fo|2 Al &5 HuFrt 7|3 L5 o]
Holu ZoljEs HARS 4F, gyt 54
= 4% @ 7HA dell AFskes A Bu oY
A& A AR Fte s St

2.2.2 A=

ARAG e 7185 TP3} del BN Fel7t
BAGL ADAGE Aol oA AFFL A
o)k, EF F /4 D& A I FoiA
= A2 AEs, #1540 Ao AL A=
W oAE sEue Awg

2.2.3 ISR

SHepAg e e Eedolel unk HAAE A%
AL T Edcllshe] YEAGL vieidh @
o AFeta AHolth FeAFe A

o) oA of®l Abziolut @gel thal 99l shebe

BHoR nEPEAr. 54 Adel s ol£4e
Aeng A9 Fd Adss 2e dsa.

Journal of Korea Game Society JKGS | 27



‘ do x0T H R N e T Moo
,UI G E T # | _wi Ou_ =N <0
pl ajo up A L1 = o B T
5 T oo W oy TH Mook N =
© T R .- Bl H o gl 5 W
x W{w@mi B B o ® P X
3 ﬂﬂmmﬁxo# o W o & M]| WMW%
N ) —_
| oo = ﬂ%ﬂ% - & =
Ao ot o T N - W = 0 ol A Zpow o
N} ) =1 H O#E 0 0 ey ,AE =0
& ‘>A| Wﬂ _ WO T o_e = vi = = H_O = = N
3 < NoX ok W o W T o W i+ o T M mw
© = oA om ok = o K 5 O Tz°
oy B o T o &K o D o) = B o
o v 9 2T p 2 oup N S
i3 o oK S =K 5 =T oA W ™ = B o
< - G VNI = & o= Mo ¥R
7T < CUBRC I T Lﬂzﬂ@ﬂw KI ﬁm_mﬂ
o =] T 5 - =y
" [ | oG CH Tl T Bl gy O =
I~ = Nﬂ = T K © <l Ot fe)
% - TR o g RU
m_u = oo T - T = Al
bﬂ R ﬂ iy s T e A g
kN a H ooz o B g B o ™ B R
2 o T o KR N il LI
B
T — A — — — =
wp ® o B X <P = ooy w o= <~ = T
i LT T D T do = % B = MR
: e X L E SRR
= ol T o o T X 0
,Mw = Mo < T % T RSB oo o T MM wﬁ
Q NI w__ o = el o B = N _ﬁ N
- ~ o = < = o S — = 1R hs pl —~
) o Sl N ARSI
~ DR o) TS m%ﬂmﬁﬁ:l = N
= U S O quﬂ_ad.
2 TN ! TR R oz o X5 ST
= ﬂanOruruzoo# E%EWQ =% 2 b
= PH® rw T g oo o XT
N ®e B oo T g e W R
9 o o o 2° ~ No = = ) 9
A Hliee? T B Lyuoiw B ﬂf%ﬂ
| m o X ET R T AL
--— o|J iyl =r
T oczasys U 2UEET L OZEEE
ilo 7 o ‘ml ™ n o 1:,/| A% oo o K = N )
< ~ B o X m T} o B8 ol L) © T N n =
. o . ) —
N o wmog e gd N Weaped o yo g~
N moEe T % ) N O OGN o T o oF T
T B K kT 7T T 7 W o

F 235

pal

o] 3l

1
j=

HA

[¢)
162
73
235
Grade
13
87
70
65
235

o] [Table 117 %
Gender

Al

[e]

=]

=
5

Felo] 7bs

Bgon o
Sof

L=8=,
[Table 1] Demographic factor
Male
Female
Total
Freshmen
Sophomores
Juniors
Seniors
Total

ZH
A S

Sl

= PPt #7344 25018

=
=

L

o] &

[e)

Age

R

A}

#lo]oj o]
It R E

L

pu

|

2

2.2.7 "I
274 3}

2.2.8
28| Journal of Korea Game Society 2017 Aug; 17(4): 25—36




— A Validation of Differences in Academical Achievement among Bartle's Player Types in Educational Gamification Environments —
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[Table 2] Cronbach Alpha Coefficient

Scale Reliability

a = 0.9 Excellent
07 = a = 0.9 Good
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05 > a =06 Poor
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[Table 3] Player type factor

Bartle’s Player Types # of
2 Dimension 3 Dimension | Players
Achievers Opportunists 19
Planners 57
Explorers Scientists 20
Hackers 62
Socializers Networkers 29
Friends 39
. Politicians 6
Killers Griefers 3
Total 235
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[Table 4] Statistical factor of point

Player
type
Opportunists | 19| 17.11 3.86 27 13
Planners 57| 1835 | 3.27 27 14
Scientists 201 1785 | 2.60 22 13
Hackers 62| 1857 | 3.09 26 13
Networkers | 29| 1714 | 3.20 28 10
Friends 39| 1813 | 2.98 26 12
Politicians 3| 1733 | 404 21 13
Griefers 6| 2033 | 4.03 26 17
Total 235 1812 | 3.21 28 10

#| Mean | S.D | Max | Min
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[Table 5] Statistical factor of overall score

of\

[Table 7] Overall score difference between types

Player
type

Opportunists | 19| 16895 | 7.49 183 151
Planners 57| 17019 | 779 | 180 | 147
Scientists 20| 16525 | 1242 | 185 | 150
Hackers 62| 17145 | 7.53 158 | 150
Networkers | 29| 16814 | 9.12 190 149
Friends 39| 166.13 | 9.14 | 186 | 147
Politicians 3116533 | 666 | 171 | 158
Griefers 6| 16817 | 564 175 | 158
Total 2359 16896 | 869 | 190 | 136

#| Mean | S.D | Max | Min

g Ao AolE: 3l7] 913k tlolE
o EgAS AAsH] 8 EAHEA(ANOVA)S
AN 7 Sl 3 bl frelnlad Holzh
Aok AS HAFs] S8 AAse EAE
Mg, ZQEE SA4oz fond Ans @
A FEyor FHLE FTAHSE f{ouis AFE
AJHp < 0.05). LG I3 W.GE Ha-U
A% W,
[Table 6] ANOVA of point & overall score
SSQ d.f F sig.
1.G 95.53 7 1.339 | 0.233%
Point | W.G | 2314.37 | 227 0 = 0.05
All | 24099 [234| P27
Over | 1.G | 112242 7 | 2201 \ 0.035%
all W.G | 16534.24 | 227
*p = 0.0
score | All | 17656.66 | 234

ohe-o) [Table 71 2 Eelolo] fadW F33

FAZe] ApolE vEhd Eelth

Achievers
Oppor Plan
Achievers Oppor 0.000 -1.240
Plan 1.240 0.000
Explorers Scien -3.700 -4.940
Hack 2.500 1.260
Socializers N.e ¢ ~0810 ~2.050
Frien -2.820 -4.060
Killers Poli -3.620 -4.860
Grie -0.780 -2.020
Mean -0.99 -2.24
Scientists
Scien Hack
Achiovers Oppor 3.700 -2.500
Plan 4.940 -1.260
Explorers Scien 0.000 -6.200
Hack 6.200 0.000
Socializers Net 2.890 -3.310
Frien 0.880 -5.320
. Poli 0.080 -6.120
Killers Grie 2.920 ~3.280
Mean 2.70 -35
Socializers
Net Frien
. Oppor 0.810 2.820
Achievers o 2.050 1060
Explorers Scien -2.890 -0.880
Hack 3.310 5.320
Socializers N.et 0.000 2.010
Frien -2.010 0.000
. Poli -2.810 -0.800
Killers Grie 0.030 2.040
Mean -0.19 1.82
Killers
Poli Grie
Achievers Oppor 3.620 0.780
Plan 4.860 2.020
Explorers Scien -0.080 -2.920
Hack 6.120 3.280
Socializers N.e ¢ 2810 ~0.030
Frien 0.800 -2.040
Killers Poli 0.000 -2.840
Grie 2.840 0.000
Mean 2.62 -0.22

713]%7-9(Oppor), A&7} (Plan), 334
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