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ABSTRACT

This paper focuses on the rewards, one of the elements(goal, competition, and reward) of
gamification, and investigate the actual cases of its application to real variety shows.

In this paper, I analyzed <2 Days and 1 Night> which offers trivial(general) rewards,
and <Superstar K> which offers special(unusual) rewards, and <Youn's Kitchen> which
offers “vernacular” rewards. Unlike specific rewards, abstract ones were estimated to bring
about weak gamification effects. In Youn's Kitchen, however, the cast members felt that
they received individual and subjective rewards despite its invisible rewards. And the show
even reinforced the complete nature of its narrative structure. These results shows that
real variety shows can have new and diverse reward structure.
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