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ABSTRACT

Today, gamification that appeal to people and provide fun by applying game thinking
and elements in many non-game fields is becoming a big issue. This study analyzed the
case of ‘Idea Community’ in Creative Economy Town that combines online mentoring
and gamification. In order to foster and select ideas, we conducted the open simulated
investment and mentoring. In this process, members are able to acquire experience points
and raise the level when doing certain activities. Besides, members felt their sense of
accomplishment by receiving internal/external rewards for their activities. The results
will be an importance reference for the application of gamification in various fields.

Keywords : Online Mentoring(&2}2] WE#) Gamification(#o]n] 3] A o]A), Creative
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[Table 1] 4 Types of Levels

Level Description
It is related to the role of
Invention | suggesting ideas and adopting
excellent mentoring comments.
It is related to the role of
Advice writing out mentoring comments
on ideas.
It is related to the role of
Evaluation | evaluating mentoring comments
written by others.
Investment ‘It is‘ rel.ated to th‘e role of
investing in excellent ideas.
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[Table 2] Results of Idea Boards
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[Fig. 12] Statistics on Page Views
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