Journal of Korea Game Society 2019 Aug; 19(4): 37-48
http://dx.doi.org/10.7583/JKGS.2019.19.4.37

I AY AL/ At 22/ AIYat Atz

CUES (hMoR Bt T AY T 53 2

|

Ir01| =1}
o =
OfFrhstn 2etZH=snt

jang@ajou.ac.kr

A Review on Domestic Game Research for The Elderly

YeiBeech Jang
Dept. of Culture and Contents, Ajou University

o OF

0 /|

2 AT =dss ddes 3 U AddTe] 559 s¥S 1R E ASE 5E
2 stgnh olE fal, dHATFASE FAA N AAE =& b, 24 7lEd AT =E
4185 AAste], AFFA, AR Rk ATHHES TAHeE Ry, O Ay, S8 A
TFAE ADNEI AP Bl #AF Aol s AA L dEe & UM, 5FE
3 ZofellA ddiFoer A7t @ite] APl F & 5 AT AFLHEBAME A
A Aol 7 de Z8EAES AU 5 AT =9 2 AR BRIl Ade 9%
g 2SS9 AT MEES AEFeEd, =dSs dder 3 AY A7 Fo
AT olsrES ALFsaAh

ABSTRACT

This study aimed at reviewing research trends and issues of domestic game studies
for the elderly. Total 41 KCI papers were chosen for the final analysis and the author
explored the research subjects, research fields, and research methods. Results showed
that the majority of research subjects were game development and game effects. It was
also found that most of the research has been done in interdisciplinary and engineering
fields. In terms of research methods, game development and experiment were most
popular and widely used methods. By summarizing the important terms, major research
issues of game studies for the elderly were explored in conclusion and discussion.
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A#(9.8%) #4A

[Table 2] Trends of Research Fields
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ol 747 49y B9 Ao R AU 11231456
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2009 - - 1 - 6 7

[Table 1] Trends of Research Subjects 2010 | - 1 9 , 1 6

1 2 3 4 5 2011 - - 1 - 3 4

2007 - 2 - - - 2 2012 - - 2 - - - 2

2009 1 3 - 1 1 6 2013 - - - - - 1 1

2010 - 2 2 1 1 6 2014 - - 1 - - 1 2

2011 - 2 1 - 1 4 2015 1 - 1 2 - 1 5

2012 - - 2 - - 2 2016 - - - 1 1 2 4

2013 - 1 - - - 1 2017 - - - - 1 1 2

2014 - 1 1 - 2 2018 - - 1 - - 1 2
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[Table 3] Trends of Research Methods
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