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Abstract With the popularization of smartphones and the development of digital technologies, new
concepts that maximize interactive communication have begun to appear in marketing strategies. One
of them is the gamification marketing strategy that combines games with marketing that induces
customer interest and voluntary participation. Gamification is a compound word of ‘game’ and
‘—fication’, and marketing cases using game formats are being implemented in various fields. Therefore,
this study will identify the implications of the usage of gamification that has become a trend, and
analyze the gamification techniques and factors shown in various cases to suggest the direction of
gamification as an effective marketing strategy. Companies are actively using gamification in their
marketing strategies in a variety of forms and apply gamification techniques such as challenge,
competition, accomplishment, reward, and relationship. As a result of the case analysis, important
factors commonly identified in the gamification techniques used in marketing are ‘Accomplishment’
and ‘Rreward’. Using various products and benefits obtained through solving a given mission or task
as game elements, it was found to be an effective strategy to induce consumers' interest and

participation and to promote consumption by encouraging consumers' immersion.
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Table 1. Game Techniques and Mechanics of Previous

Research
Researcher Techniques Mechanics
point / score reward
Bunchball level state

unchba ;

(2010) ' challenge acu)mpllbhme'nt
virtual goods self—expression
leaderboard competition

reward, status/position, accomplishment,
J. S. Lee accomplishment reward

(2012) self—expression, altruism relation

competition competition
mission, quest, onboarding challenge
0T Kim level, accomplishment, ranking complelzti;ion t

(2013 i status. poi accomplishment,

) badge, trophy, status, point reward
invitation, recommendation, gift relation
challenge task, quest, onboarding challenge

leaderboard, ranking competition
H. N. Moon level, stat mplishment
(2016) . evel, s.a us accomplishme
point, badge, virtual goods reward
gift, share relation
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Table 2. Gamification techniques

Game mechanics Game techniques

set goals to drive user Mission, Quest,

challenge

engagement Onboarding
.. .. Leader board,
competition | create competition among users .
Ranking

accomplish | satisfaction through mission
ment accomplishment and result Leyel, Status,
- - Points, Badge,
Increased satisfaction by Trophy, Virtual
reward providing immediate rewards Goods, Bonus
according to user's performance
Inc inabili o
nure_ased sustalqabl ity by Invitation,
. forming bonds with people .
realtion AT Recommendation,
participating in the game Gift

through gifts and charity
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Table 3. My Starbucks Reward

Case 1 My Starbucks Reward

STARBUCK SHA:1 °° _:'

Image

source https://www.istarbucks.co.kr/msr/msreward
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Table 4. Nike+Run Club
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Table 5. Reebok Subway Pump Showdown

Case 3 Reebok Subway Pump Showdown

Image

source https://www.youtube.com/watch?v=gNSaAp_UORO
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Table 6. Chanel Coco Game Center

Case 4 Chanel Coco Game Center

Image

Case 2 Nike+Run Club source https://www.chanel.com/ko_KR
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Table 7. Gucci and Louis Vuitton arcade game

Case 5 Gucci and Louis Vuitton arcade game

Image

https://guccibee.gucci.com
https://gucciace.gucci.com
https://us.louisvuitton.com/eng—us/stories/endless—r
unner—game

source
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Table 8. Netflix You vs. Wild

Case 6 Netflix You vs. Wild

Image

source https://www.netflix.com/kr/title/80173666
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Table 9. E—Mart Jurassic World

Case 7 E—Mart Jurassic World

Image

source

https://www.ssgblog.com/3083
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Table 10. KT 5G Catch Heroes

Case 8 KT 5G Catch Heroes

Image

source
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Table 11. Hana Money Go

Case 9 Hana Money Go
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source
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Table 12. BTS World

Case 10

BTS World

Image

https://play.google.com/store/apps/details?id=com.n

source etmarble.btsw&hl=ko
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Table 13. Application factor analysis for each gamification

case
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