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ABSTRACT

The purpose of this study is to analyze the educational effect of social studies lesson
in elementary school using gamification. the social studies lesson using gamification was
divided into an experimental group and a control group, and then the cognitive and
affective areas were evaluated and their impressions of the lesson were investigated. the
experimental group students who experienced the gamification class showed significant
growth and change in social studies learning academic achievement, learning motivation,
learning interest, and learning efficacy compared to the control group.
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[Fig. 1] OSA & NSA
(Mechanics), Zd#oJololA AME ML
9l 2~(Dynamics), AL UX/UlE @9she
A 8 2 (Aesthetics) 2 s Alde FxE &
AMeted dE &8¥a JTH19) olF AY H=HA
Yre Ade 52 (Goal), AEo dig 13
(Rules for outcomes), Al&3F 2 (time & space
rule), =% 12 (rules for consequence), AY%E
T¢F AH)9] 7= (material & equipment)¥} 7o)
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a7l fleids Al FE2E AR Jetsl o) siobaieiny. TAlH BA el AR o
°F @tk s ITATHIAN 20049 ERE o) AAE AYAYGE BAES AP &
MDA =z = A 725 Edololst A 43191 tH20].
gl WA gge  FasE dAYA
[Table 1] Game mechanism analysis
Mechanics Application Educational effect
- Increased immersion
Poi Missi i it
oint ssion success score is applied . Personal achievement check
Progress Mission achievement display on the - Stimulation of learners’ intrinsic motivation
indicator game play screen - Increased of reaching learning goals
. Proposing new content to the next - Encourage learning interest
Authority . . . .
level - Developing the ability to sustain learning
Reward Reward is provided for correctly - Induction of self-directed learning through the
performing a set action in the game learner’s external motivation
Share Share plaver reviews and impressions - Encouraging interest in learning among learners
Ay P Providing meaningful feedback
. Provides in—game help for NPC to - Adjusting the difficulty of educational content
Scaffolding . o . . .
perform the following steps providing learning satisfaction
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NSA
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Let's take a look at life in
the Paleolithic era
Let's take a look at the
Neolithic life
Let’s compare the life
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Contents
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contents of the class
Supporting expected learning
game

Contemplating how to use the

learner activity settings
Teacher training in class to

goals and contents in the
game in class and course and

activities through analysis of

conduct research
the set plan
Learner evaluation and

Teaching Class according to

and Neolithic periods
[Table 3] Lesson plan
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Interest
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[Table 4] Pre—identity T—test
Achievem
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[Table 6] Post—identity T—test
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Group
Average
EXP
CON
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Efficacy

EXP
6.1
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9.6
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2.772
(0.235)

7.2

Interest

EXP
6.7
95

3.684

(0.00n)""

6.4
6.6
3.618
(0.483)

CON

Motivation

6.9
9.7
1615
(0.003)"

CON
2.192
0017

7.1

Achievement

EXP
5.3
2.690

(0.009)"

9.1

[Table 5] Changes after gamification lesson in the experimental and control groups T—test

Pre
Post
(P)

Test
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Domain Level Number Mean square F P
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Perception of the game Positive 38 Achievement 0.19 0.758 0.556
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