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ABSTRACT

This study analyzed the effectiveness by developing an online program to enhance
collaborative problem-solving capabilities for college freshmen using gamification.
According to the research results, the operational model of the online program for
enhancing collaborative problem-solving capabilities using gamification was presented in
five stages: 1 preparation, 2 team building, 3 assessment, 4 feedback, and 5 achievement
sharing. The results of the “pre-test” and post T-test of creative problem-solving
capabilities, the variables related to creative problem-solving skills, academic challenge,
creative thinking ability, and convergence value creation have been significantly
improved. What should be discussed in the future is the need to experience collaborative
problem solving process online, and to develop game design and platform that can
discuss and communicate.
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[Table 1] Components of a game

Researcher Game Components
Bunchball, Challenge, Point, level,
Inc.(2010) virtual goods

Point, level, Challenge, Goal,
Rule, Competition,
cooperation, feadback,

Deterding et
al.(2011)
Interest Story

Zicherman &
Cunningham(2
011)

Point, level, challenge,
Quest,
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[Table 3] Example of an unstructured

problem
No. Problem
What is the inconvenience of taking
1
a bus at the bus stop?
9 How can restaurants solve the
problem of recycling leftovers?
3 What are the inconveniences of
drinking coffee at a cafe?
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[Fig. 3] Program Operating Process Model Using

Gamification
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[Fig. 4] Design of an online program using Zoom
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[Table 4] Satisfaction level of program

Gender | Number M(SD) t
male 22 4.23(0.61)

female 26 4.31(0.59) 4.325
Total 48 4.27(0.62)

[Table 5] Pre—post t—test results of creative
problem—solving related variables

variable | Test M(SD) t
learning Pre | 3.56(0.60) -
challenge | post | 3.78(0.66) '

: Pre | 3.78(0.70)
cre'a}tlve 11.888"
ability Post | 3.99(0.72)
convergen | pre | 3,32(0.77) _
t value -15.568"*
creation Post | 3.65(0.76)
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