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Abstract The trend of learning as an online study platform continues, and motivation of learners
for continued use of the platform is also becoming important. In addition to learning, various
services use gamification techniques that excite users for continued use. This study analyzes
successful service cases and proposes guidelines applicable to learning platforms to present ways
to increase learners interest and efficiency in online study platforms using reward systems and
storytelling techniques among gamification elements. Based on the three guidelines drawn
through this study, it can contribute to the digitization of educational infrastructure by increasing
the immersion of learners within the online study platform that will be more commercialized in
the future.
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Table 1. Gamification element

reward receiving benefit as a result of doing particular thing
. Delivering information to the other person in
storytelling
the form of a story
feadback tel!lng someone how vvell‘or badly they are
doing, and how they couldimprove
a board that shows the names and positions of
leaderboard . ; . s
the leading competitors in a competition
tracking following and recording someone’s progress
mission important task that someone is given to do
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Table 2. Comparison chart between Danggeun
Market and Apple Fitness
Danggeun Market

Apple Fitness

o o
reward manner temperature
perature / badge reward
badge reward
o o
; information about the . .
storytelling . ut information about the
conditions for obtaining
badges
badges
o
feedback X
review of purchase
leaderboard X X
o
tracking X exercise history in real

time

[¢] [¢]

tasks that must be
performed to earn
rewards

tasks that must be
performed to earn
rewards

mission
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Fig. 1. Danggeun Market Badge
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Fig. 2. Apple Fitness Badge Design
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Table 3. Storytelling badge reward system guideline

Reward has to be awarded based on the
Guideline 1 characteristics of the criteria  within the

learning study platform.

Set the goal of learning as the end point of
Guideline 2 the ngrrative and use storytelling in the form

of episodes to reach the end through badge

rewards.

Clearly present the criteria and conditions for
Guideline 3 compensation payments and figures for user

performance with storytelling
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