Journal of Convergence for Information Technology e-ISSN 2586-4440
Vol. 12. No. 3, pp. 11-16, 2022 DOI : https://doi.org/10.22156/CS4SMB.2022.12.03.011

oI=Ql Fekdol tistyd CHHE &l &= AR AlOID|TIA|OIM XX At

=Ly (S T T T ey
'SFOiEl AIYUCIXIQIStat ShY, 2-T'-’°EH°*" AYCIRIQISt} W

rd =11

A Case Study on AR Gamification to Help Easy
and Funny College Life for Foreign Students
Zi-Jie Lan!, Chan-Park!, Wan-Bok Lee”

IStudent, Dept. of Game Design, Kongju National University
2Professor, Dept. of Game Design, Kongju National University

2 % IAS] wt =9l { $7F AE WobA| L QAT feE Sl HHE Z710f Aw A

Al A7 gk & A 2342 A= fotdEol deiet Fofl AnAv R skaAge] 2t Hee
Asotaiat Adst 71 285k AR HHA Qh AppE AA E AAeIAH. A B Fad o B, 4F
(Mission), % H/4(Reward)S wtgsto] dARISHAH. FFtietn Ast faH4o] 3} A A e AAHE
AAZ 2AFA| mt 67 FAIE POI(Point of Interest)Z A45t0] AMEAL =4 2 )
g A 2 2AREE AASE AN A ot S8% A4S AnA & & 31%
A= A olsf & & A 2

FHOA - A, AY 84, ST, AHL M, A 71N A

_|>4
e H‘UF

HZJ-"E::
o 8 H

gk

Abstract  Although the number of foreign students is increasing with the development of
internationalization, international students are often unfamiliar to the campus environment in the
early stages of their school visits. This research aims to solve the problems of foreign students'
unfamiliarity with the campus and the inconvenience of study and life after enrollment and to
design and produce an AR campus guide application based on gamification. The application built
are designed according to the targets, missions, and rewards of different places. Through the 'A
Survey on the Awareness of Kongju University's Buildings' questionnaire survey of international
students at National Kongju University, six place were selected as POI (Point of Interest). Missions
and questions suitable for users were designed. Through this application, it is hoped that users can
learn about important places of the school interestingly and learn about the use of related
convenience facilities.
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A Survey of Chinese Students' Awareness of Kongju University's Buildings
(Source: Tencent Questionnaire)
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Fig. 1. Campus Building Location Awareness Survey
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Table 1. Statistics of Foreign Students in Higher Education Institutions in Korea in 2020

Country China Vietnam Uzbekistan Mongolia Japan USA Other Total
2017 68,184 14,614 2,716 5,384 3,828 2,767 26,365 123,858
% 55.1% 11.8% 2.2% 4.3% 3.1% 2.2% 21.3% 100.0%
2018 68,537 27,061 5,496 6,768 3,977 2,746 27,620 142,205
% 48.2% 19.0% 3.9% 4.8% 2.8% 1.9% 19.4% 100.0%
2019 71,067 37,426 7,492 7,381 4,392 2,915 29,492 160,165
% 46.2% 24.4% 4.9% 4.8% 2.9% 1.9% 19.2% 104.2%
2020 67,030 38,337 9,104 6,842 3,174 1,827 27,381 153,695
% 43.6% 24.9% 5.9% 4.5% 21% 1.2% 17.8% 100.0%
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Fig. 3. POI Selection Results
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Table 2. Mission Question Settings

POI MISSION QUESTION ANSWER
What is the request
Learn how to use | code of 'Seoul National
Library | the book search University Korean 411.85
system Language 1A Student's
book’

Learn how to use
) Fee for standard mode
the washing A : 500
A of the washing machine
machine

Dormito
ry
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for certificate of How much is

the service charge for

Bank deposit ) e 2000
; applying for certificate
that required for .
B } of deposit
visa extension
.. | Learn how to use - . )
Adminis - Certificate is on the first
} self-service
tration o S row, X column of the 3
o certificate issuing o
building . issuing interface
machine
How much is
Global Knowledge for the service charge for
) ) ) f 60000
Center visa extension applying for visa
extension ?
What is the EMS visit
Post Learn how to mail fee when next-day 5000

office the package delivery for under 2

kg?

AT AFA o7 nAdS o] & 4 JEE T
7] 1) wiA] & AN AR 5 Y FEES
BAQ AR YA oE S0 ndS
RS g, WA 2, 4, 6705 S5k

&, AoIAFE, 7I9ES e g &+ gl

3.3 AR A QL 4 R

Figd (a)= TFdetn FeSlA Aldst A
ARESt] Al AFTE Al Hof Ale f siEe=
At A 9 =2& A4 A= FsHA 4
=jo] itk A&t A POI9] 67H9] gl &5t
A7b #A =9 Ul b9 49 o] ARgAt 8=
g o] 5 2Rl & 4= Q. siolle vl HEo]
HiAIE O] AT Figd. (b) o B¢ ARA7} g A
o dFHE Al mlAstHolA g AE2] HEe] B4

5} Hlo] o 45E A F ulaS 29T 5 9

)



Qi=el

R0l LHSMME OHHS A E= AR AOIDIPOIM HIE Al 15

Mission Center

1 14
p L s 4 P <

Tips: Reach the POl location to unlock the task. Collect
badges to exchange fewards

(a) Start Screen (b) Screen of Mission Center
Fig. 4. Application Screens

Fig. 5 &= 9% 9lE0] w2t AR 7S olgste] &
Aao] thEg A% 3 Uehks A% Hushdolt,
A2 259 Aurt BAH] o], 48R AN
BHE Qolui 7ha 4 Auie 47 2 4 ot

hREBIE

Fig. 5. Operation guidance seens

Fig. 6 (a)= =AT ol Sl =4 A471°0 dig
Rhfjstdoltt. istHole MA9] 7712, 79, A
A5 AE7F Z3HE o] AT Fig. 6 (by= =Aw &
e detHolnt. shHdlls ek A sl ke
ol & & fle AEV} O] . vlAe FH2
AR HHistol A gHlg & lal sl Fge

VAL A% ABAE WS HET 5 UA el
2 ATOIN A% A ARATE Aok FAKE 2y
& AHA mA olZlolE dho} o] EAjske ek
spy Aul2st B2 YR 5 de] G5t Aolg)
L yHos 9 5 A Bk

2 ZME AL 5101

& 2:'AM 20 830 1A Student's
book'e| H7J|SJt FAAALINt ?

..... HE

1. ARJIHIRIR SA2 D128 E AN
Sloj S =M Zu0E HoMz EREE
(ENE SN BAl)

1 2. ARt E ZMAIAE SIS
AUBLHIQA X SMEE EAl)

gsi

AR 3toflet

(a) Book's Information screen (b) Answer screen
Fig. 6. Example screens for mission

2 d7e A= FeEol distdgelA A =
€ olgeEd W3l =E& € & A== Adet 7H
< 8okl AARE Yol s Arfstar .

TS ol 2 FaEe AEste POIE H
At Aldstel] Wagt FHEQ A vlAas, B
& HARlE F510] WS sk g POI o]
A 7P AR S 22sH] ARGAA At A 9
TS QAR W S ARA AR oR A
e il =Astel A4 242 PS5 A it

2 dolMe Adeh 71¥ A8t A A A%
e Mestirt. FF dode fFegEclA A
< APA7IAL AE2RAE B3 2ol B8] 452
7ol

REFERENCES

[11 J. H. Lee. (2020). Statistics of Foreign Students in
Higher Education Institutions in Korea in 2020.
Ministry of Education (Online). https://www.moe.go.kr



16 8FE=EX| 128 M3z

(2]

D. J. Son & T. Woo. (2016). Study of Serious
Game and User Behaviour Utilizing Game
Mechanics In Store Environment. Journal of
Korean Society of Media & Arts, 14(2), 75-89.

Y. J. Kim &, Y. S. Kim & T. H. Kim. (2019). The
Impact of Gamification Strategies in Fitness
Applications on User Flow and Continuous Use
Intention. Korean Journal of Sport Management,

24(2), 55-73.

H. Y. Cha & K. H. Park. (2021). The Effect of
Reward Types of Gamified Branded Contents on
User Attitudes. Journal of Cultural Product &
Design, 64, 71-80.

M. Y. Ma & T. Woo. (2019). A Study on the
Gamification Elements which Applicable to
Digital Contents for Dogs. Journal of Korea
Game Society, 19(3), 75-86.

DOI : 10.7583/JKGS.2019.19.3.75

J. N. Xue & J. H. Yang. (2020). A Comparative
Study of Gaming Design for South Korean and
Chinese Reality Shows. Journal of acting studies,
20, 171-197.

G. Zichermann & C. Cunningham. (2011).
Gamification by design: Implementing game
mechanics in web and mobile apps. USA :
O'Reilly Media,XIV

H. N. Moon & S. H. Park. (2016). A Study on
Gamification Marketing based on Social Network
Service. Journal of Design Convergence Study,

(57), 17-36.

S. Deterding, D. Dixon, R. Khaled & L. Nacke.
(2011, September). From game design elements
to gamefulness: defining "gamification". In
Proceedings of the 15th international academic
MindTrek conference: Envisioning future media
environments (pp. 9-15).

D. J. Son & T. Woo. (2016). Study of Serious
Game and User Behaviour Utilizing Game
Mechanics In Store Environment. Journal of
Korean Society of Media & Arts, 14(2), 75-89.

H. T. Kim. (2013). Gamification Marketing. Seoul:
Youngjin.com.

Z. H. Zhou & T. Woo. (2020). A Study on the
Exploration of Tourism Gamification. Journal of
Digital Contents Society, 21(7), 1233-1240

S. Y. Lee. (2018). A Study on the Utilization and
Strategies of Gamification in Sport Brand Apps.
Journal of the Korean Society Design Culture,

24(4), 277-289.

gt Z(Chan Park) [

[14] H. K. Cho & S. H. Kim. (2017). A Study Contents

Design for Enhancing Engagement and
Engagement of Augmented Reality Application
User. Journal of the Korean Society Design

Culture, 23(4), 733-742.

[15] H. J. Park & C. K. Keum. (2020). A Study on

gamification exercise encouragement app based
on GPS location information. Jjournal of the
Korea Convergence Society, 11(4), 119-124.
DOI : 10.15207/JKCS.2020.11.4.119

[16] S. H. Jung & J. W. Ko & S. H. Heo & B. P. Kyung.

(2019). A Research for Functional Game based on
AR Smartcare: Focusing on infant and child
safety education. Journal of Korea Game Society,
19(1). 25-36.

DOI : 10.7583/JKGS.2019.19.1.25

& Xt H(Zi-Jie Lan) (M52

- 20209 ~ @A 1 3
CiApQlekt A

- TR ¢ AlelmEAelA, AY
Sk

- E-Malil :

thekw A

1023633908@qq.com

ol

Pli2| 2]

J

2202049 ~ | - 35
YARQIgk HAL

- TEo}: 715AY, A== TR
1:(1)]

E-Mail :

Q st AY

ekzm103@naver.com

2+ 2(\Wan-Bok Lee) (X312
_ - 20044 29: KAIST #APHAKsh}
A7) 2 ARZE A-F(FEHEAp
- 20074 3Y ~ FA: -T#‘“d Sefist
o AYYARI T 1
- TAECE ¢ AAMA, AlEEOIA,
Az I

- E-Mail : wblee@kongju.ac.kr



