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A Study on the Effectiveness Factors of Serious Games in
Cross-Media Environment
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Abstract This study defined three elements of game ability and effectiveness that functional games must
have in a cross-media environment where one content is distributed through various media through
previous research. We sought to reveal the impact of each element on the relevant content and
cross-media content, as well as the impact when cross-media content is used in parallel. To this end,
a case of digital content using a picture book and a smartphone app targeting traditional craft learning
was produced by itself, and the results of its use were collected as a questionnaire. As a result, the
effectiveness of the three effectiveness factors of functional games was confirmed, and the relationship
between the cross-media environment and content was revealed, revealing the positive possibility of

using cross-media.

Key Words : Cross-media environment, Serious game, Game ability, Effectiveness factors, Purpose

.M B A= 71&S o83 AEQIEY 7I& E3F 7 7HYollA
BHE Qg E5E VR HMD & MZ J=H 9] HE]
FRFA 710 UdolHA, HEYA B4S &8st H|to] wiHE &8 PL AT FA] Eofvar Qi

= Ut 717180l HEEolA EEE7] ARSI HAg ggo] HHSIEHA n|tjo}o] A7} 5|Eo]
PCE} AUFEEL ofu] Uifo| HHBIEQIY, A YE X1 3low, oo wet uid] 7t Asada Zd= 7t
‘A3, FYLRgEw 7-]]01\:]1]-010 Received: 17 July, 2024 / Revised: 3 September, 2024 /
He4dA: 2024¢ 79 179, 3= 20244 99 39 Accepted: 4 October, 2024
A LA; 2024 10€ 4%1 "Corresponding Author: seanryu@kongju.ac.kr

Dept. of Game Design, Kongju National University, Korea

_47_



A Study on the Effectiveness Factors of Serious Games in Cross—Media Environment

Fgo] FHEL Ut hFE2 7|1& =] gt &
JAE Hol= FEjollA 57”4 sho] Zel=9} 484 719
HIAQ A5AEe ANl A™stg. ol
Aofi= OSMU(One Source Multi-Use)5-E A|Z}s}o],
EdAv|Yoi(Trans-media) JH=, IZAu[T]o]
(Cross-media) i‘%ﬂi =9 torel Fei2 xAE
U wieA] sl 2aY TR Aol AhEe
gHst7] Y= %_]"?:_}0} HAEH = & Z5o] A
Hi} SAo] H-e 2 Po] s ofof Fhri,

£ A= IZ2ANHo] 04 9] 7154 Aol A
A% 5AS Jst7] s 1Esfior & a3 34E
< ¥Qlsty, 5IMY Q4E0] IRART o] ERl=o|
v = FFS 9ol itk

Il. AZA0|C0 &F1} 7IsE AY

1. A=A0|C0 &F

Az Ault]o] ggolgt shite] ZH=E thegt uiA|
£ B JAE 5 UeE 2AH S gu)gitt. 225}
(2012)h Iz Anto] g tiste] 2 wiA7F Ad
oA tE A2 AFY AVE E8ote
oz #@sYY. o= = AUT 0] o] T3
dHzo] gt Fgvks Tl 2ol ol Rkt
Zﬂ SFolA 7+ wiA] $Hgo] Algete 1/ FAdS
Sk Zl0] 85t A oulgith. #Mvls(2019)
T= ARATYoY EAS & ”E:l”* Aol &
ATEA], 2001¢0] I35t ADE SEs| S8 /i
A@AAD] (HIAE(The Beast)}«] AEFdY
38 8R1& ARAH|Ho] A7} AE]o] Mgt

.05
J—-‘rr?_ O“I

:.:FHJ pad)

‘%

fl
0

°
Qe

¥ O i r°1‘
%u o

& AdolA A2 AT O] L ST EHl=
£ oI wAlelN E71=F Sl ARA

(Cross-Platform)3t AF&5k= mjAlo] d= ZR=E A
S5k, Z miAloAle] Exlx 22| HEPA QL Aol
FFE 7IAEE k= HiYA ¥(Companion App)
9 5ol HRHer AR a=2. EHE 4¢,
N gANARE gt ERES dSoES AgH
(QX(Genshin Impact)) 59 Z&o| qEZOZ 3T
she, A FYA M) 59 2Hd AYE PCE 5
571 93t & olo] EE At S o84 &9 A
ZAn|to] 874 24 A2 B 4 Aot Avyd o
9] A, (8t 9H IHHLEWorld of Warcraft)

Y Al e et @S Bt AldelA dF
N FH2E AP 4= Qo E3E Q] AEFY A
o] BdshAA, (HHA AolE 3(Baldur's Gate 3))
9] A% AY W A=A Y AL A7) HAsll, Twitch &
F EZEIHS o AEAA JEE BEolEeE A &
3t AR AmTo] 349 &8 Al & Shol sigdtt.
AL} 22 AHEE Sl ARATT oY FAIE ABEH
Hjgoll= TS tFet A2 AT o] AlfEo] S-S A
o7 JAigith

2. 715N Aol gt

24517] XA,
ARle] Bol 948 gl TEHNTA S ol
N=7t ST 15014 71 fEHoR Hoas
Aol ulAQ aio] AYA Fu)E Lol Aolu|m
o5t A9 A4S FoR olgxe] 7|5l &
88 Fr= At V)54 Aol 9t BR2015)
2 “AolulA o) AL Aol AHEE HHAYAE A
o] ol Qgelo] H=3ir}. o2 Bo WHHEHoloNS
o] Ao} B9 HHE SATNL An2 Br|MolE
dre BT Asde Agad e gan’

—V.Lﬁ

71673 AdS A8A A%, 1, T 5 EY &=
® 24e 571 S8 dEol AL Anidt. 7154
AYS D=3t 7VIEd 2 Aledold =] oA
£ "ol, ARgARe] A FlE Eoldle bl e %
<t &89 5(2023)2 AEHHEE Ve E5 Ve
= A5 7154 Aol B WSS A% dijtez o
FHIL 52 vela 2}48] 22 7154 Aol Bt
—“F%‘Prﬂi xH‘“jol FEE e, #H2d 5(2022)

jE%OP@l dASH F ]*— ﬁ"a g

J}lﬂ o rlo

ol

2 8
N
Olr ol

o) 0_1.. A

: %94 olt}t, COVID- 19 AR Q5] ofe] &5 ¢
A=A, ol=|gt S Hasly] gt
FHO2A 7|54 AYol FERY] Attt del=
oA 20199 &A% (F HE ol=¥lA(Ring Fit
Adventure))= A3 25 ATt Au|E Al FE
st 71& 259 dANEAS g ottt 1
1 39 w&o] FEIS wff AT AY 9 (Game
Builder Garage))2 v I1d& &-8olo] o]8A=
o] 44 29 TET & U=E SIgich
E 7154 AlYe] 7154 Q=sta

TEE A2

_48_



The Journal of The Institute of Internet, Broadcasting and Communication (IIBC)
Vol. 24, No. 5, pp.47-52, Oct. 31, 2024. pISSN 2289-0238, elSSN 2289-0246

ofm, /44 AdolA Y tE Uo] 715 H st
Ul 7154 AYez JIAu= Al 9tk Valve
A (EE (Portal)y AlF|RE E89] E8] ARE v

o7 guoA 7z S AYsh] HF AR &
28 A7 Y. E (Tl L E (Minecraft)) =

W&-gog T8l Y3 AUL AxT MODE A
3lo] 20124 712, 1009 7 2717} 5000] 7} koA
oF 254t Ho| g8E| 7 Qitky o}oﬂq.lll

3. 7154 Aol BIkY 24 Y AIg UEE

71578 A AE ddshs 2 84 7164
I Ajule] 272 FEEAG °l52(2011)2 w58
71574 Ade A 84z Au|oh skae AFsiAH
1 2320150 7164 AY AT 7154 =
olide] 27 = 233, o] Eol HierHRl el
ol f7|H oz Aefste] ASEIE 7| <+ At
T A, oloh FARE o 24 2EE(2018)
9 dFoME 7148 A Y 84 71&“3’}
ALY 27HAE AABIReH, FS BFrt A,
‘IH 854 71678 Aol RhEoidintal 0}9513}[14] 34
—T’— A Ed o —(2025)~ 129 7Is4e
A5 FHo=s *ﬂTB}OM ol2g AMstArt .
1—*3 AU aide ddoh= 711—: 7157 AY
0|83t o] & FHgt 7]34 A oFolt. 7154 A

U] oo AAole F8 EFE Fole wS T

mlo

2 TRote] AFSEL, AFIE vltlele] Fept
b 24 o £l a3kl gabd 4 ek @
ST o] E& PRI Wk BF 7154 AYL A

0194 Az oz A, AUl E5F 2L ur=A| HAok o

% shuch Sl 2o TeEiARS HiRo R A1
9Jo] A 84S el e B Y 13
o] mEsP|2 2t

ul

ét‘)

J% 1. Jlsd HYY g1ty 2™
Fig. 1. Effectiveness factors of serious games
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Fig. 2. Picture book and demonstration examples of
lacquerware craft
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