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Design and implementation of

gamification based Smart-Learning system
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Abstract

Smart learning is a new learning model of smart infra and smart learning method combined together.
Also, gamification refers to a program that changes awareness and behavior based on the attributes of
games. This study planned and gave body to a system by combining smart learning model and concepts of
gamification. The differentiating factor of a represented system is in having motivation, social action,
engagement, and rewards elements. Future studies would have to provide a system for effective studying of
learners by evaluating usability the manufactured system.

Keyword : Smart-Leaning, Gamification, E-Learning, Game Mechanic, SNS

Vol4, No.1, June (2015), pp. 19-28

1 Graduate School of Advanced Imaging Science, Chung-Ang Univ, HeukSeok-dong, Donglak-gu, Seoul, Korea

e-mail : sinsumin@gmail.com

2 Graduate School of Advanced Imaging Science, Chung-Ang Univ, HeukSeok-dong, Donglak-gu, Seoul, Korea

e-mail : kmusic@naver.com

3 Graduate School of Advanced Imaging Science, Chung-Ang Univ, HeukSeok-dong, Donglak-gu, Seoul, Korea

e-mail : whlee@cau.ac.kr (Corresponding author)

Received(February 07.2015), Review (February 19.2015), Accepted(June 30.2015)

ISSN: 2384-101X JNCIST
(©) 2015 NCISTRC

19



skd
=

HATIL XIS

o
—

b 2OFOf|A 2+ =2l o7t Ly

-
o
[

AOHE 21 0)|
b Cr

—

—

(o]
AN

i

1. M2
7K

E

| QUCE 1990ECH Of
—

ax
=

£

Rosenberg[1]0]| 2|8} e-Learning O|2}= 07} M2z, 1 & HEE

-
[=)

ap A7 A

4

=
=

= T

t

AJZHE|HA 2000LCH O

.
o

Design and implementation of gamification based Smart-Learning system
Ofx| ADIE {0 Cigt

5| O|RO0{X| L ULt

FO0| A}
2.1 Smart-Learning

dn %0 ™ 2B
Tor PO
i o
H of W g
voN KRG
i Bl =
R =TT
~NO
W oo g D
1] - .
do o T oo
L o™ Bg
A58
[ K
B a3z
Qoo
or Jor = 1
o, @mr Bon
ol W o
%0 {n
=Y or
— O
ol
p oz
=< o

ol or

Jor

2 X|2 ULt ZEHS(Duk Hoon Kwak)[2]
z

Jo o KC
o ™
¢o_e

aro <o ol
o o =
Am._/
ol 1 <l
< K o

(Sang-Hyun
FRLC.

.
O
—

4

(© 2015 NCISTRC

REAF
(=K}
A

4,
T A

Sk
of

—

-
e-Learning®| FHHOZ X|ME|QH

fof xjis
EEIR

o

—

.
o

(=13
=]

=2
[S)

HAl

Ei2 O|FO0{X|=
(Don Jung Kim)[6]

.
o

=0l O
||

=

.
o

]

5
= T

=

=
o
=%

o
=
P
B =

A
=

OLE 7|
= SHAZ|0, =0|2t ot5of B4

A

—

—

3

z
(=]

o
=]

F

0|%=3|(Su Hee Lee)[5]

20

=
=



Journal of Next-generation Convergence Information Services Technology
Vol.4, No.1, June (2015)

[E 1] A0tE2{Eol i % 5%

[Table 1] Concepts and features of the Smart Learning
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[Table 2] 4 ways to increase the interest of the users with the Gamification
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[Fig. 1] Gamification based Smart Learning system development Process
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[Table 3] Gamification based Smart Learning Implementation Specification

Needs Solution
Interface Design UL, Service Design Photoshop, illustrator
Server DB, File Server, Web Service Ubuntu, php5,codelgniter, mysql
Client Application(Android,IOS) Eclipse, Android Studio, XCode
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