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Communication Effects of Gamification App
: Focused on <Everybody’s Neighbor>
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[Abstract]

Communication skills are emphasized as one of the key competencies of the people who are living in the fourth industrial
revolution era. However, it is widely believed that traditional education systems focused on individual learning do not provide
sufficient communication opportunities. This paper proposes a method to activate communication using mobile app. In this study,
<Everybody’s Neighbor> app was developed and used by college students for two days, and then analyzed the
communication-related effects through questionnaires. The results showed that both fun and communication were effective. Based
on the experimental results, it is expected that the proposed app in this paper will contribute to activation of communication

among people, increase of interest among members, and improvement of cooperative thinking ability.
AQlo] 1 oAAE, AHlo|D|mH|o|M, AY, BF2| 02

Key word : Communication, Gamification, Game, Everybody’s Neighbor

http://dx.doi.org/10.9728/dcs.2018.19.7.1245 Received 22 June 2018; Revised 15 July 2018
This is an Open Access article distributed under Accepted 25 July 2018
e the terms of the Creative Commons Attribution *Corresponding Author; Sangkyun Kim

Non-CommercialLicense(http://creativecommons
.org/licenses/by-nc/3.0/) which permits unrestricted non-commercial
use, distribution, and reproduction in any medium, provided the Tel: +82-33-250-6287

original work is properly cited. E-mail: saviour@kangwon.ac.kr

Copyright (©) 2018 The Digital Contents Society 1245 http://www.dcs.or.kr ~ pISSN: 1598-2009  elSSN: 2287-738X


https://crossmark.crossref.org/dialog/?doi=10.9728/dcs.2018.19.7.1245&domain=http://journal.dcs.or.kr/&uri_scheme=http:&cm_version=v1.5

Ol X" 28 =55 =2 X|(J. DCS) Vol. 19, No. 7, pp. 1245-1251, July. 2018

421 A4S AlO7t QA FHA A2E = AT R 4Cs
7} 9TtH1,2).  4Cst  E(Collaboration), A%
(Communication), 2] &(Creativity),  B]ZHZA}IL(Critical
thinking)¥] &9 &k SRS @ Tojolt}. o] &= Ao A L4
Ao 25 ok 87 HQlnk s S A A~
Hlof| A= o] & F-8] A FA] H3kaL Aok

2 AT 4714 C FollA] QAATS T A3 8 AT Wok
ot} R aETS HAS A & 5 e T3], Bkl
OAAES Fato] = ofolt]olE = A1 Fol=o] o
Fg o PrH4) 2E]ar v AR Ak E ) ke of
ATHS). o2 gt o) FER QAIAT S T2 CE A ZHofwt
3= T 8g 3o = Azteic)

SHAIRE 25 AF3]o A= F Q3 QALAE TR o] A2
AAA] g3t ek ZF T 1 AT FHo R <l
2 AR o]ofXITh o] 230 AE TR Qlto] A= o]
& AlREo] glo] SbaE wAlZE S8kl Slthe).
B3} AR 7} A A 1Rl 0] ALEALe] ST FA)| 7} B AL
ATH7]. @A ARSlR= olg g AEARE 5ANRIERR] EA=
ol tt AH 7} EHrtkxl o] 40~50t SRt o} 2} 20-30HHE 7+
A AF o= - 73H7] A 2T

OS F83F 782 o]d o] x| orfaF
Ul SJAkAE whdoltt o] gk tiEo] o] QIEI Ul 2m)

g

e

ST P

M
AC)
R

Slek. olel @ A48 4 FASe] A91e ZuhE E3t el pC
o] wrgto|to], olef @ AREA 7|%e] Wtz Qe 97
3z ARk 711591 AJzbe] Sojutu] Eele] et T2kl
o2 ool T},  ATAL EfRle] tjF Fahl o Qlale] 7}
% BASZ oo}zl Aoz Wera. Bl o Fuilow

F

YR BAEE oS B Fold = ol

2 AT 43 23 Ah] QIS Bl ke
529 F24E %4 ATk 123 o]l GARLE HFO
2 A% FASS Fate] AL sjole 4 ggik 1 977
& olelgt BAlel v AR AE gIske] <mie] o] 9>
P2 A, ofo] T EIYS FHA, <o o] %>
e SRR BA} H 991) 2w Eal Eelo] vls 5
Aol istol AT S Qi ETCh <E o> P
nhE ES o] gdto] AR ehe = Qi AB] FA, 7|38
AT,

AT A 2ol A SAKRES S Ash] 91a watel

QI <BHF9] o]-2> qie] i ujA o] ¥]= Alo|u]F]Alo] e
tjgte] olofr] skt 3ol A= <R o] o] 8> <lef| tlste] A
W}, 4ol A e <R o] 2> qio] b= oJAlAE Tt A1
ol tjg Felr o] AEANE BRIt vpx| o @ 5ol A=
47go o] Aol tgh AEn} <RFO 0] 9> AL FE oA}

‘sl viate] Al

http://dx.doi.org/10.9728/dcs.2018.19.7.1245

II. OIEx HiZE

Alo]n] 1] A 0] A (Gamification) 201113 7=y A ZgFA] 2~
FollA F7 2011 Gamification Summitoll A #2533 &
o= AY(Game)dll ‘~ P& 531 fications & THE &
ofojtt. Alon|FA o)A AY MFtHAES AlYdo] ofdd
Gl ALAIA 7159 29 FEste 7otk Al

O O
&= Zlolti{10]. Alolu]H]Alo] A& A2l 5491 Zzo]
o] 2= o] B, APHA 91E F, u, JHojo] 5
7do] 1o &2 REd T 11].
rpAE Gl AolmAAll S A-&5F AL
Sk Q1o Slspoll A ARS-El Wi o 2 54 g gl
o= 58 5 JE VRS eI O1E Y

njsaAol o] A8 s B} 2o

E3}e] ofo] 4 Bo] o]l Ego] FrH13]. o] Fh A

QoM AlFE SRS 7] Ag o R AlIQ] i YE
S A8shes A F2 AR 1Y 4 Aok 18] aL [14]
uh= i, 3t 5=4] @ ol A Wi LAlshE oAk Al
Z AouzAlo| AL B3l sl As 4= otk © 5 A, 23
o) we] P ek LAE AT A0S B3 A
2ol g AR SHE 58 oA aE 5 HA R B

shael b ue 2

3
9
o

Em

II. 22| 0|

3-1 252 0|2 &4l

] (-}
250 o 32 LE0 ol3 5
ol ok 810 298l

M29| H[YHEE Fohifel
4l axkS oot Shict

g2 ol$S thiuHEE atha
32 Yool EMsIEML

a8 1. 2729 ol ol =tH
Fig. 1. Main of ‘Everybody’s Neighbor’
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