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[Abstract]

The importance of English conversation is increasing in Korean society to adapt to the global era. Therefore, research on
English education content using digital media is increasing. Educational content research using digital media can be largely divided
into educational content development using gamification and that using game-based learning. According to recent research trends,
research on applying gamification methodology to education is being actively conducted; however, research on educational content
using game-based learning is relatively insufficient. This study aims to design English education content using a game-based
learning mechanism that increases learning interest and motivation in learners. We intend to develop a game-based learning
English education game by introducing a platform game using storytelling and step system to increase learning interest and by

utilizing on character development and a competitive system among the game elements of collecting RPG.
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E 1. 7s 285t &5 B & 2-33AE RPG AIY
Table 1. Terminology related to learning using games

Terms Meaning 2nlE Eo] HEHA Al AJF ] Beld ZEHZo] =3
Game-Based N S;)rvnve;[(s) achieve educational goals through ok olH g wutd EFFole MER A At T4
Ieéi'ggrrﬁg;" ~ Among functional games, games with o2 Pgdu AL FE7F 8= ‘33 RPG otk 31 E
educational purposes RPGE RPG(Role-Playing Game) Z27} A58k thdh
Gamifcation | 2 e to game to non-game ardas 49 3 AU T Feg S8 Gl 34 g2l
soousgame | Aehod ol esortn s costlpese - [15], 1% G 8 F S} 7l ol 8l 3
Alternate reality | — A way to enjoy virtual stories and games in the #= wkel SRl TEsIel= VIEH A7 A, ol
game real world by mixing fiction with the real world o RPG 84 5 Huld ZFoA Ad &L H8A)17]7] o]
& QAES Fadte o JPEIT o]y T AAelA
2-2 EHEAY Y H.o] CCG(Card Collection Game) FE2Z g-g-3}o] 7]8
Elo] A} bk ARl 28 A9l 25 S Hgtesy
SAF Y2 19819 §7] F5 AEew A Al 2o 2713 RPGO| 9ol uH=o]FtH[15]. AnfEE E
FgmeA ARA, FEALS B AAA 30 F& Az} Apepo] ubaiglel whel 3D ehlat AEelE Rl
O] FIL 9t} EHE AN FAF(L o] T AL wulel ZHRE A0] AlFo|A B F 2w et 9
A ofu ZHFL AN Aol wat vl E o] Foxl t16]. 483 RPGE 7129 RPG #=29] PVP(Player
ZEo| d & Ja AE W S5 2 & Ark Edolo= versus Player)4} PVE(Player versus Environment)$} 7+
HEE FE EHES &4 T FelES Fsi ofo] o AT G A A AES B EX3F BEZ SAIsta o]
g gtk Hxs 85 A Zlolske 544 vl W2 HARS HRS 0 Ty Zglo]o]o] &2 Xy T2
v A dEe Eeete] AR SH9E Al 8kl Suksiths Exo] gtk gk H Mulaga Qs AdE
FE2E rnte] e 22 3 A W(Hop andbop), Mg &2 S 2R 2278 RPGE AA) Al~eRT) e e 53
7222 A 9l H(Run and gun) 5] et 12]-[14]. o tia] o = uES T gtk = o)AnT) 'AEEY o)

& o] ATHoRM FeolZ T FAT AYEE A
AA7)3 7} oo )& 7HE S 91 RPG B29] 827} A
2lo] A8uo] 4 29 NEe) 4% D A5} A2
o] F410] S wf-e] Fejz Waks k171, (18],

-4 B0 S8 AIY M 24
T i0S€ App StoreollA] 2023 10¥ 71=2

2 Q)
‘o] W' AL 1) kb o] wg Al ol
AAe1d 3t A19) 4 375k NCSOFTS} 95 ehde] 5

38 1. BAE A oAl - AHORIZ3) ATE “BF IR Gl s AL dhow WAl
Fig. 1. Example of platform game - Super Mario[13] o},
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*This in—game image is originally written in Korean.
a8 3. wol B WZ o17| S5t - ofElo] SEH[19]
Fig. 3. Children's must-read masterpieces and popular
fairy tales - Children's storybook[19]

Could | havel M}

bring  how @
an extra cup ) has been raining
e = for aweek book
a double shot

*This in—game image is originally written in Korean.
O8 4. RIS LZ2IAl - GEtof, Hof 3|5l AmlZ EHHOY[20]
Fig. 4. Catch It English - English vocabulary, English
conversation, and speaking all at once[20]

THolE olY Bl SEHE ¥ 2M2

Chg & "XX"§ D2M2

*This in—game image is originally written in Korean.
J8 5. R 121]

Fig. 5. Duolingo[21]
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*This in—game image is originally written in Korean.
a8 6. S5 Y32lA[22]
Fig. 6. Hodoo English[22]

E 2. o] JmE=2=2 A thE Al AE g cb™
Table 2. Representative cases of English educational
games advantages and disadvantages

Case Advantages Disadvantages
— Automatic reading - :‘aCk,Of addglonal
service provided %acr;g]glas;ucangs
Children's | — Storytelling—based v ulary
. grammar
storybook learning .
) — Lack of variety and
— Game-style learning
. > int number of game
ores using points elements
) - 0ld Ul/UX
— Step—by-step learning / )
— Lack of learning content
process . '
) . above intermediate
— Various learning
level
contents centered on . -
Catch It ) ) — Repetition of similar
. English speaking
English e game content
— Al pronunciation “E i
correction service ncourage pal
o . payment
- Leaming in various — Lack of motivation to
game formats ) :
continue learning
— Imbalance in learning
— Game-style learning content by field
- Individually tailored — Weak professional
learning learning function
— Diversity of learning — Lack of learning
Duolingo content such as words, explanations
sentences, and — Repeatability of game
conversations mechanics, problems,
— Management of etc.
learning progress — Lack of motivation to
continue learning
— New 3D metaverse
environment
— RPG character training .
— No autonomy in stage
system .
) selection
— Increased learning ) L
Hodoo X ) — Deterioration in story
) immersion through o
English and quest quality in the
games
) second half
— Conversation—centered .
; — Paid content
curriculum
— Step—by-—step learning
process
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