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Abstract

This study looks at the social implications of gaming disorder by considering the situation in Korea.
Focusing on specificity of game genres, this study analyzed two aspects of the game playing effect—
positive(cognitive needs) and negative(game addiction)—and suggested directions for game regulation
policies and game addiction studies, since game playing effects are closely related to game regulatory
policy. To analyze game effects and attitudes to regulations, this study performed regression analysis
based on the online survey. Results show that game playing effects and attitudes toward game
regulation differ based on the nature of game genres. While longer gaming increased the effect of
addiction, it also increased cognitive needs. Playing roleplaying, Aeon of Strife, and strategy game
genres(RAS), which are subject to game regulation, increased game addiction levels but simultaneously
contributed to increased cognitive needs. While playing augmented reality genres positively affected
cognitive needs, it also showed favorable attitudes to general game regulation.

M keyword : | Game Addiction/gaming Disorder | Cognitive Needs | Gaming Genre | Augmented Reality(AR) |
Role-playing(MMORPGs) |
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7}A] EfolES FA4 0 2(E3] MMORPGs AY Edo]
23 A+ ZIE BHESIHe.g [13-16]). SHAEE
Ad Edlo] AlZtol gk FF=T olg BAIT 01-.—
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=S 4 Sloh BT A g2 AY #A Hf
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A Yotk IAE 4517 Ysll 2016E 10€ 26
HE 11¥€ 297H1] 194] oA AQlE tihdoz 28Kl
HAE ZAE Y519t 2 AF7E Y9 2811 #id

At Embraing ©o]&st] HE RANE AR
20159 gt Q1F9] 74%7F PC T HHIYE AYS
EdolPrh= IS 1HPS ° AYWA, 2015), &
A9l RAL TRl Ale|HE EASH] A 221
AR RARE ARSSHe Aol Fdsithy wdgich
Embrain 3fg-2 195F Ho] d= 221 QIFE
(online population) =™, MY PG| F9]
SR TS (QIF 24} 201549 109) 7I&02 A,
A 9 A9 vlgs2 It

AT FE2ol= F 1,759%8°] ZE] ek A
7= FARE AAEe] 221 20 A7t LS &
o A& 2AF URLE #otth 2o A& gl A&
ZALE gEsle ) didEE A G0R) B4 Q)
EB7} Z3E|Qlt) & 5,115%0] HYS ERIsHA L,
4,963780] AR ZA] g ow 2,162%0] AR =
AE 4 2,1627 F 40372 SH AlZte] Y&
71, Sl FEHAY B4 9HoE Qs HF
dlolEolA] AAEAE. SEHES AAPOR W4 4.0
(@) HHEE 71202 30%AtE. AESHAe] i/
= ZA57] 98l Q1T ¥ A (2015) HlolEle}t Blw
St 23 2 A 322 dugde Btk £8 AF
FARA, A AU ok &2 12714 52D AlolH
(V= 1,362)° 238& FiL 45 JFA (77.4%).
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i

S FIFEE /IS 2E (1), FE 0, 1E
(3), 284 ol tE” 4), ‘HEgd & (5) 7IEe=
Zct. &5 “1-9 ofst (1), “1HvE~23T
L (2), 2AWL~4ATY (3), “4HTL~6HTY
(4), “6HNYP~8HT” (5), "8~ 19 U~ (6), ‘1
o Yol (NZE A5S ZAAt. AY EHo] At
2 5% B AYE k= B AR (20159 10€ ©]
Do ZFPck AL A Gt (0), “1AZE T
(1), “TAIZ~2A1ZE (2), “2A17E~3A17Y (3), “3A1ZE
oA (4). (M= 2.96, SD = 0.97)[% 1.

6 20159 gk =RIo| A9 ol8F FAl] TEw (AARA,
2015) 2 AT 109 % 7.480] AL Salolsln Yk 2
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1. Qs w4 (N = 1,362)
M SD
HH(1 = G}, 2 = 04X 1.44 0.50
Lio| 38.7 11.07
fmess 3.88 0.60
25 3.22 1.42
S2(3F 194 0]2F X 7|F) 0.36 0.48
Al Eail0] AlZt 2.96 0.97

AL A27. RPG/MMORPGs, A0S, Ak AY- 9

AR EA4E& 71808 sto] (REQ1-PC 4, EH
Eo] AlY, EYZ B), RPG, AOS, A= A|Y =9
HEE (0 = “Ag ofye}” 5 = “wj-& A7) shbe] ¥
F-RAS-2  FARHM = 1.08, SD 1.24,
Cronbach’s ¢ = .75). A9 =k &9, 2 o2&
T 35 52 7IE0E AdE 7] AYES SHL
2 AY ZEE A

AR(Augmented Reality, 4d4) F2=0 = “A
g ofYr}” 5 = "¢ A" RIEE 7|E0E she
AEoz ZHHM = 2.09, SD = 1.80).

2E/HE/E BEE(e.g. S 2B Z3H, 7PLA}
A, 59 vhg, HH5) A2+= (osF SPW) 0 = “Ag
of tt” 5 = “ff- A" Wl E 7|E0 2 shte] A&
o7 ZHAHM = 0.59, SD = 1.14).

AQ 35 AY F5 AEE 8L e EFo
2 (48%) 0= A opt}” 5= "mj¢ 1t Rk
2 AY F52 sk HEE ST AYeRE
Sf 715 9@ A BATE AESiRE” S/ Lol X%
o] YEtE EFst AUS A&SHA "ot ‘Al st
Lo}, A= ATRE 91 Ho] Qlok” A g2 7]
A Hloju7] flsf AldS (M = 2.09, SD = 1.24,
Cronbach’s @ = .83).

QA &3 F 5709 B 0= “AH ofrt” 5=
‘- 2Ty RIE R QIA| E4E s MR &
AYPeh U= od Zatof sy of 18A F=A olsh

o

7 IAAEAY A AR EF0A AU Edlo] A7t AR A
o G2 Ego] W= AY Eol ARt HlFH A F7IeER
o & AY Z=2 Edo] RHze AY Eol9 ZBE=EE
(intensity) oJu|gtct.

Shelx welsh|Hrke T Qe HE Wolsel: #
otk (¢ T). U ol® Al el Az ad
WEe whe U Sh U AR A2 e
ol 8z FHlo] ik (9] 39). ‘U Yol 47
Slok SR AL 7134 wstela gk (o 39). ‘it
£ o1 Alo] Bol Bt FAIE AT u S4
(M = 1.08, SD = 1.24, Cronbach’s a = .75).
AY FA = (@FA AA): AY AN Bk Aol
o §49) BEE 245 FeA, & A7 AY 7
Aol thet HES 08 e WS 108 WS
A" 114 HER ANAel A A1) (e A
& 9 BAA Acke) YFS A/ S
0014 107H419] 233ke 5014 +52 A 358}/
TgsIgon, -5k v Hit'S 455 i A"

oJmgH M = -0.04, SD = 2.68).
VI. G BN up

A Eolet AY F27 A B3 D AU A
HIof A= FFE Lot flsl, AAH BHEA
2 9(hierarchical regression model) Z-&3ic}.
$A, A7 et Al o] AIRKY AnE A
HE27] g5, ol& ¥4E A ES0A dYdF, o
o7 AY FEY EfA 23S 9o F RA &
o] AY A= Eo] R=E APk A AT
=ol, Ad A2 ¥k AY Eol ATt HlEshA
F71etol7] dizel, A B2 Edo] HlE= AY &
go19] Zr==(intensity) 4T o AS Aotk

Vi g5t Zat

AY = A= rd, 7§ $F0] &1 (8 = 075,
p < .01), F2 JHALE (THA vt AHE F)

A Edolo] sl FAHHRA FFE oS wol v
Aoz et (8 = .103, p ( .001 )[E 4]. AU 5
3t AY FAE Hoke Hmrt ot o] A
7} BFBAS r=.063, p € .05 Atk= HFe 1P
o, 22 Jo A7t A F5 298 ] oz
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d&stes A WS SHIETH FE J9LeE Uol
7} BAGE (AFAlS = 239, p €.001), Yol= Al
o S5 FAHCE FYuEt TATE BE&A] 4ot
1, AlY 35 53k AFERE (1048 71822 3D
Z}o17t RA} (Pearson Chi-Square= 80.405, df =
75, p = 314). &, Uo] Hees HEE 1 Y2
A F5 BIE ASske dl olAl, it Hre] A
£ &P vopt AEE AY 552 BAZPeE
FYuskA] Authe AE 1l B W, AY
A e AHE £ B2 JdolA Ad 559 83
7b S it 9ol SuEth BE Hdo] Ad
QIF BASH &9t tlEo] ol& S = ok
gt 8R1Z % AFolA gAsof & Aol

AYD Edo] A AY S0l TolAle APA+
o fARRE A EEEAT (8 = 1183, p <.001 ).
&, A &) A7 VISR AUSE ANE &

—_

Aot Aot 27E JAT 4 At A
o TE AYoR Qlsf WLl FAA
< A =T OFE 1-1 AA).

S=to] ATA BRS E Aol A A 2=
A, AOS, AZ/AlEH ol AU F=29] (RAS) FH4
Ql JFHLS HARE B A7Ash= AY ARAE
o] A5 1%, RAS Z= EdolE THE AUS
=8 o gol o[tk (7Md 1-2 XA (B = 274, p
¢ .001). E HE HYEe ulFPAT (beta
score), SUEAE oMY EWF 028 thAh JfFHst
A Edolohs 24 VEYA A, dE, ¥ HE AY
(SPW)& Sdlolske JuollAl AMSlE A whdou,
s e, 234 71204 Zoshr] Y5 Ade
= A3Fo] AL (8 = .020, p € .001 ). o] Au=
Paik et al. 2017)9] AF+AHL} FAFSH|[49]- Ant
EZozul AU k= oA PC-281 A9
Sk JoEg AY $50] 7P A =EEHUE- 2
ATE Bofl, mHMY ERES FE ol8s AY A=
ot A S5 BAE FAFCRE AHE 5 A
ot AlY 52 Sk WICE, RAS A2 Edo]

8 A& FAlol= BHtd ERES o83 EE24Y (MMORPGs,
e ZUA M, volE A%z M ) Aol eis)s] o] o],
THY AL HEE PC SRERCIE AYAHo] won 4
8, Aol me o] Yelo) Holst HrjAom Agh

O|(serious player)2t 2] 7AFA5H & °](casual
player)sh= SPW FE2 AJA T AUSEFZ 54l
ke 437 E2E %tk A2 997t At 4E
Al 2 AFATe] gt 99lF © AAIS] =<5ttt
ESh ZAR 119 T2 AR FE= AYY BFH0 &
o} FAFHCE Fougt WAE Holx] ATt 1A
A& mdl ARE v2sf Zobd, AR F2E S0l
F5 Ad SR 3840 SHel (JIA &) &
St

I 2. Aol 2 AY S0] Azt

TNF [ 12 | 253 | 3RF [ o
e | AR | ARE | ooy | TO%
20s 86 133 74 49 342
30s 123 139 64 46 372
40s 173 132 37 25 367
50s 148 89 30 14 281
Total 530 493 205 134 1362

Pearson Chi-Square = 82.562, df =9, p ¢ .001

I 3. 8o moE AY EH0| Azt

TRZE | 1~2 [ 3Nz

oot AZE R~3 AlZH oAr Total
=3 264 287 131 86 768
oy 266 206 74 48 594
Total 530 493 205 134 1362

Pearson Chi-Square = 18.006, df = 3, p  .001

AR &7 & 2d. AFolA TP ZE AY
A2 A 879 AR IAE Bk g A=
Hr} RAS A2F Edolohs JUYSE A £
=A vERdTE (8 = 151, p <.001 )OHE 2-2 712).
A EFlo] Alzk RIA] 5 Afojof| 4| Fu|EL At
7t =&E A= (8= .086, p € .001 ), AYS o] 5}
H ALSET 22 2R BT AUATHAL &
2 W5 BAIH gk o, A Edo] Azt 9
), AY &0l Alzto] g2 A ¥ol sh=- H
oA QIR 847} =A UsETHIE 2-1 712D). 2
EollA A AFtol tigt 2JolE o A5 =2JsHilct

9 SPW 29| AL p = 07622 p Y 99 +22 0.12 §
S 0 5AZHoR {ou|Fch,



A 220 9| &

QFH

1 AY FH HE HTAY Y2 SH0Z 433

H 4 AY S5, 2XH 7, 78 H0 01xl= &
29l
Ay |, ]
XM 2
z= QIX|X 25 BT

B1: QI7&HH

g

CE .034 -.023 .130%**

L{o] -.027 .096*** .206%**

fmessy .056 .052 -.020

AS -.031 .002 .045

gl 114 022 .072%*
AY S0l Azt .061* 77 -.042
R-Square (%) 11.2%%% 3.2%%% 8.5%**
B2: B1+ A

2

gg .025 -.022 10%

Lto] .000 107%** .190%**

fmEss .050 .039 -.022

AE -.021 -.045 .039

Ho .108*** .026 .067*
Al Z30] Al .056 .086%** -.041

RAS .013 157w -.055

SPW 115 0544 .027

AR = 142%%* 146%%* .079*
Total R-Square $xx ok sk

%) 19.3 9.5 8.8

Entries are standardized regression coefficients;
Significance: #o (.1 * p<.05, ** p { .01, *** p<.001; N = 1,362

AY 7A "z & 2. G4L¢+E (8= 110, p
(.001 ), Yo7} &= (8 = .190, p € .001 ), 20
Al Blgke] 2 E F REYSE (B = 067, p € .01
) ALTHAE dske Aol &tk OH 3-1, 7
3-2 AA)). Yo7t H&5E(® 2] FHLFEE 3],

AY ZFo] Alte] AR, A E&o] Alzte] Al

AFAY] Bt SARCRE foulstA] Tt
A 3-3 712D). &, AT A "zl disiAe A
Edlo] AIZE o]9]9] g4 tish EA ok dths e
USAH.

RAS BA2E EF01TE AIE AXSHA BUA
g FAECE fejvlstAle FdH O 3-4 712)).
7Vast Rz AR Edo] A B AdtAlel
gote BlEE B (B = 079, p(.05) (O} 3-5
712D). AR A2t AY S50 SAXCE F SJulshA|
Ut Aol th2 A, AR FEQ} A Alelete] A
£ olsishr] HsiMe et SHolA A7 BIE 2
Asflop & Zleltt. ol& 918l AR 7€ 22 AR AY
F27F alE A1 AVedt fHAIke] BAle] Higt
olg7} AdasoF & Aolut. A8 A7+ Aol o
g 2oE o AAIS] =S

vi. 28 % 9|9

}EL% °HL 7%101‘319} A9 Fzo] EXS ApH 0
& DAY AU G AUFA e Wt
Aol A, AY FAE AT FHOR 4
of, AY B2 Fefelo] e AYTFA FH] B3t =

=8 BAY ATEAS W, AY Eeo] Ak
Sl 56 A9 Aol 848 FHoz AY
o9 $YH EHAY F5), 394 EHIA &7,

AGTHA ﬂiE—% =0t E9 AYSE A7t vot
7tok S Wkl tisiAl =Rt AlY Adtol B3t o]
Bl i—fovl fleixE AY WAL AR (B Z2/
EHF] ofs & o5 Eolsh= ) AU ARE

of (3&/5tAel Hgk Q14]) gtk ofsi7t A= ofoF &
A, ol5 sl A 7oA ZAEsh=
Al 29} (RPG/MMORPGs, AOS, Az AY), 1
FE2E Edlolshz Aow7t AdAoR W AYY

A& A
o]

o
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I A gt =g ATl Holgd ZAs)
of E4ct. E3h EATE AEA 54T AR F2
gk olsiet muld EHE FAY AFE Al
(SPW) tigt o3]S zol=r| olukxgk 4= 9J9ich

E AT Ao YERE AR 29 F42 53k
k33t 2ol sl & 4= vk AR Al (ZA
SPW (SNSs, HE, € BE Ao g2 444
olE Q7gith ZAR 19 FS AR EAHE
E3}17] QJsiA AAE FA AA0] Fofslal BEAFE
55 st w2 Wt Aes Alflof gtk ol
271 Q1A &t FHH 0T JIFE v|Hivh= A
ote I3 o] 9l& Aotk BAHE Y55
el £ NGOz olFote Ak A= BAE A
o[ stofF 72 Atarst g} Q14| kg 710]
A & Zolh. A AL Fushr] fIgt 710l
A AR AYE EFolstAY AR Z&o)7F S W9
SR (Y 5 Fxo] #HofA), AR FZ A
AS EFoIgozH FFA At SAHQI &Y
< (A28 71E0Z 3= Ed0) dg 4 IS Ao
t}. RPGY SPW A28} 2] AR Edojo)7F =2 o
olt} A AU oh= FE (e.g A 30 A
HE %) 33| =& Aol T AR F2of disiAl
£ ket 33AR1 73t (59] A% SRl Higt A+
At 225Y e (e [50-52]), ¥ A+ At
£ AgATolA gEd ATAY A% S B2 A
o] A Hz-91x] &-ox FHH o= 28
=4

Aol =4 AUARE (B = .079, p €.05), T1&F
Az, AR F2E EFoloke Mol ALHAE A
Ash= 7Aggo] &9kt AR Ao gt &2 A =e}
7| EAR 9] 54} WS W0 ok & A
T-9] ARo| AP A7|E ZAR 7} kol A
9 A]7]19} fARH (2016E119), ol& 3= AlolH
7b ZAE 319 22 AR AU F2E AL Ht Al7]0]
71% Sith. AR A7|&83 2R 19 A% 54
T 3 ARNHE 2L 7]&] tigt FAof o
3 @2 TS 7)ol Yt AR AR V&
o digt FE(Technophobia)?} Uol7l, Mz2L 7|&
2 =% L35t Aol gt F2(Game phobia)Z

In

o

H
o I
y o oy & oo

=

=

[0)

QlafAl, A% A AR H2E Edolals Yol
A B AFS BAD Ao HHT 4 Atk
T, BAE 10 FAY S8 A A3 EAR 3
S0l 15t A AL R LEAT F7), eg U1
Aol LA 142580] 7o) WAL} EAE
o} gele] QIeka 24 [53) 522 U5 AR 7%
3 AY 2o e A9 BRAS AL AR

7Fs/dol Ytk

AR A28} 1A HEE tE SHME olsE 5
Atk AR H2E EZdolstEd A2 rufo]Act
(affordance: ZAE 115 A Pok= X4l AUEE) A
22 71&] tigt 82 52 HH=o](game literacy)
Aok gtk &, AR Edjojoj: g ojHE 9] B4
2 Hol=t|, RASS SPW 7H 7HgH o2 fAE T
L Ad g, AR FA, AR Z20| it #4171 24
S SHT AR AY EFlolol7t (7%l Hig 4 o
E]) A9 "aAol Aok Hzo] 9FE vHS
7Fs AT Ytk

2 AFoA 1A S QI AlE ARl ka2
YA B AFoAE= EF AY Z= o7t QI
A 8o vl Gl Hel uFFch AP Aol
A Williams ¢] (2006)[54] ¥ Martin & Steinkuehler
(2010)[55] &= MMORPGs®] At3]s} Ja} w50 of
3 =93], AYES o83 w&/g<5ol 3t of
AolA A Edol7t (AFF) sl FHHeR
olupx|gtty BAFT} (e.g. [56-58]). oA =95
vro g sfAs] Eoby, 2 A9 A= RAS AY
Z29o] 353 E4S wrget Aol & 5= 9tk RAS
Zdlojoj= A9 PFF, FF AlolH] P& L (HF
SHI Q) At Zdolol9] At P 5o v
of 7|5k HA HFHog PFafof it BRE I
o] AsliAE (A oteld & 9 73t Ao o
A) A5 AFE o F5/IHP s dlof gt
ki RAS 29| ojggt AL AU Atof ois]
A5k, B2 AIZHE B0 B ST A4 siES
et ohFet e (HE/Ae 1E) 2AsH gl
A Edol7t et o7ke Hal avlshes PVt
(passing time) oFH&}, MZL =4E& S5, vi=
< 9ol ohs Ffloltk. Yolrt RAS AE2E Hol

S o
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Ed°lske Alol= ol of
=] oigt AFE %ﬂﬁa‘ T A Aotk

lm

X&E %—F—ﬂ | POJXI =

ohe He Eeo

_T;
N
J
i
Y
o
o
=1

Uit A RAH ZAL 5 L o
£o] AP FHH AL PP %L HolF

£ %93 277 2 ol

SHAEE, o]2 FAo RAS AYE Wol Edolds=
A FEE 5ot 23t BEH. BRE 0]27)
AT Tt A/ e B /YR A
% Zeolo] o B AR} &g 7]golA s (2

2 715 9 A7 WAV 234 T), BE/ WSS
ol =g79] oukzto g JAMIS| ZA&o| 9l-Lo %
oL AUE ASH 2 2= Sl &, £ e
YT EHUSE AE 02 FHUSE Oﬂﬁﬁi i
ATk B9, RAS H20) uly Zg (1A 87
MR G, A S50 olFtAlshs) Hd
& Agich. AY FARAES] AYSESS) Yeloletn
Hluge 57 1?4 ﬂfu Fue AY FrAA
A il @ el 2 &h—f—

iﬂi OPEﬂ H=dE= A
k. Null 7Hdo tjg &7ko] (eg —-31“—& A
S5 ZY4S HolA] g A )
5 = SA0l-UA, 59, ﬂé} 11741 mf- et
A o= 2R A7) dAHer Eils T Hem
(publication bias) 218}, @A7HA] Aol gt A
ZQl A7} o] ROl AA| P, EAFME, AL
AR BAA 2HS 7 BAsHA, A Zd o)t
A2 9] ESLAL o35k | §F 2L Yoziths Ao
o7t Slt.

X. 97 3 Y

"
Joi
e

T Mgt

AR 7ot ARQGHAl ezl Tt 37 my AP
(R AlF FhHe] 10%=2 v]9iel 2 a3t AP o=
=g 4= Qlek skt ‘ﬂ%lﬂz—'! waet A A=gt
o0F2% E A4 SR FTHWUSE A
L FzFHo A 3 %—3: Zloltt. 53] QA &5
d&si= AgEo] 95%8 E2E =, o] AF: <l
A 8771 AY Edo] azte] mXE FFl Bt 7
& ATt 2o, S5 EYHUSE IR F1d]
A A7 AARN] BEY Zolct E3t Qx| 877t
1} g7 Aol A= QL7] wiie] B W] 9
3 AAl FFS A &  AYY] 532 ofs)
SH71= of#E Sk Utk Uolrh Aol 1A 8o
R QIHEAE AT APATFE Zoks 7t
A7 wZoll, 712 AolAlE QA &35 EHs
2 HAAPE Zloltk. shATh & A= AY F2o] ot
£ AY Zdo] a7t i1 A AFlE BA
Ho= fou|stA Yge wA & Uke e =&
k= Holld & 297t ek

RS 7IRES & Bkt B4 HRgRe F
2 7H)7} st 5 Utk @A) Stk 3% AT

s &2 AollA ST A B, A & W)

R84 =
2 AYHOR 24T 4 Y= 9

+= Aol

54 Blo]e] o|-g3tof
EgE Aol n o] Y FE BE T 4 AL
Aolck

heo AR AY EfolE $ASH £42] AR o]

ofo] wE FHAI oIt A& Al AR FE9] Aol o
et = (RASH SPW)oL 2] Bto|5o] thafshA] ekt
o A SEAE 1Hd 209, AR AU ZAE
o] g el /IS Aotk E]E AA Aol
9] 32.8%%0] AR A& E&01F7] wzol, AR A
< Edolske Adel 259 g ofdE(early
adopter) ARl 3o AU 4= Urh. D2 ojgE &3t
£ (7]&°] W3t affordance®} l1teracy) SAIBIA o
Aol Lt A AAE B3, % AfolM=
AR Z=Z5 EFolsk= Aol digt olsfiE H= =
g 5 A Aotk

AdFAI T/l Hiet == 22 Hojch. 2
AFNA = AYTFAle] et ARkA = S
SAIRE AJTFA] oA =, TRt AR A ARREESo]
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EAE. B2 A" WE A, AR &EF ot
oldl), AE ZHol/ARg, Tt A A B A1
gt SHE 3 nEsiop & Aotk A4l &
2 HFYd MMORPGsE E#o|she 4%, & Al
diafiAlE T 5= QAT AR SHollA e AT
& k. Egh FHT oA tiFohe ekl Al
of gt At AU T AHIA Bl gk =2 o
Al gasiet AY A Hete] tido] =A™ PC 7|k
RAS ZZ(Role playing, AOS, Strategy)} Tl&E0] &
vk Aol tisiA= A2 " do] HaF AR 9}
ong wutd Aolmel pC AlelHof tigt A Z:H
Eo| oM e 35 B2 A7t 98T Aotk

5 AFoAE, B ATl AY FHH antz
AAHE 17| L8k opue} thergt Q1 a3t
(e.g. A%, 9=, A &2 1S Eopo gt o] g2
=97t Hasitt @A, o= V& S Slo ek
= AYS &8s o (&9 gamificationo]E}
Fysle), YJRE/FRAES TP g2 Ad =
AT-E0] [59-61] EAgc}. gt AU =
S|

b

AABHE dl o), & AN ANT A

(o)
=
42| Eol4dS (53] AR % RAS A=) 8% =+ 3l

FEl=Z15Uo] AYEA (2016) WEH, “ES9
AJDQA FARES (EAR 1) ZZolA FEoF
gt -2 [P7KIntellectual Property) 714 mFg o]zt
R & 71&7dol 31& o] okt thst s oA

o] A7t BasA

oz
|
Ho
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