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ABSTRACT

As environmental problems such as global warming, and ecocide have a great influence
on society, the attention to environmental pollution is being expanded. To solve the
environmental problems, the awareness and practice of members of society in question is
required. However, it has been found that few people are participating in practising
environmental protection in real life. Our main goals are to show that Gamification has
great potential in delivering messages for public interest and to suggest guidelines for
researchers and public contents developers who engage in designing in relation to
Gamification. Based on the domestic and foreign theoretical investigations, we found that
Gamification mechanism made based on psychological mechanism of users aims at public
interests’ value by maximizing motivations of users and spreading social relationships
among people. As shown in the case study, if contents are developed by reflecting the
elements which stimulate challenging of users, the elements which can express their
opinions, and the elements of altruism which form the sympathy in the development of
public interest contents in the future, practical participation of people to solve social
problems can be expected.

Keywords : Gamification environmental field(Z7%-oF 7lo]u|=]#|o]A), realization of public
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