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ABSTRACT

Purpose of this study was to improve students’ negative perception of ’'difficulties’ in
science & engineering. a survey tool consisting of four questionnaire for research had
developed. For the experiment, this study used the gamified contents and used to 58
students of A University in Chuncheon. According to the results of the analysis, it was
found that the gamified contents influenced a positive improving the negative
perception of science & engineering. Based on the results of this study, we will discuss
the sustainability of knowledge acquisition along with the improvement of negative

in

perception of science & engineering.
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[Table 1] Used learning contents List in Science Level Up

. Content Related
Content Name Level Learning Goal .
Type Major
. . . ) Computer
Cloud Computing Junior  Cloud Computing Quiz .
Science
. . . . . . Electric
The World of Virtual Reality Senior  Virtual Reallity Quiz )
/Electronics
Nano Technology, For the . ) Nano Science
Senior Nano Technology Quiz ) ]
Future /Engineering
o ) . o ) Electric
Wi-Fi Mission Impossible Senior Wi-Fi Quiz .
/Electronics
) . ) Electric
The Change of the IoT Senior Internet of Things Video )
/Electronics
Utilization of Oxidation and ) L . . .
. Senior  Oxidation and Reduction Video Chemical
Reduction
The  World of  Wireless ) Electromagnetic ) Electric
. Senior . Video .
Charging Induction /Electronics
‘ ) Architecture
Hang in the Earthquake Mania  Earthquake Game ] )
Engineering
We Make Big Data Mania Big Data Practice Data Science
Brain Damage and Disease Mania A Nerve System Quiz Life Science
Extraction in Life Mania Principle of Extraction Quiz Chemical
o . S . Basic
Bernoulli Principle in Life Mania  Bernoulli Principle Quiz . )
Engineering
. . . Network User . Electric
NUI in our Life Mania o Video )
Identification /Electronics
Technology of Self-Driving Self-Driving Car . ) .
Master Quiz Fusion Science
Car Technology
Principle of Carbon Dating Master Half Life Video Life Science
Genetic Recombination Master Life Science Video Life Science
o . ) ) ) ) . Information
Principle of Biometrics Master Security of Biometrics Video ) )
Security
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