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ABSTRACT

Gamification is an important technology for the museum experience in the future, but
there is a lack in both its application and academic studies in Korea. Therefore this
study targets the technical strategies of museum gamification by studying domestic and
international cases. For this purpose, this study analyzes and compares the cases as
personalization, and audience interaction of museum experience and sees how the
structure of the digital program affects the museum experience in detail by applying
MDA framework to the comparisons. For visitors’ active interaction with the museums,
gamification should be designed in a way to contribute to visual expression of self
identity, utilization of the museum space, constructivist learning free from limit on space
and time, and interaction with other people.
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[Table 1] Characteristics of museum generations
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Narrative narrative experience from a game
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Players can have fun by
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Player can have fun by
Submission | concentrating on an object due to
a game element.
zb aEgd Z2ae A F=H, AY Edel,
B HSoleks AR FAsoll A Fl
SANA ZEdolole Aol gk BRE Fsta
A Zelo] HAE AR A Felo] B
A ol vAae $Ys H, nyg 45 o
Aolde A Edlole tgh R4S J5aiA €
o ey 7 ZRae A AR AY 74

o] Tl we}, EHelolole] A4 %
7} 9t} olgE A x}o]@gi sl Zee]of
7]_ 7;]%]3]_ A= H]7§' QA T3k %E}ﬁq’

AT A= [Table 2]o AAlE 7]Eol uwhet

HhE Eiluol FrA el Al Xﬂ*’é‘}% iy

ME
A R N

f
2

&

ot

o ‘ﬁ
il V)
o

fu

ol

o

2

AAAA oA

EUROE

x5 7Ry}

& E A A
Zb wEy T2 ZHgolofrt
8

25 AHgssith A9

Csikszentmihalyi)= % $740] =% ¢
AEZ BYdFHe 08 Z2¢gdan Hey <l
o] Z29E B3 dERSE =2 F Uvtn ¥
tH20]. AYE BHEAolA vFEFo] 3t Fu

Fasn, o 2298 39E 124

= ol
jaled
E 2N 2 g o A o

o) ] 2 ANE
& JTEs wo] BB A FrHow
23 AAE Ada @k

"NCM.exe oJ=wlx] 7}o]= | = #ojxpel o
gojEo] Halux F3 T2y gAaE JINE
o FuE At AR Fefe] uiAe] g
AMzEF 5714, EA%S =755 sk A=

k4,

oA o E/FES SAHAA

), FoAxTE AY ol u AA =dst=E &
th mgh Aasti thAEE HAAES] TRl
AAAQ] AnE FAE tEo AY F8 8
A obsEe] WA diste] 4 EsEHA o))
ste] Edlolo FJsd F I stATh ol FHd
27F AAAE Yo vAaAS BT dFEEE she
E5E 7 &3

Fxmex =233, A 'NCM.exe ©]
EWlA Jhol=) of mIFVHAR oS BHAlS®

Journal of Korea Game Society JKGS | 115



— =9 wrEe) Aolum Aol Ald AF —

WAl Ul Agstel ool o & AV
43de 2ES STk By ohe ofuuela
"aw 9A, F AE MAES Fol ol ofF
Sol7l %% 2etENAGE 049 1S A
AR AAste] Folxge] 7171% ALgsE el
237 BAHES Gk FelAEE 2rhENA
g Ba AT wAdoR HEA§sm, F=
2 d Solshl Fsl Ak 2y F )
g Lzagde Fdolele] gL Jldsh: 2
o] }5AE

o] 79l Aot ki 8= FA
A

oX,

ol

ol
Iror

9, Bdelole AN FAse AU WA
e & Qi TER Al Ak o] 1y
AN Felolol Auel HFEL AY Feolol
AN 5 o) WAl AL FoRe BAe,
ALE AR e FAT ol AZHow B
oA EAY & A= FAL AUA Ak,

<« BACK
YOURE ALL SET UP!

PLAYER 3
AGE 2534

3§
START
EXPLORING >

[Fig 4] Hidden Museum Z20|0f H{X| AH
StH[21]

T wAZ AY Zeol dANA "NCM.exe
=Wl Jlol= ) = WER dAAoA nAdy 7
H AAES 22X gyt 92 Ags gy
otk wEkd AY ol lojA BtEd ¥

d gAse BAo] "ot ol Ax}z

2
=9

20

5

to - ¥ 2

Z]

N

4

Joloj7h uhE vt HEA§51A gol= §

AARe Ad, W Cavleg)x Zao
I

IE ALY, AL A =R dF
o
=

%Nééﬁgrlrw
K

ECEl
g EERRE
/\Vr‘

i

2y

~“\
11300~ 50 & 01I%|

1
\

[Fig 5] Hidden Museum X|E Ol's2 x3| 756t
He|AE wE@ & FX([22]

tEol T8lE FAY, W ZHdstd EH
Arme G4 AAE AR ARE Awsta, dExt

4 :

[Fig 59} 7to] wr=s U] 7+ 79< 2%z oh)

st wEd AA Fx2E

Hol2 gzt 7]Eol= walel gl A

doetEs FEstAh @ Zdelele] <

olatd, “Al<d H
[e]

= el deA @A Bda, A vA

116 | Journal of Korea Game Society 2018 Apr; 18(2): 109-120



7}

=
T

— A Case Study of Museum Gamification in Korea and abroad

—
o

oy

oy

9 A8 Hlold

A

a=
i

o

i
H

r
|

]_

=]
LN
=

°

o1
—_'\__'_L_

=

=

gl

9o

A ol A

g9&
AT A Eol @

g o] o] 7}

3L

=

94

2~
T

sto T

°

a4

£

SRR

i

ke]
pid

ol

T

3

glojoj 7k ¢

1 T
E R

22 9] 9]
"TNCM.exe oj=®lx 7}o]=, ¢}

239,

R

3}

[¢)
2 ddsr] Zrage vjAd AxE 219 A

Ales 7P wE ARE el

7v AE

S A

AL

A

s

S

b

17 wEe] 2=

5|

M om

Féu}

ke
ENA

o

ol
w
TR

o wkgtafof

N

Aot ehelste] Helol

AN FE

3L

=

[e)
y

i

5]

=

o] ofum

e

4+
w

TNCM.exe ol=ulx 7}o]= |

+od

5|

o} ole} Bl

S sk
g4 7]
w s} A

2 olfolAgrt Hel

o)

[e]
o

g

]

A

=
L

I

"'NCM.exe ol=wlx] 7}o]
7

F sk
o) A}3]

[e)

v 8&

WA ol
RN

s

9

NCM.exe ©}
Apef ol A A

glo]

b
A

goz EeldA A=

=
=

&

Atk

]_
Friw

3|

°

o] Ay ool E 237} Ths

)

7} Akt BEe] Aol

9

7b BRIt

bl

S

o

g el

al

Journal of Korea Game Society JKGS | 117




o Alelmls Aol Ael AT —

a

Eu
il

I-%ﬂ

o
=l

— 2

%
R

Ak
s

—_
o

Ny
M
o
!

o Flel =]

3l

o
=

371 9lgtelgich,

o}
h

ey

Bl
N

o
o0
Bo
3l

N

i A x2de gew

L
.

3

°

)

o] SHAIA

3 Al
Lol Al A

wK

Ho

=l

23]

gdlojol7h A4 A

3L

=

ANee

2 dFEe] Alggtel oA

el

ol o]

o

0

A

.

)
o
el
TR

3}
o

©

L

.

4%
#e] )
R

t
)
171 13l

o

el

©
=

3
=

p
L

3}

SR ok

]

ECPERD
=]

L

L

]_

S

s 1 7I71E A
ojmjg} A o] Ao v

TE

—
—a

WA 7ol
233,
The Hidden

=
A

71 FolA

al

=)
=4
FES
3]
T,

ER
[N

"'NCM.exe ©]

1= w4

L

T

3|

SE

L

R
T EEELEE

oFH.7]
Alolm =] 7 o]

3

=

=

e

T

A1
ax

AR

Museum

TET1

3T

o) grle} WAl Aol

el
=]

=11

REFERENCES

= MDA

il

No. 2,

2,

What Museums Can Learn from Web 2.07,

Museums & Social Issues, Vol

p259, 2007.
[2] Kelly, L., “The Impact of Social Media on

[1] Simons, N., “Discourse in the Blogosphere -

# o] o

3L

118 | Journal of Korea Game Society 2018 Apr; 18(2): 109-120

7b @A =2 ad)

=91 =



— A Case Study of Museum Gamification in Korea and abroad —

Museum Practice”, paper presented at the
National Palace Museum, Taipei, pp3-4, 2009.

[3] Walhimer, M., “Museum 4.0 as the Future of
STEAM in Museums”, The STEAM Journal,
Vol. 2: Iss. 2, Article 14, 2016.

[4] Deterding, S., Dixon, D., Khaled, R., &
Nacke, L.. “From Game Design Elements to
Gamefulness: Defining “Gamification”,
MindTrek. pp2, 2011.

[5] NMC-BPOC, "Horizon Report: 2015 Museum
Edition”, NMC. pp2, 2015.

[6] Conxa Roda, “15 technological trends in the
museums in 2015/2”, Museu Nacional D'Art De
Catalunya blog, 2015-01-29,
http://blog.museunacional.cat/en/15-technological
~trends-in-the-museums-2015-2/.

[71018],[19] Hunicke, R., LeBlanc, M. & Zubek,
R., "MIDA: A Formal Approach to Game

AAAI

Report,

Design and  Game  Research”,
Workshop - Technical
WS-04-04:1-5. pp2, 2004.

[81,[9] http://blog.nexoncomputermuseum.org/

[101,[11] Jeong, Jae-Hun, “Daegu National Science
Museum, First Introduction of Education
Program Based Smart Watch”, ETNEWS,
2016.09.30, http://www.etnews.com/20160930000230.

[12] Oh, Sun-Ae, "A Study on the Classifying
the Design of Immersion Exhibition in the
Children’s Museums”, Journal of
Design Knowledge, Vol.19, pp45, 2011.

[13] Park, Ji-Hye & Kim, Byoung-Sun, "A Study
on the Differences in Visitor Experience

Korea

According to the Characteristics of
Exhibition Media Focusing on the
Comparative  Analysis of Museums in
Andong, South Korea”, Journal of Korea
Communication Science, Vol. 13, No. 1,
pp252-253, 2013.

[14] Arts Council England, "Pears and Wisdom,
Arts Council England's vision for the
Designation Scheme for collections  of
national significance”, Arts Council England.
p38, 2016.

[15] Roberts D. at al, "Bristol Museums: iBeacons
&  Visitor Engagement  Research  and
Development Report”, Arts Council England,

pp6, 2015.

[16],[21] https://www bristolmuseums.org.uk/

[17] Roberts D. at al, "Bristol Museums: iBeacons
&  Visitor Engagement Research  and
Development Report”, Arts Council England,
ppl7, 2015.

[20] Mihaly Csikszentmihalyi, "Flow : the
psychology of optimal experience”, Hanulim.
pp29, 1990.

[22],[231,[24],[25] Roberts D. at al, "Bristol
Museums: iBeacons & Visitor Engagement
Research and Development Report”, Arts
Council England, 2015.

Journal of Korea Game Society JKGS | 119



— =9 wrEe) Aolum Aol Ald AF —

& A 3|(Son, So Hee)
—
“
oF & 1 201784 JHELsta X En|t)o] st} w4

201572017 A= o) stn F2HgFoste AAL

AR} : UAEaE WY, EapTaz

il

3l M &(Min, Seo Yun)

L o017 AA) B ejsh YA Helsk 4434

o}
ARl - R Ed =, wIlE

A ]

0| = 2(Lee, Dong Eun)

oF 2 : 20157 AA) ZHE s )v)o] 7| % el = 5}
200972014 Al AL Zl ="
AR} : UAR AR, Aol Balzaz

120 | Journal of Korea Game Society 2018 Apr; 18(2): 109-120



