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ABSTRACT

In this study, the effect of gamified disability awareness program was researched to
examine its potential to be used as a disability awareness curriculum particular to
Korean schools. The gamified program consisted of lessons related to disability skiing
such as learning about Paralympic skier, experiencing mono skis, and participating in
cooperative games. To examine its effectiveness, Multidimensional Attitudes Scale
towards persons with disabilities (MAS) was used. Results indicate that the attitude of
the experiment group showed significant change.
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[Table 2] Gamified activities

Gamified Activities

Two students (one of them blindfolded)
1 hold hands and run to target, then com¢

back
9 Try to run as fast as possible while
avoiding barriers
3 Try the monoski without falling to the
side
4 Try walking with Alpine skis on
ol Zlol=auzt sol £& Fa gol o

[Table 3] Gamification elements

Game
Elem Activity
—ent
Introduce Olympics and
Game paralympics as a form of game.
Frami | Invite students to participate in game
-ng activities by giving them an identity
of an Olympic athelete.
Partnering and cooperating between
Game | two students, one with disability and
Rules | the other without was the basic rule.
Rules of safety were also enforced.
Social incentives were given on
top of physical incentives who
participated well. Competition between
. teams, interaction within the teams,
Social . ..
efforts to avoid collision between
teams were needed. To fulfill their
goals, interacting with each other
was critical.
Incen Snacks, stickers, feedback, and
—tive social
.. Within the gym, within the class
Limit . iy
period, and within the rules.
Immediate feedback though speech
was necessary to maintain motivation
Feedb and help students self-check their
—ack movements. Positive feedbacks were

also given. Feedbacks were given in
the form of a live broadcast.
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[Fig. 1] Process of translating and revising MAS
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[Table 4] Results for cognitive attitude (* p<0.05)
[Table 5] Results for behavioral attitude (* p<0.05)

Sum of
Squares
177.900
1240.035
1417.934
Sum of
Squares
65.346
903.852
969.197
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