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ABSTRACT

This study investigated the psychological effects of using a serious game with young
learners in the English classroom compared with those of a dictionary application. A tablet
PC-based serious game was created for the training of English phoneme discrimination for
Korean 6th graders, and its psychological effects were measured using a paper-based survey
and face-to—face interviews. The overall results revealed that the serious game had more
positive psychological effects on young learners than the dictionary app. These findings
provide supporting empirical evidence for using serious games in English classrooms.

Keywords : serious game(71%5479)), gamification(A]o]n]u]A0]A), affective domain(% 2} %]
99), English pronunciation class(%g¢] W2 %), psychological effects(A2]% 33F)

Received: Feb. 1. 2019

Revised: Feb. 27. 2019

© The Korea Game Society. Al rights reserved. This is an

Accepted: Apr. 2. 2019
Corresponding Author: Jung-Hye Fran Choi(Walden University)
E-mail: junghye.fran.choi37 @gmail.com

ISSN: 1598-4540 / elSSN: 2287-8211

open-access article distributed under the terms of the Creative
Commons Attribution Non—-Commercial License
(http://creativecommons.otg/licenses/oy-nc/3.0), which permits
unrestricted non—-commercial use, distribution, and reproduction in
any medium, provided the original work is properly cited.

Journal of Korea Game Society JKGS | 111



1

A=
=

ol

6&)_
x o

s
=

33

Gl mA=

=1

)

2. 0|28 A
e o waos e

EREIEE

=

=

2.1.
EES

ol ol 74 )R] Hi=

L
u

& 7 Qofrt A4al

Aol o)A}

L

R

3

o]

1o
i
Ho
o

0

o
ojp

ol
it
N

7K
el
i
ol

7 A

o

—_

0

el

[e)

=

Ll

gl o] frH3] 2a2 s i, ov A

R

L

3

©

=

=

3l
t} 714 ‘rice /frais/ ¢ ‘lice /lais/'E i

3} e s)FolzA gol

h=}

LU

(literacy,

xr

)
;ﬁ

Bl
~
o

jok!

3]

o4&

KR
=

(minimal pair)

C

o

T

s

s

1)’ 9k ‘bad(LH2)’ <]
AAIY(AbtED S 28

=4

=z

L

3 ‘bed(

[¢]
e 7l

fa13
S}

l‘j_]:

ojtH4]. thA &

2R

[}

2

oz
L

AT

ot §

W% gl thol Ao}

i it gaA 9

-

2 A7 S/ 1/

Q1o Al

3
s
s

L

L

L

T

o

F

el

2 ot

=

=

al

A

ECERIEE
2 gash el

foi3

af

ol &7

A (‘serious game’)

B
=

Bl

ox

Ak

(g
Tor

a9

3}Y ~(phonics, &

Al o
— =

]

2} &= (decoding)ol 7% 7]

[e]

A

olp

o
wjr

I8

gul

3|
&
L

L

=

=

H

1

LEER
S

A=

& g,

o)
55 #SAY

A
A =9
A A 2o

foig
=
[e)

.

ul
shakel HAH A

©

o

R

2=

>~
Ho] o] &
& o4

H

1

k3
=L

]
= %

A&
o]
=4

=

=

ekl

o

R

A B
7]

olo HlESl PCE

o5,

Pt gl 200 39l s

2 A Zs}7]
A

s

]

1l

=]
=

17] ofgich,
@ Tl

S

=]
k]

Rl
A%t B A

=48

=
5

A stare)

=
=l

et ]

o~
T

Ky

o]

i

co

oH6].

=
LU

Fol

1l
=

pp
j

ojn

ol

& [e] 2~
ds5s T

]

Sl o

=13
=

9,]

A M Al
E1gss

=

.

]

A

B 2w}

A

3]

B

A T2 859
2

94

==

o

of, &4 N/ N/

TEEE &

o)Al w
U= =

29l

57
o

olp

—_—

X
c

3

1o
e]E

~
it

el

a7l

[¢)

gl <%

=13
=

%

A
<l

=3
S

1 3ol

1

o]

o}, o] olsh

st 7ol 1%
3}

pal

2| olr gk},
112 ] Journal of Korea Game Society 2019 Apr; 19(2): 111-122




— Psychological Effects of Gamification on Young Learners: Focusing on a Serious Game for English Phoneme Discrimination

Aol afol gAE AQ

o2 e TEHI6].

Np

b
THr

O

A=

L

ol

i)

S
=

A9 (serious game)

oje} &2 Alolw I Aol

A Grobr gkt

gl

A gol tAE Ads &8 AlelnaAol

2.2. Aojojm/Ao|ME &3 Ao u=

B
i

| ==tk olo] wet

o

hin
)

o

ol
=
Alm
o

¢

ol

F
o
{
Tor

il

=K

—_

0

4

op

7o

)

Toll Al

Aolm Aol delsd Algdol obd okl Al

.
T8t

BAAY] ol Tag @Rl Dfo] %

LR

Ao

o Al

JE

Sl A
S}

6ahd

15 A

27F AT

o
2] %

tols Al

5

=
o

= o

AT A

3 2ek 1) UAD A9 7 dol

Qo] FAH

=

ek

gl

ol A]

H
ofr
H

o
-

L
fu

gl

Bl

i

Tor
i)

olp

o
=]

5ot Ee Aol
MAE7)2 2) 9] AT BA 13}

o]

2=
H

A 719k Sk5(game-based learning)

CREE

5|

ad

BIRCES

p==
[<)

HH[8] PC Aldolut vt e AlY)

5|

o]}

o

3l

o

7¥?

o] =
=

of o]z}

s},

< G-#4d[10]o] 2L

o
<

gE gk5[9]

..“.m.u
o0
-
8l
™
T2
N D
.t
o 2
g X
_ 2
i)

F
DU
o ™
.
.
B
5o folo
T o
T X
)

Al
o r
—_

N _~
Ao =
o~
o) R
AN

K
a3
2
__An
ol
b
-
o
W
Mo
e —
o
=z o
w_mo
57
= 0!
oF W’
vzel
m
~N
Ho 14
TS
=
= 70
T
4= A
RS
oo
7w
ol o
MY
e

No

N

© 2[12]

g0l 9] FHels)

Aol gkl sielc,

2974 2]

il

HEzA o]
@

tel

158 (=}

o
=
9]

w
of w7 ZAWIA 29

(2 89, o2 6%), A4 e

CH11].

0

w124

H o] 1=
= .

Felstait. Lol

&

778, 1=k 8%)el

mo

Tor

™o
TN
y -
T 0
F o=
X Mﬁ
= o
-
&5
o
ol )
= &
i)
5 <
mu N
T j
w2
B
03 Of
¥
" W
) oR
o=
=
K =
ey
mﬁ %
N4
ny
o
5 &
o)
do AV
%o
o
<~ w
o o
N 4
_Z# ﬂﬁ
i
M =
o RO
ERIY

o] 2~3wo] 204, HHA] 9

oluf HEAR, "yAE A

]

<
=0

H

s

A =7+=

ZAHE AT

o

] 7

o)

0

b
g

w
|
—_

o

%

—

o
Ak

NI
el
Hlo

A

o

3.2. CIX[E 7|8 7|S4AIY AA

+ed

S

o gAY AdE &§

oS

Tol”

A=

p
T

el A

oAl g

3]

8% 049 AL 9

il
P —

Tor

Plo
N

Journal of Korea Game Society JKGS | 113



o o] gae ALk A, Joist Ftol
of WE EASE /m/a n/, BA, Gelols o
£ SaE EARAT AFNAE /2/0 F A

= WV, AR, d=ddEe] T

olFom EA

Watel QA ol sk Wl fw/3t /o/E
AAstelrh o2 o HavlY4(minimal

pairs) ©o] 5470E AstaL o]& wiEgoZ J]FA
AL AZsFA Tk
olzl 9] [Fig. 1]

® dATE s sdd

[Fig. 1] Intro Screenshot of English Pronunciation
Game, ‘Alien Family’
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[Fig. 2] Gameplay Screenshot of English
Pronunciation Game, ‘Alien Family’
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[Table 1] Syllabus of a Tablet PC—based English Pronunciation Learning
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[Table 2] Survey Results

Shiol 258 Ao dddl mAE 9F —

Game Group | Dic. Group _
No. 5-Scale Questions n=14 n=15 pl
M | SD| M | sD | "
1 As 1 participated in thls.study, I.got more interested in 413 | 063 | 371 | 061 | 008
learning English.
As I ici in thi I fi i
9 s partlclpgted' 1r‘1 t }s Study,‘ became confident in 420 | 056 | 407 | 073 | 059
discriminating English sounds.
3 As I participated in ﬂ.liS Study., I became confident in 400 | 075 | 373 | 080 | 046
pronouncing English words.
4 I think .it is effective in lgarnigg 'English pronunciation to use 433 | 061 | 414 | 004 | 052
a serious game/an English dictionary app on a tablet PC.
I hile I i
5 can concentrat(? on my study while I use a serious game/an 433 | 048 | 407 | 073 | 026
English dictionary app on a tablet PC.
6 I want to learn English more. 413 | 099 | 392 | 091 | 056
After T used a serious game/an English dictionary app on a
4.33 48 | 4. . .13
7 tablet PC, I can distinguish English sounds more clearly. 0 00| 067 ) 0
Mean 421 | 064 | 395 | 0.77 .
3 I want to learn pronunciation in another method other than a tablet PC-based game/dictionary.
@ Yes (Why: ) @ No (Why: )
9 Write down the favorite part of your experience on this tablet PC-based learning.
<Game Group> If I were a developer of this pronunciation learning game, what game items I
10 would want to add to the game?
<Dictionary Group> I want to use the dictionary app if I find unfamiliar words at home.
@ Yes (Why: ) @ No (Why: )
11 Write down your wish or comments on your experience about this tablet PC-based learning.
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