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ABSTRACT

This study is a design study to develop the reading application for English learning
courses with fun elements of Gamification incorporating user’s immersion. The system is
focusing on the story progression of Aesop’s fable "Rabbit and Tortoise”, which is
consisted of chapters in digital technology. We intended to apply the four elements of
fun factors by grafting Gamification into the game engine system. The purpose and
significance of the study is to present the guideline through evaluation of usability from
prototypes by surveying the educator group.
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[Fig. 1] Research Procedure of the Study
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[Table 1] Four Types of Fun

Types of Fun

Description in System

Easy Fun

Narrative sequence system

Serious Fun

Interaction system

Hard Fun

Mini-game system

Social Fun

Voice recording system
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[Table 2] Chapter by Chapter Story Plot
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