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Abstract The purpose of this study is to verify the effect of gamification-based classes on the learning
motivation and learning immersion of junior college students and to explore the meaning. This study was
conducted on 80 students from two departments as part of the teaching and learning community activities
supported by the D University Teaching and Learning Development Center in Busan. The research problem of
this study is, first, does gamification-based classes affect the strengthening of learning motivation of junior
college students? Second, does gamification-based classes affect the learning immersion of junior college
students?. As a result of conducting a survey before and after the application of gamification-based classes and
examining the effectiveness, gamification-based classes showed statistically significant changes in all categories of
learners' learning motivation, learning immersion. Through this, it can be seen that gamification-based classes are
valuable as teaching and learning methods suitable for improving the learning motivation and learning immersion
of junior college students.
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Figure 1. Gamification-based Course
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Figure 2. Point acquisition methods and rewards

olcioh R ECtolzoo2ite)
4 |uzias AE 2@ 1

?o 30 ao Go E
Eo ‘Q‘o B Bo B0 & g\o _ﬁo t@“o _ao E}T'-vo f‘o ,eo Fo 30

J& 3. Classdojo Z2i1E2| ZefjAd M iy stH
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Table 4. Results of pre-post examination of learning motivation
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