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azl ) v
o i e ogg ification 33 As 442wy
1 | 1 A9 16861 tAgxE=a  |Digital Storytelling 33 (A% 4] 4 2 A=ezsw
g | 1 AE 16772 [ICTZR=7]4) ICT Content Planning 33 AN 3 4 3| BPAIEY
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Al o) v 3} A o] 4 &) o] 3} &} & & Understanding and Utilizing Gamification
Aolmu Aol AL Aol obd o)A Gamification is the concept of applying game
A8 AYH Azt AY gAel 24 E o]& -design thinking to non-game applications to
FoFER W ste] A QA e o]&A2 A=A make them more fun and engaging. Effective
A HAE o]ZojU= Zolth. EHHQI gamification is a combination of game design,
AYs= AY gAQd, AY 98, A5 game dynamics, behavioral economics, motivat
AA T, 715 Al UX, 71%¢ Z9 ional psychology, UX/Ul as well as ROI-drivi
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£ 9 ROI = HZ2Y2 Fdolt}y. & ng business implementations. This course is ¢
wEe Aoluul Aol thdk Ao, omposed of definition, categorization, successf
HE, AE Hﬂ, A WAYZ, &3 Ab|ul cases, core mechanism, applied cases and
g A% 5& 745 AUtk prospect.
Azt t) o] ool 3 Understanding of Realistic Media
712 Azt #¥ 44, 7]€, EAE, A An introduction to understanding the overall i
(6G23) W, 1=, = 5 Agwrio] Auke] of mmersive media industry, technology, trends,
g olalE AT ME prospects, careers, forecasts, etc.
gAY 2 Egdd Digital Storytelling
A Nz |2E Zel=9 7%xg & 4 Y= 2E Storytelling is the basics of all contents. Thro
ez (442) S My AETH Ao U4 ugh learning storytelling, students develop kno
B3l 5 [e) =] = : I P
83t 3 S Bolra ATAstE %9 wledge in humanities and broaden creativity: t
J 2EEYHE ¥ hey retrospect and reconstitute life.
ICTEd 278 ICT Content Planning
BB Fo HEQ oWlEZ o]33lal Provides an im-depth understanding of the ev
AB49 Ag 27 AR A 4 e FHZolth ent business and hands-on situation analysis;
. oMES] 999l mFaIHE FH3tI | emphasis on study of value of event operatio
8} 3} (343) R . .
oHlE 4H¢jo] WA mx= JFLS 2 ns by exploring an effect of event business o
Hal FoEMN BFoHEH =Y~ ZF n tourism industry.
848 YobE F e FFo|t
OAd2EAPEE Methods of Digital Storytelling Design
2Egdy #H wFEo|A 3l Y& The contents learned in the course related to
S AEAY Falo Zelx 4k 4 A} storytelling are applied to actual cases of the
lEnt | A3t o] Fgste] ~Egdy #¥ FF o contents industry centered on the Jeonbuk re
BT (G32) | ZFS FHA7I 2Egdgo] zk= 7} gion. Through this, it is possible to improve t
29 dFEgE gHHoz A5T 4 3l he job competency related to storytelling and
5F g to effectively acquire the value and influence
of storytelling.
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