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ABSTRACT

This paper researches on the cases wherein the concept of gamification is applied to
branded content. Gamification is the application of game elements to non-game fields, and

it is being actively utilized in the areas of education, marketing, medical,

sports, and

shopping. Especially, the concept of gamification is applied to branded content and wherein
marketing (advertisements) are expanded into entertainment content. This paper studies the

methods on how the concept of gamification affects marketing, and application in the
expansion of branded content into entertainment content. To achieve this, this paper looked
into the concepts and characteristics of gamification and branded content, and analyzed the

methods on how the elements of game (goal, competition, feedback, reward) were applied
to five kinds of real cases. Finally, this paper verified that gamification is an efficient
method of extending branded content into entertainment content.
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— A Case study of “Branded Contents” applied Gamification concepts —
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