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Abstract This study aims to develop a curriculum that effectively applies gamification in educational settings by
analyzing the theoretical principles of gamification and various educational techniques. The course titled
"Understanding and Application of Gamification" was developed and conducted in a mixed online/offline format,
including practical activities where students developed and presented their own gamification strategies. The
results showed high participation rates and positive evaluations from students, attributed to increased voluntary
engagement and the cultivation of creative problem-solving skills through game-based exercises. This
gamification education model can be applied to various educational contexts, and future research should focus
on continuous improvement through additional educational cases. Gamification education is expected to foster
integrative thinking across various fields and enhance creative problem-solving skills for addressing social issues.
Moreover, such classroom activities will promote voluntary and active participation in classes, and motivate both
internal and external engagement for personal goals through the gamification of social phenomena.
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Table 1. Gamification’s principles of operation
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