ol

== =M AE|(1)

ON=0l Q=AM EX|




2740] Ot A0f

s~




MF._
@)
e
7
KK
ol
o
H
Z
O




3. 7AE, €185

=8 QIEA (A

AT EH TEITTYO T GO AT T Te—

A7HO| OfLl ADHE

—







S
n
3
U
H
&1
3
K

O]
e =







7| RHSkR| &1L A

HEE

&

o SR M B, AA




A= AFM(AA) 7 0|‘ é}?él O| H o EHO-] x'(OfEH (5 §”1HE)

SA= UEMH(AA)




ol S|



A EX|7} 9|2 22 A MAETAM, AENTF 1RO 42




M3

3.1 I2j01 Af2ie SAIH

-llllll‘
= 3.2 2120 AR S
Pamunns

CR B

I
"
.
-
-
"
.
"
=
v
.
.
.
-
.
.
.
"
.
u
"
v
-
"
»
s
.
.
.
v
"
"
u
"
.
.
.
"
.
.
.

R R R R R R N R R R R ]
(R T

4.3 OI“_.- Il SlAlAT A SRS ALLLA e -—:j




assERsssEEssEEssEsERssEsEsEEEsSEsEssEsaass - b= ]‘_’;

SN NN NI E NN NN NN SRS NSNS RS EE R R E T JU0sssEssEsEEEssEs s s EESRRERSREEERRDERD

Sl TR R e R

=0l gt A uke kY

SR T Rl e B







| SAte 7| M7t CHE

fesssnnn

goe i » H1E ME
E A 1% Introduction .t v
Fooopr QAN BACKES

1.1 Research Background

search purposes and method I

opment e industry 4.0 era. The development of the [

big data has our daily |
A 27 Literature Review -

’2 g A . i : logistics industry. Intelligent logistics is based or logistics, through informati
2.1 Definition of ga atior
rd mechanism d communication technology, Internet of Things, big data and other technologies
.2 Elements of gamification design :
3 : N to Imp the ans decis aking and intelligent execution capa
2.2 Reward types for logistics gamificatior

f the logistics system, as as th & and omation level of the entire I

A 3% hypothetical development

stics system. In lay big data, artificial in
3.1 Theory Development

of Things, and O to get what you want to

xploration of Hypotheses

Al 4°% Exploration and Research

4.1 Exploration of the question
¢ o such as warehousing, sorting, i distribution for cc
4.1.1 Satistaction - USE 3¢
4.1.2 Loyalty - NPS duction logistics mainly serves oduction. storage and trans
4.2 Questionnaire design
s and parts in fact
Al 5% Validation and Analysis «. — S cers, t umers, go can be delivere
5.1 Data analysis
y and validity
ects production at one end and ©
Validitv ar . M
vallziy/anat The er - istics has accelerated the
ive factor analysis

and improved the efficiency of transportation. Gamification is the application of ga

A 67 Conclusion

me elements and game desi miques to non—gaming areas, and smart logistics gami
6 search results e S
.1 Research resul fication has b & apr g tool to increase employee m n and engagement i

Future Development

-
-
-
-
-

CEEEEELEEEEEE LS & "seessnnsnnnnne®




Dissertation for the degree of Doctor of Philosophy Dissertation for the degree of Doctor of Philosophy

Department of Civil and Environmental Engineering

Department of Civil and Environmental Engineering
The Graduate School
. . > The Graduate School

Kookmin Umversity, Seoul
. Sesunnnnnr
s Kookmin University, Seoul 2
Republic of Korea !. sesasusd

Republic of Korea :

I I TE | |

Jeessusnus

2023




@A 3) BR=T JAETA

Thesis Title

- Subtitle -
Korean Title

- Korean Subtitle -

Adviser COO

A Thesis(Dissertation) submitted to the
Advisor: Pro - Department of © OO and
the Graduate School of Kookmin University
in partial fulfillment of the requirements
for the degree of Master (Doctor of Philosophy)

October 2022

Department ¢ eering and

[he Gr sty
("Date of submission of thesis for review’)
In p:
Fort
Department of O OO
The Graduate School

Kookmin University

Name of you

—
2022

A NAETA QA7 St/ SteldE o2




sununsp
The undersigned have examined thithesis/8issertation and
LA A RN RN J

hereb: |

degre

August 2023

@A O TR=F V24

Thesis Title

Name of you

The undersigned have examined this thesis/dissertation and
hereby certify that it is worthy of acceptance for a master's/doctoral
degree from The Graduate School of Kookmin University

January 2023

("Date of thesis approval”)

Commites Chair (Seal)

Commitss Meamber (Saal)

Commits Mamber (Seal)

Commits Membser (Seal) Ivoctoral case

sesShensssnnnnanssnsnnn?

Commits Mamber (Seal) Idoctoral case

The Graduate School

Kookmin University




1014 engstruct 2
A S Al-Gelstai A R N
fle | belavior of o U sl

1 Abstract |

SP Sub
Degree the

e retnfocced Barkhordary wrverdilo S
pedica. 63 (20 Suses Excthyuade Enginsersg & Erg ) , . , .
BE z Reginald DetRoches, xad (If the ti 5 long in two lines)
Zhang. Yiis, Reginald DesRoches, aad

thear cxineal and Sart lap spliced todges

-
-
-
-
-
-
-
-
L

; f
s based ca Sexn sesting b ith vanow [102) Shmss H CHOU L L. & Bond-clip-stran
- 6 1 ars enchedded & o 3

Loodusslss 198

gth between concreve and

Abelliza. “Bond dese o ded-dxmaged
viroumere " [ntermanonal

Mechauies and Denigz wxth Ed, Pearsos

effects of bond strexgth in re:

ditfereat

. Appendix A: Beam cracking patterns

(a) Side 1

L:-———u

(n) Side 2

(5) Side 2 ~
a i A

.

L

- .




X AFB 9 e

A HX| 94 5/ HO|X| £ 7|} A =X O[X| 7|Xf @ 72 A[ZolOF 2



sesssnusanmn
.
* 0009
-
"ssssmsenens

RERE

APAE )|

L L ETRC PR R

s FUdea gawbAAd AR

=
-
-
-
e
-




g leaming p BNC e d through a teaching experiment

ducted with a cont ro A\ correspon o gical applic
designed and tested for feasib

the effectiveness of the model and guidance

is hoped that the strategy will first and f«

subject courses online and to develop collaborat

provide them with pedagogical advice and motivate students to d their own

teaching. At the same time app designed for the study hopes

applications and tests to validate its ease of use and iterate on better uses t

student 3 2 2 a "% this study extends the scope of

education research to the line o gn, expanding the disciplinary

gamified education research, innovativ combining teaching and learning

scope of

with the

based lessons that will

willingness to work in teams in management, proposing gamified online learning

models and instructional guides to improve learning perfe

for teachers 1o use as a relerence

FRE R R R RN

18 apps

x| o8

Chapter 1. Introduction

Research M

! Literature
ematic o 2 g c online education
Online Education
2 ne educatior
2.2.2 learning performance study of online education
er Design Education

3.1 Teaching methods and r design educat

Study on the current status of online higher design education development
cs and main teaching methods of Team project-based le g
1 online higher design education
4 Gamification education and student’'s learning performance
jcation
arner's leaming perform

Chapter clusion

Chapter 3. Model Construction of Gamification Online Higher Design Education with
Influence Performance

3.1.1 Gamification ssurement..
3.1.2 Cooperate measurem
Performance measurement
.2 Questionnaare design and distribution recovery
3.2.2 Questionnaire pre-survey....
sestionnaire distribution and return
s of the questionnair

characteristics

— Ho|x| + o0 —

EM testing—Vglidating the A
Correlatiog

2 Common
SEM 1t

Chapter 4. Progose the Directions to Improve Performance in Online Higher Design
Education (T'gam project-baged learning) 79
4.1 Thyp seads and pain po of the students in TPBL
learning) § -
s based on Grounded Theory
4.1.2 Gamifi
Learners' specific preferences for gamification principles based on
ification needs
4.2.1 Research sample and questionnaire analysis..
34.2.2 Learner's preferences for gamific 1 needs
4.3 Propose the directions to improve the performance in online higher design
education (Team project-based lears

4.4 Chapter conclu

Chapter b. Class Teaching Practice Combining the Models and Directions and Control
Group Experimental Verification.

pe and cou

9.2 Gamitication online higher
based learning
5.2.1 In class
2 Out of class
ether gamification online design course based on models and direction

nerease learning PerfOrmMAnCe ... eieremeemeeremmenemntasensansanss




1.0 A &

_Introduction

ER T

1.0 A &

_Introduction

1.2 9

s

Rt 2

|

) -
ueE

2RIE A E2R,

o

™

POPRE ot Jn

W49

el

A3, A,

b3 [ o bt

L e

20| § e




