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簡報者
簡報註解
等，確實是吸引兒童沉浸於探索與學習世界以 及持續使用本網站的關鍵因素
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&= = C [ libraryconnect.elsevier.com/articles/gamifying-library-orientation-university-california-san-diego-0

(Gamifying library orientation at the

University of California, San Diego

SCVNGR

Marlo Young, UC San Diego | Aug 15, 2013
TTTEEL B

10:35 AM

library, introduce yourselves, and ;™3
take pic )

What do you get when you cross an undergraduate student population,
an innovative academic library, and a mobile gaming app? A digital
library orientation for the 21st century.

The UC San Diego Library W\/NGR, a mobile app that uses
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Home  About  Login HETA Leaderboards

Log in to play Lemontree at The University of Huddersfield How to play

Firstly. grab your library card...

| e next create a Lemontree account
el | ‘ f Log in using Facebaok then just use the library like you normally

Email sedrick@
would. We'll give you points and

OR
[ Log in with Facebook if you achievements based on your activity!
Password | 4
[ registered for Lemontree with _
vour Facebook account. You get points for doing all sorts of
things in and around the library like:
visiting it, borrowing items, doing things
at specific hours, returning items in
certain combinations and much more...
Register now and start playing! Read more about [ emontree
Password reset
Happening right now... Top player
= =
Sam accesse | |
+ 5 points | 8
| |
L r arcaccard an racoiIree F =i
evi accessed an e-resource | ] Performance by school
+ 5 points | e
| i

Applied Sciences
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* Home * About * Project Activities * Game Play * Evaluation Plan * Progress to Date +

* Participants & Contacts * Project Reports & Publications » Instructor FAQ »

BiblioBouts Project

The BiblioBouts Project was funded by the Institute of Museum and Library Studies. Researchers at the
School of Information (SI) of the University of Michigan (U-M) partnered with the Center for History and
New Media (CHNM) at George Mason University to conduct the BiblioBouts Project. a 4-year project
(October 1, 2008 to September 30, 2012), to study computers games for solving the problem of teaching
undergraduate students information literacy skills and concepts. The Michigan research team designed.
developed. and deployed BiblioBouts. an online social game that covertly teaches students how to do library
research while they go about the business of completing a research-and-writing assignment. We partnered
with instructors and librarians to deploy BiblioBouts in both academic and information literacy courses and
use evaluation results to improve the game. BiblioBouts 1s funded by the Institute of Museum and Library
Studies (IMLS). Please message us at mnfo(@bibliobouts.org for more information.

Because funding for BiblioBouts ended on September 30. 2012. we are no longer able to support requests for
new games. If you have questions, please contact Karen Markey. former principal investigator of the
BiblioBouts Project at yvlime(@umich.edu. Thanks to all who have contributed to the success of the

BiblioBouts Project!



>

Liberation: Referencing
Meet Harvey

/BT
O

g Northampton University Library

Before you start, let us introduce you to Harvey.

You will be responsible for Harvey's well-being throughout this tutorial. If you give a wrong answer, he may lose one of his
lives. If you are correct, good things will happen to him.

Harvey's paw prints show you how far yvou've progressed through the current tuterial:
"z e L - L5
Take care of Harvey!

MNext

© Information Resources & Services 2014
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FIND THE FUTURE INYPLAT 100 e

VISIT PROGRAMS CENTENNIAL QUILT CONNECT DIGITAL FUN LEAERN DONATE SPOMNSORS SHOP

THE PEOPLE’S PALACE
IS TURNING 100!

For 100 years, our landmark Stephen A.
Schwarzman Building on 42nd Street and its
world-renowned collections have inspired
people everywhere to find their futures.

PLAY our groundbreaking Game.

READ what Philip Rath, Lou Reed, Zadie
Smith, and 100 luminaries lowe about MY PL.

TRAVEL BACK to the world of Tomorrow

with our Biblion app.

EXTENDED THROUGH MARCH 4 DONATE CHECK IT OUT

VISIT A FREE CENTENNIAL
EXHIBITION, CELEERATING 100
YEARS, FEATURING 250 OF THE

Denise 5. Szabo 5 Find the Future: The Game

The Srathers Karamazowv, Fyodor ) )
Y continues this falll Wark

Dostoy=sky .
wour way through a series
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The Game of Research

University of Tennessee at Chattanooga
(UTC)

partnership with the English Composition
Program, one class period per semester is
devoted to information literacy instruction

2017 ICEET ¥ fi S2E B SR BRI &



Game of Research

RESEARCH
&
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Thlnk About...

Which spaces earned you the most money? Which spaces
made you lose money?

2. Which spaces from your worksheet do you wish you would
have hit?

3. Think about Your topic from the game, what majors on
campus would be interested in researchlng this issue?

4. Name one research skill on the board that you do not know
how to do.
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簡報者
簡報註解
如果只是把硬體 (電腦) 及軟體 (影片及自動學習系統) 準備好，讓學生坐在電腦前面各自獨立學習，效果會是很糟糕的。孩子們到學校來是來社交的
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GAMIFICATION & E-LEARNING
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10-Year Old Children Learn Pokémon GO & Game Bases




GAMIFICATION

Points-Exchange & Accumulated Points to Exchange for Things
Make Use of Elements of Game-Design ‘ ,
iSO, TPk

o g . i

in the Non-Game Context
Involve in & Settle the Problems
Fascination of Gamification makes the other
part of Life Improved, and the Behaviors 77—:.74&—;;_.;;
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to be Changed, or the Inner Motives to be : =
Induced. Itis more Relevant. ;’lr?LkII’JII e
Successful Gamification Case: Foursquare

INTERNATIONAL CONFERENCE ON E-LEARNING AND EDUCATIONAL TECHNOLOGY 2017 3
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Homo Ludens

( Homo Ludens) is the book published in 1983 p¥; ¥
written by Johan Huizinga, a scholar from the gL 7/4b
Netherlands. This book analyzes the importance s

of the gameification in the culture and society. ETP = eI EFre
Humans could discover their own characteristics B9 HSS |
and learn the experiences to transform into their § y_ il o At
personality modeling, from the games that Foiiy’ B e
restrict their moves freedom and request them to T2

think independently. So, people need the games |
as the basic models to develop ideas and B&p.
meanings. .

https://zh.wikipedia.org/wiki/%E6%B8%B8%E6%88%8F%E7%9A%84%EA%BA%BA
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Gamification & Learning Motivation

Extrinsic Motivation: Curiosity & Fantasy & Challenge &
Domination & Exploration & Achievement

Intrinsic Motivation: Interaction & Virtual Social Contact
& Competition & Self-Value

Reference: Children’s Learning Website Game Factors: The National Museum of Natural Science’s Digital Museum for Children as an Example

2017/5/24 INTERNATIONAL CONFERENCE ON E-LEARNING AND EDUCATIONAL TECHNOLOGY 2017



簡報者
簡報註解
等，確實是吸引兒童沉浸於探索與學習世界以 及持續使用本網站的關鍵因素



Gamification & Learning Results

School is the ever funny Place
Failure is a Virtue
Differentiated Learning

Do not Ignore the Importance of Reading Proficiency

http://chinese.classroom-aid.com/2012/09/gamification-of-learning.html/




SCVNGR
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(Gamifying library orientation at the
University of California, San Diego

Marlo Young, UC San Diego | Aug 15, 2013
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10:35 AM

library, introduce yourselves, and ;™3
take pic ?) -

What do you get when you cross an undergraduate student population,
an innovative academic library, and a mobile gaming app? A digital
library orientation for the 21st century.

The UC San Diego Library W\/NGR, a mobile app that uses
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Home  About  Login HETA Leaderboards

Log in to play Lemontree at The University of Huddersfield How to play

Firstly. grab your library card...

; [ 1 e next create a Lemontree account
Evea | SEA TR O ] ‘ f Log in using Facebook then just use the library like you normally

OR would. We'll give you points and
Log in with Facebook if you achievements based on your activity!
registered for Lemontree with
your Facebook account.

Password |
§ You get points for doing all sorts of
things in and around the library like:
visiting it, borrowing items, doing things
at specific hours, returning items in
certain combinations and much more...

Register now and start playing! Read more about [ emontree

Password reset

Happening right now... Top player
e -
Sam accessed an e-esource | |
+ 5 points | 8
| ” |
LT - = =,
Levi ac | | Performance by school
+ 5 points | e
|

Applied Sciences
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* Home * About * Project Activities * Game Play * Evaluation Plan * Progress to Date +

* Participants & Contacts * Project Reports & Publications » Instructor FAQ »

BiblioBouts Project

The BiblioBouts Project was funded by the Institute of Museum and Library Studies. Researchers at the
School of Information (SI) of the University of Michigan (U-M) partnered with the Center for History and
New Media (CHNM) at George Mason University to conduct the BiblioBouts Project. a 4-year project
(October 1, 2008 to September 30, 2012), to study computers games for solving the problem of teaching
undergraduate students information literacy skills and concepts. The Michigan research team designed.
developed. and deployed BiblioBouts. an online social game that covertly teaches students how to do library
research while they go about the business of completing a research-and-writing assignment. We partnered
with instructors and librarians to deploy BiblioBouts in both academic and information literacy courses and
use evaluation results to improve the game. BiblioBouts 1s funded by the Institute of Museum and Library
Studies (IMLS). Please message us at mnfo(@bibliobouts.org for more information.

Because funding for BiblioBouts ended on September 30. 2012. we are no longer able to support requests for
new games. If you have questions, please contact Karen Markey. former principal investigator of the
BiblioBouts Project at yvlime(@umich.edu. Thanks to all who have contributed to the success of the

BiblioBouts Project!



Northampton University Library

Liberation: Referencing
Meet Harvey

Before you start, let us introduce you to Harvey.

You will be responsible for Harvey's well-being throughout this tutorial. If you give a wrong answer, he may lose one of his
lives. If you are correct, good things will happen to him.

Harvey's paw prints show you how far yvou've progressed through the current tuterial:
"z e L - L5

Take care of Harvey!

MNext

© Information Resources & Services 2014
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New York Public Library
Find the future

2017/5/24

FIND THE FUTURE INYPLAT 100 e

VISIT PROGRAMS CENTENNIAL QUILT CONNECT DIGITAL FUN LEAERN DONATE SPOMNSORS SHOP

THE PEOPLE’S PALACE
IS TURNING 100!

For 100 years, our landmark Stephen A.
Schwarzman Building on 42nd Street and its
world-renowned collections have inspired
people everywhere to find their futures.

PLAY our groundbreaking Game.

READ what Philip Rath, Lou Reed, Zadie
Smith, and 100 luminaries lowe about MY PL.

TRAVEL BACK to the world of Tomorrow

with our Biblion app.

EXTENDED THROUGH MARCH 4 DONATE CHECK IT OUT

VISIT A FREE CENTENNIAL
EXHIBITION, CELEERATING 100
YEARS, FEATURING 250 OF THE

Denise 5. Szabo 5 Find the Future: The Game

The Srathers Karamazowv, Fyodor ) )
Y continues this falll Wark

Dostoy=sky .
wour way through a series




Library and Information Center of National Kaohsiung
University of Hospitality and Tourism
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http://lib01.nkuht.edu.tw/activities.htm
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Shih Hsin University Library




The Game of Research

University of Tennessee at Chattanooga
(UTC)

partnership with the English Composition
Program, one class period per semester is
devoted to information literacy instruction




Game of Research
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Thlnk About...

Which spaces earned you the most money? Which spaces
made you lose money?

2. Which spaces from your worksheet do you wish you would
have hit?

3. Think about Your topic from the game, what majors on
campus would be interested in researchlng this issue?

4. Name one research skill on the board that you do not know
how to do.

2017/5/24 INTERNATIONAL CONFERENCE ON E-LEARNING AND EDUCATIONAL TECHNOLOGY 2017 16




Former Activity Designs

All types of Questions are from
Blogs, Wiki, Websites & Cars.

Prepare other small Buckets
with Sticker of the name of
Database

Compare difference of the data
of Google with Database




Don’t Forget the Importance of Social Contact
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簡報者
簡報註解
如果只是把硬體 (電腦) 及軟體 (影片及自動學習系統) 準備好，讓學生坐在電腦前面各自獨立學習，效果會是很糟糕的。孩子們到學校來是來社交的



Social Contacts Integrated into
Gamification Learning

10 History Questions
Different Score for Each Question

Vote after Reporting

Championship wins Score and the one who Votes the
Champion gets Score




Thanks for Your Attention
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