
遊戲化與數位學習 

 

葉乃靜 
世新大學資傳系 



  

  

  

 十歲小孩學習寶可夢和寶可夢基臺 
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遊戲化 
 換點數、累積點數兌換物品 
 在非遊戲的情境中應用遊戲設計的元素 
 沈浸和解決問題 
 遊戲化的魅力：遊戲的同時，能對生活 
 中的其他部分有累積，甚至改變行為習 
 慣，或誘發內部動機，將更有意義 
 成功的遊戲化案例是Foursquare 
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遊戲的人 
 《遊戲的人》（Homo Ludens）荷蘭學者 
Johan Huizinga 在1938年的作品 

 分析文化和社會中遊戲的重要性 

 在遊戲中有被規範的行動自由並要求獨立思考能
力，人類可以發現自己的特點並將從中所得到的
經驗轉化入自己的人格塑造中。 

 人類需要遊戲做來為一種發展觀念及意義的基本
形式。 
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https://zh.wikipedia.org/wiki/%E6%B8%B8%E6%88%8F%E7%9A%84%E4%BA%BA 



遊戲化與學習動機 
  

  

 外部動機：好奇心、奇幻性、挑戰性、控制感、探索體
驗、成就感 
  
 內部動機：人際互動、虛擬社交、競爭性、自我價值 
  
 兒童學習網站融入遊戲因子之研究── 以國立自然科學博物館兒童數位 博物館為例 
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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




遊戲化與學習成效 

 學校原本就應該是樂趣無窮的 
 失敗是件好事 
 學習應該差異化 
 不要忽視閱讀能力的重要性 
  

  

  
 http://chinese.classroom-aid.com/2012/09/gamification-of-learning.html/ 
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SCVNGR 
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英國Northampton University Library 
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紐約公共圖書館Find the future 
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國內案例：高餐旅圖書館 
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http://lib01.nkuht.edu.tw/activities.htm 



國內案例：世新大學圖書館 
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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 
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Game of Research 
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Think About… 
1. 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 researching this issue? 
 

4. Name one research skill on the board that you do not know 
how to do.  
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之前的活動設計 
各類型的題目，來
自部落格、維基、
網站、汽車 
 
準備其他小型桶子，
貼上資料庫名稱 
 
比較Google資料內
容和資料庫的資訊
內容差異 
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 不要忽略社交的重要性 
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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




社交融入遊戲化學習 
 十個歷史題目 
 每題分數不同 
 報告後投票 
 第一名得分、投第一名者也有分數 

2017/5/24 2017 ICEET 數位學習與教育科技國際研討會 19 



  

  

  

 感謝指教 
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GAMIFICATION & E-LEARNING 

 

PRO. NEI-CHING YEH 
DEPARTMENT OF INFORMATION AND 

COMMUNICATION OF SHIH HSIN UNIVERSITY 



  

  

  

 10-Year Old Children Learn Pokémon GO & Game Bases 
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 Points-Exchange & Accumulated Points to Exchange for Things 
 Make Use of Elements of Game-Design  
     in the Non-Game Context 
 Involve in & Settle the Problems 
 Fascination of Gamification makes the other 
   part of Life Improved, and the Behaviors  
   to be Changed, or the Inner Motives to be  
   Induced.  It is more Relevant. 
 Successful Gamification Case: Foursquare 
  

GAMIFICATION 
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Homo Ludens 
 （Homo Ludens）is the book published in 1983 
written by Johan Huizinga, a scholar from the 
Netherlands.  This book analyzes the importance 
of the gameification in the culture and society. 
Humans could discover their own characteristics 
and learn the experiences to transform into their 
personality modeling, from the games that 
restrict their moves freedom and request them to 
think independently.  So, people need the games 
as the basic models to develop ideas and 
meanings. 
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https://zh.wikipedia.org/wiki/%E6%B8%B8%E6%88%8F%E7%9A%84%E4%BA%BA 



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 
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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




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/ 
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SCVNGR 
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Northampton University Library 
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New York Public Library  
Find the future 
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Library and Information Center of National Kaohsiung 
University of Hospitality and Tourism  
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http://lib01.nkuht.edu.tw/activities.htm 



Shih Hsin University Library 
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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 
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Game of Research 
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Think About… 
1. 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 researching this issue? 
 

4. Name one research skill on the board that you do not know 
how to do.  
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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 
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 Don’t Forget the Importance of Social Contact 
  

  

2017/5/24 INTERNATIONAL CONFERENCE ON E-LEARNING AND EDUCATIONAL TECHNOLOGY 2017 18 

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 
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 Thanks for Your Attention 
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