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Flow theory (Csikszentmihalyi, 1990)
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Achievement
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O They can create an embodied empathy for

Gee

a complex system
O They are action-and-goal-directed
preparations for, and simulations of,
embodied experience
They involve distributed intelligence via the
creation of smart tools
They create opportunities for
cross-functional affiliation
They allow meaning to be situated
They can be open-ended, allowing for goals
and projects that meld the personal the

social
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First person shooting ~ Third person action ~ Real
time strategy ~ Sports games ~ Racing games ~
Adventure and puzzle games ~ Simulation games ~
Board games~ Card game~Domino and tile game -
Dice game -~ Platformer ~ Fighting games ~ Massively
multiplayer online role-playing games ~ Trading
card games ~ Serious games 55 » [T 15 LLREE
o BMEREHERR L  BEEH
Drill-and-practice ~ Tutorial ~ Cognition games -
Simulation ~ Discovery ~ Problem solving ~ Serious

games  Community-based game °
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learning, confidence,

satisfaction, interest,

sympathy, self-esteem, improved attentiveness

(engagement), transfer of technology, classroom
dynamics, higher order thinking skills (strategic
planning, problem-solving, self-regulated learning,
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autonomy... 21th century skills (&2
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HEH - THE% (Serious game) °

aaT Ik Video game FRIJHYIFIA
L NREWN BB T Video game [T A
B PkEKM: (Challenge) B HHEEAY HAE, a clear goal
B 5 (Fantasy) adequate level of complexity
B Sensory curiosity high speed
B Congitivice curiosity incorporated instructions

independence form physical laws
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holding power
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Sensory curiosity

Congitivice curiosity
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Aggression
B Gender Bias

B |Immersion effect

55
&
=i

10-5



& 5 ) ARIE R

S BV AT
Pt AT DABTARBA.C - B (EH#E A
L2 % 9 # E’J@@Jﬁfi

(http://www.miniclip.com/games/magic-pen/cn/)
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Augmented reality games ZE[SIEEE VR (Virtual
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