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A Model of Collaborative Learning Based on On—iine Game
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| Abstract

The social interest for collaborative learning and educational game has been increased. In this
paper, we investigates the educational value of collaborative learning and game. Based on this
investigation, we propose an educational on-line game model for collaborative leaming.
Although the proposed model is still conceptual design, it sufficiently shows that on-line RPG
game can be a good collaborative learning method for young children. In detail, we speculate
about the conventional educational method performed in normal school. And then, we describes
the elements of a computer game which complies with the real collaborative learning program.
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