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ABSTRACT

Online games are getting more popular among today s fun-seeking young students, The immersive
power of these Internet-based games is so strong that many educators consider the integration of the
games and learning to enhance learner motivation, However, the online games, which are primarily
aiming for ‘fun’, have cognitive, emotional, and social features and impacts that are different from the
so-called ‘educational games, Therefore an interdisciplinary approach for better understanding of the
online game in regard to its impact on learning and fun should be essential. In this study, the researcher
will analyze relevant literature and theories from cognitive psychology, media and communication
theory, and Ludology to grasp holistic understanding of online game phenomena, which will serve as

basis of further research and development in this emerging area.
Keyword : e-Learning, game-based learning, immersion

.M E S

heye)
=y
& Zole,

oo

)

HEln|yel 7, §4l 71e, a2
]

Sk A B ofuet w-shsre] Fejel =] FIE oA eBd HBL 1

e-#de] ko] 1 HEZ2) sl



Ao o Qlek. of2dt oje] FHEE Bstn
e 75724,1—1% EAIH o] or}. TEAFE o] WAIA 7
XH7} uE2 1 A o oAl

YA wES o] ek A
A, Ao} B4 oz} wg

3‘5} Z}Oﬂ*a ti}’“(natural
learning) < 3 Yrh= ARoIA] AT} wS 7ke] 71Usk
FAE 7 Tk % Qekslat), et 29 Bz

A, A 959 A3 g Aelg el 7kekaL Sl
Q5] At 1w AA solA ] Shgat, AEE HEol

ohd A A4l B A LAY AL

Zel7}e,
& 7 A, A %3 g B kel 2ol
A %‘”X—i 247} 85l

1— 1 1840 glct,
2. Al =Y
2.1, SUS 9I# Malm
Agrgol Agle 271 B olfs Folelrk WA A
FAUAY ool AL, 4 AY 5 el &8 o
].

!
o] AlQ) - ol s A
Foizl AY #HA AT=EA *1?;‘-' Tozh, FAPHA =
7P B2 Ql8o] o] FoAL Sl Malone% 1981

oA Al 7EA] a31o] AAIE v} Qltk: &, B/ (fantasy), =
H(challenge), 28|31 & 7]4)(curiosity) 5©] ZAo]cH41],
F& AFESdAE 7 olek FARE QRlEC] AFRES
Ao Z Tojsol= olfrzhe Zlo] EelEa k. o
Eo] Armory2] AFolM= 2714 - Y7} o] AL 31 F&
o] HojA7}? - ofopltg BE AlY FEAE0] 7]
+5H 571 89191 A0 R FhetE tHAmory, 1998).
A7F "ol Zolgke 7lhe}t A 2 HE 9 A<
(suspense)& &3 DojA= EUHOR Q8| FEAES
Aol wAEA ek, det o]FA A=HE F8AE &
A2 o] FATF o Hef wpz} 1 A& o} AAHrka

>ml

-{n rlr

c

U=MAAY =EA M7A N1T 20074 3¥

Eis= Ol

A} 482 7he]
do Y 7FEA,
= 7]9ke] 2Rl
Eits) Aot

HEn|t]o] 7] R Qlal wiA ol <3| wizf= o)zl @
o] AA ARl AANTE =AAE dAA- (sense of
telepresence) ] AP F 23 %0194 FAZ wHeaA ¥
ATH291. Steurel] W2 oj2jgt YAH M7 5 2HeA
F} AYF7el| ofsf S HrkaL gheH4ol A5FE 7o T

B JEAE AFE WA )
wleled, el oledl 41 7]
Ao Rsshar, Beel ok w

o wpe} Bt 29l Ale) M3 HAassAE T
3 ol o oM, &= AR 2L (real) FHA|9} 7HHA

e E Foll ofsf 8te] Q12]o] K} Rizts) Ho=
A 27} 2 A ZAQ AR SAETBl o7
o Al) Ere] 5S4 A%, 1YL AL VELS
Ao FEEE HllH F3t A5 TS Aldd &Y
a7 Rh== 8210 AL gleHil,
AYE gt F8a AL of Addo] & uf BS
EYs et 2 Aldelre Q1A (first person)
2Ed g9 ANE Fal 7Helste A3
ZWAI7IY}, Ryane Aarseth®] 7|71 A3 Holslo
AL FEA NS FHOE AN EY 2
< A4 U o w2 Alo|m o] Fho] FEe
ojwe] Z2+A Q) xof| whet Al 2 F-(external)o} A¢) LH
Finterna) 2, &= 98 9ol ma} g3 (exploratory) %
ofe} EA1 24 (ontological) Fo|Z WprojzittaL g}, o
7100 ALE I W-R2E Y 7152 AP AY
&oll o7} Qlvk= AARE ool dHnt, 9 gl
g T2 FEA A Z18 A el 9lo] ©hA] 'Y
A Agohs sh=vk oA Al Al A AAE =

o ofx

}

oY
L)
o

AEEEXE

o ou® ox mlo

she ofgre aahetol s AE, o % Ajelo] 4
5 A, Aolvje] Folrze ] /A WA U
Btk %, oJRehad, o] R EAEA, R, v
EARA Folrt, Bl eefel Ade Bl fol
S, o)Reha AR AQlel ik, bR ARl A
HlEhRs, FzAel QoA Aoluizl Alele ol A4
£ grzAed sgdoleln @ & Qo 99, 9dy 1
5 798 Wk Agloleh & % Itk 847} e

B U sie o) S tek 3§40 71,



S 45

%0] LHX]E Sttt ojeh= d] U R-EAlEA Alde &
1 53 AAeT Y AlTet) o] HRel AdL
2% Combat Mission Al &Joll= A 1 A E 2o} &
T §l= Ao] AAo|t}, Combat Mission Al ZAHE WH-
EAEA Ao ZAME vkt el HFEaL gk W

B 222 Aol AAZ wEo]d & gIthA MurrayZ}

AFEH= Holodeckol MU 7Fse A o|tH44], Holodeckol]
A &FQF AQldlol= 2] 7PdEAd Z2adel

Ao A7} Aol WAtk 259 $HE 1 AL o=
A g2t gl 29 A E 8219 Aelgo] S o
gol At 230 FAH o ojd FAEo] o2 vt

Oo]:ql- GéEH_,] %?ﬂ u'% ‘ﬂ‘e—&]'ﬂ] ‘ﬂ']—:—"‘fﬂ'?

wE sl AEH o AlRle] EUs sk 7
71ZA oML ek aglo]tt, 7«%1}54 P55
T}, ESA7} AAJgh wlEl ol
87%x= o] whe | =wolx A
1] (fun)e] 72%E Zr=thal SoH(171004] AQ1E). TEEl
Hole A% A, 78 A Tl 1EZ Q7|7 =2 o]
=, 2y %E—%*é wio] oz} o] gt A= o] A Ye]
Zte e e 94 mEel Ao EAFHI QlrH4l,

gAel Feolrt B, 94, 45 5 A Wz )=

O{N ot

W ok Holld Be, $7 = A 24 55 W 1)
=l 9] QlFo]7] wlEolt},

Aol 7127 g0l e el gl 1 £
FTE =Y F e AXe vEy £ ]1;]01;4 Qre

1 ‘31011%

J<>ﬂ
oMol &4 29& A7 7@} } , °l X*ol OIEH 22
A ADE A HlY e Aol BE A} 2pEsts}
= elo] HATH2I3I2),

2RI AR =Y 82 T 7P ol vEhd 7]5
b, QIEfYIRte] Rt 5498 Aele 8ae ARE s
Z-gAdoltt, 71&e] Tl AL Ak 7IAGEFE =
T 27} ok AIgA 3 AE FEe T2 o8

whE A AbE71E) ek AAshs, & 95 A A3
agol 850l 22U Aot Agaleld Aol
= 28 Gelel A9 A7} s ArHis, £AE AL

2 By SimCiy, AR, HHAE S
(eg. Where in the World is Carmen San Diego?), 7]o} 25
© oI oK 5 S Wk A 4
A UESS WA Shpe] A5z e gtk o]
WEAS] @ wm2n S8AEE A4 A el
e A 314 24705 ik e 4 gl B

ARUE, 224, 8 s=s 5 29

o] Folz= BRI s A o] AlEAl F-2bE L Qi
2y 2| 9] -9, HEFA| A 7] B4 olobr] o] FelE

o] Hoj(=Eed®) ApLAR] ol Fal o] 745
of ThE 3 AAS Y B ofyel 2229 73519} o4
(ritua) &2 wHEo] WTHO e ve} iz bA = gels
JAPARS el AN 27 ol® AR & AIA
gk gt oS Brbssly] whitoll 1787 of¢hEA|
geth o] 84S Aujshd okl (17 113 2

LE =)

[(d31] 22 24 Y &7

2o, Hel olEyl Fuk gl e s, 5
5, W5 0o Y 5 AEAC 2Y 925 9,
ARUE A 4
% 9ol N2 3
&3 W2 v, vjeige)
S3RA flglel T 2ol A2 AET oL

% % gl

Tl W&oA FTEE T BEE 22 (knowledge) T
ARZ A8 (factual information)e] 5l 5= o] Qlck
17131, o]eid AEA 5 Sheichel ZolA ApuA o,

g=MYAY =N M7A M1T 20074 3¢



62 el A 53kl

=
o,
[mel
i
o,
=2
=

Y A7 AHES Ao

e
kel BRI B S 3

R AR, T2l $<) ol SleHA) ok S
o) F2 o)A e thF viriolt £ofe] 2, o) 5
5 2] wol} Y 5 S wh oo AT S
74 A2 A FAHISIBL. oJA) A 3

l

7

o oy ox i
e
|t
rlo

&
=%
1%
=l
5
:i
a4
N r

felol 8 a4 Aol o)A R B o
= QAFAA o] E(cognitive flexibility theory), T2
8¢5 o] &"(constructionism), L] AJZ2 A o2
(reflective practice theory) -] ST},

A4 §r94 o] 2ol mhw A E S B DAY o
o] Y9} molo] = B AU HEES =
ol9] oIl elvlshl A 2, o] 844
T A dEEe] ofvlE B B ohet FF fz}g A
o) NN A7) A S|l chapsA A
e 00 Tl BHE B 4 ST Sl A
1 o] 2o AA=HA AEEe 5}%: e ATE F
38l Al Fofrls A Fxtetar
A71EA A Beag 10@1
71efsk= Ao delA lek(B1lelA ZH?J%).

T-ZF9](constructionism) 8H5 0]&-& A48 WALZH
B FolAl 7o) oz} Aol ola] FEEGE T4
9] 85 o] Z(constructivism)S 7|HFO 2 A 3 A5
U ol AgdolLt o] 5 skt o] sltel 23t
= 1'%‘31017}*“ IHEol7k= gl Fhojd wiol] 53] 2 o
% ARG A TE3TH30], Paperti= SH5- Eo|9}

0 FUF Holn], S47 A ola) EAlE
FHRH R o] F FE Fxgt o] A A
AR e A A7 ole] g A% i A
A 8 A Aolol] F<l A s Aat] fa) 22 4
2850 L ohfeh e S0l Y] W $1E
A% % 90 Bk
1) constructionism& FZF2] e FAFRE HY 715314

o B Aol = A9l A3 (constructivism) 7] 2}

Hsks g8 PR

I

l‘

;c; £
_1>4 ﬂt
_101

18

=

FE2712 9

=EN N7# M12 200743 3¥

Schon®] H# Azl vkAH A3 2} (Reflective
Practitioner) o]&o|A] W48k 374 o] A A= Abst)o)
(3 2 ek T SR Rl o
= 714 2SS vheo] Whs FgelA whadE Aol

sofe] gt
ohe} me HE

312 4% 97 2%
AL ofolEo] AdE B3l =riAl oS
o TS 7HAS T thite] AldEe] Aot
Bt Al e 2 AR A 0 2 (M)

A& S = Al Al E o 3

O 2 ZIHFYATH30L. o] dFelrl= BFEA Al

2} 7haA 2 318 el olo] FEAFEC] 2 FA

A 7 = AgA ol oj=wlA] AYS B

AeH o2 ATE ANPUTH0I33]. A7 Avks 2

AAIE A= k27 el ol 9tk NESTA Futurelab

Ao w2 A FA AN 53 ARA FAs A

Y2 AR e X A4 sds fgk 7HE A4

ofut tiet 78 FAN 2] Hol7t Aol A eFgkeHiTl.

£ A7oME AYS Fl A vl BEFH 9

Ae] 58 el frofnldh 44 MakE ds F vk

AP o] A EITh, Mackereth= Z5FE Al 22 A
B 3 A4 gk 5“7—43 “Zﬂ AL 25 7AA =

By g A gt aEH

Ao HAHoR %"}*5‘}'7}: APE B WTH2s)

AE k= Hdlx] AAE Z2HA wheths AR

2yttt Yot AFH AldS AHokA| Kk olsE9]

© ZAAAE ARslET g 24 dE W 9F

Q1 AlZHA Wi} v HH s8] e A, 2ea 7

e Aol AAE 23 A2

problem-solving) 34 of| 4] F=2{9] 52

j=2)
-
(o3

N
—_

= H—i
)
to |

=

A
2

i o&

fo oz

S
oo 8o Xl

ri

o

l

oﬁ‘ Pn U\

(ill-structured

ol loiA A&



el ARl Sgate] B B4 AT 63

Ha E7)E obsEd vl AFwrt Dolzltk= e B #rh23).
aL3kaL giet, E43 oA ek #Al d 2 g o2 stsS u)
ojglo]5o] oM AULE 317] Aldl AFEE ARESA BEE AR ALSEeEAR23146], AFEEks A0
=H ofdlole} AFH e 27] H3AE 7|95 AT & 3 ATAEMANA TEHE YERd o] 2 W
oZH A Foll= HAFE o gk FHHo| HFHQl Aol ofstH 52 At JiRIIAA B oolet 15
AN EEE 727 A dvi13], &, AlYES BAHeR2 of 3} ellA s 1 (process)oltt, 33} B
e ASolx 1 AFEHE AT AR WA QA = B R o] &9 <JshH A2 JQIE Ulo] EAE B o}
v Ao A2 A i dEE AFHeZ HE Y 2E ALl BEY I EEES T AEIA 34,
& QEE Feth o] A= AFEE A AAP AE 2|3 a5 ARS3he Bl = 9 I AR AAL 1E
2, A 0 2R A3l HA o AFSiths =o] AL 7]E Sl ke o] lrH20124],
AFE e} #AE 7EES 3l suA "ol F44 Geet AY¥} <5 gk v 28 dajE Bl 9l
FES 7IAA SThE Facer 5o AT Ao} A gt th S S AYE B4 of-olE2 29 715 oY
tHISL Alds Bal vA3H, deateA] AE Aol (semiotic domains)o]2} Bel= &4 o FefaiA drta
gk sAdo] ol HW, &S AFEE &3t skt o] 7|54 J92 on)E 2t 9 2EEY IS
%

ollA] Zpalgto] ZdstE v, uiek A7 ez HAE 2lE 2R g W oAFEo] ARgslE dEE] 8ol 5 old

¢

A (literacy) S 7Hdksh= o] &34 Aojek= 40 7F  AE)A fldte] #3548 tiishs #A Al2A], 28 5 5
SR g5 39 vl desk=tl ARETs], Ade o™
W5 Aol obd dut 2l Ade] A HE T ol Slol N= sl ofsfei] a5E WA F
M= vt defut ool AlE = QA AT A7 = gle b, o Aldell FefshA| S o8 ol
2 IR0l A5 A= 710l fitk wbA o Eopel gl 557 7154 Y& TEI
holA] Het ste}zo|al gt A7-So] &is] o] FolA S5 ol & 7154 G e AlAl Al HAo
of& Zlo= HAlt A NEE 7155E A8t FRdhs FAoltt. A
AL A Al 778 A, deA 22dd A9,
3.2. Aol X Sk HEskal P AN 3RS ABY T 558 5SS e od A

AYER 5= 7154 Goolrt. Adel A==
gl A AAZE ohzt Ald e At FAlel
Argo] EololA|aL gAkE AtolalA Bl H 1L 24+
%94 g, :lﬁll %ES’JrQ g 2F S FTE o HEEE AR Al o] dt Ade A 5
B 7AdS Tl MR BESstal AP} s miEA 7158 5 sluAol.
X % ﬁﬂo}“ﬂ 7ﬂ I‘Jr %ﬂ—’F ‘é & B AR 27 9 FEAE A WA A B e =)
AR web = Al TS Lotk & obde}, oA Al =
°]9| 3'Jr7b ol O}Olé—f‘i e fopzt, o2 vizhE  pEAk Hdke] FAYEe 3 z
whd Qe ATEde U %lt s A Jv YAES HE ofs)e }l
(60 Hob7} =olS &3l ol = sgaks Al A ARse e olelg
Z U 4SS 2t A5 dn vlazTld i Ao WAl A= AlEde

Ir

o
ﬁz
L
ﬁ;
ﬁF
ﬂl%F

—.—4

29 o]t molo] 43 AF4 7% 51% FE=2 3t ke AlQlolx e 7oA Bhgo] A AR Holw=
= o5 U8 thod SHs B S e VS E AR 598 2U 7Fe S AL QthATl,

[45], o]ul] 43 FF A (intersubjectivity)& &53h= W, 9

nE wekelil Aakshes WY 52 AR F5H 322 %% A7 A%

g=MYAY =N H7A M1T 20074 3¢



04 29l

o) 4718 99 et B8 WLz ki o
o) WA AL o Q7] A3k AL BRE Aol
gk, R ol o] T g ol A0 ekt

2o o] 271714 ol® 83150 LAY &ellA]
A5 1o EES F5E 59 8% APo] BAHEA,
B4 $A18 fAATRA] B A7 A ggleh
o]&3} o]f-Z A Tale In The Desert (ATITD)(www.atitd,
com)= ATAEZHE B B 2 4 9t gk

td Aks]A AR o2 B o] Aldelle AT ot
BA FA7F Glol 97 de ASE, 1L AP thgt
gt 2 715k &8kl Aldo)7] wiizelthirl o] AY

ol &gk FAFT} glo] s s
o} st 3ol E71e AL A sk vl glo, 2|
o SHAE ASJA 28-S A 5312 sk Al
o] Az} o7kl et YRl 9] Animal Crossing 2] 7}
of 7Pe] mbEERE 7 H] sl AlY 8k 29
WES 2 HE 587 el =& Hofopst gich, 1euvt
o] AldolA 8ak= AU ol Al 2FlE o] &34 &
i 4 9 Y 55 Faritolof &b, ofoldl o] A

Aol atar, = e vt (A &

1:;571-1: —,—Z] o}%

ol ) ot gttt AFES S AFEE
e T A A3EE wlskA] RehH Adedx 2
g 4& 7 fivh 2299 AU MMORPG S| k2
53] /AR A/ E A oM & 93 v
Ao, webr &% A|Y B Ao F2 FALE e
2 Helt}

ol TN & sl A HFH AL s o
é*l?l% aglo EH 52 R 8Ake} AFE 7 g5zt

o
Ml
=
o2
1o
lo
rr
[l
|
=
~

H
=
=

o
N
o
@)
~

e
w

o

v Aeloleh A4
71 St

Hfield) o)A Eela} &2
UEA| = HETH44],

25l =

Sl
4. HIYI |8 52| AT Al

41, AU 2t B

A2 Aol w2l W4T Wi o] 344 Ehoke
2] @9 g A% AAGSgol ohd Qe A
Zrols 4 el maro] EASHE 202 Ve
FAFE A Qe AL A FAZ AL§ B
EE G5 AT 5t JEAE Bl At A4
9=, 7 2} obehs} 2e HohEEo] 9}
et

SIAE

ﬁ

Aoz &

IN——

rr

r1o
l
o,
)
O
l:L‘,
T,
i)

el Aol it Az E ol
golv} Au7} 2u1E A2

N

I o
)
ot
o
yo T
rr
5:

=1}
RN UREO)
e
N

fodd mu o

o @ s 1”5.)‘_'4

l

il
1%
£l
=
to
1o,
o
:0.1:
> F
%T
mlo
Jl
<

AL ARlo] Al ofafstal FetA] &g oL, o
H2et7]ol 2 adh 3t 5 ARE SR} of2iglal,

s @ e A SAIE = ¢l

A&l < AR FulskA Hoks A 5 et

T Aol HEET] ofFA == 2 a%E
o] $TH22)127).

dut o RS 1 2l HHs g wd g
M ARShs Hlolls ShaAk wAL Al glof B

2881 WHEThs EAI7E Aze] Al71E

(

>

Lii

K n{o_tr;:J Al
jﬂ} é
N

rlot

)

}_ﬂ 218 o7}
S8 o= Aol

o} ol Wéow A S0 79} BAE Holke

ol o _9__1_ Eop].;] olt:i OT: ]_ g]_ul—o yo

BT —-a=

= ¥R oo

N
o o
s
2 ©
;9:’
K
"-?l-"
ol
N
ﬁr
rlo
ro,
L
O%m
2
2,
-y
jald
10
ook
=

o
o of
f
Mo
g2
fd
30
rr
r_g_:
{124
o
) HI
_o|L
fd
;O
E]
A=
o,
o,
o,
o

112
=
oo
tlo
N

bt
[~

_L
2
-
>
>
iﬂ
e

rk&‘

Aol ]E}z‘ﬂ Al
A AFTH3IL.

*} Bl ‘4“] Aew



PN
o} SRR E] A9 ﬂ%ﬂ 5O 2A] d Zi ARaL, 7]
99, o\ paE 5, A AR 5, 4 27, Hd At
24 78, A5 24 78 FellA 8ol 2 Ads g
ATt T =7} 9] Al elA ol2gt &gk T
Eo] FAHA Gethe olf= £ At AlYE A
e Ag Hhgite AS Baska o2, o] HL A
o] A Aghe BAREAL gl vkl gl AglEde
et} Tk Wi FA wslo R Qs ArlE 2
A Bgog &%@E}Bﬂ

4.2, sk Uil?:l, 2| =Ete2A{e] ZHal
Eﬂuﬂd Aol FZ3L 5ol Ajvl
]D} I8y g5l o] Al
I Fgske Aol gl wkAel
Rie 71l gk
AT Bl A ‘ﬂ%‘% x| AR 'o‘}f\lﬂt

° E} Al gle Fgtolu; &

RHEo] ) ki %71
—Erﬂla 719 A7E A
SHAGE & glo] A=
ENaPAERe %E% greE 2Qjo] Bt Fasithe Alo]
}?3 02 AREE Al @

"olals YR g el B

ber 52 &

_ N
NooX
r°"

Nrmni

ajgoxlz m

Y,

-

%

Z

N

rlr

>.\l

[
of

to

i r$L'
>,\l

o,
2 ?}2
N o
1ok
%ﬁ. b
O
o
Lz
N,
s 2
4 =
o ¥ 2
v

=
ol LAIHE SH37] gk shute] A ke g
FeH =5 AY FH &l 2 719] B WY, S stealth
=

educationo|t}, HEZ

40
e o6l 254 o] 53 31 A e

g ofn)x ZkA] Ealth= b Y} Stealth education©l]
AE kg Dol viA| g 3, 2ea B fa) 7l
e AL =AY, SFolehe i) 9w HA
SHA ozl SAEL o] Dol HA viEE =7

LR 05

o, 2 Sl Ao g FojsiA dr I £ e
“Where in the World is Carmen San Diego? ©]t}, o] A<
oA FREL, T Alo|HES BAo] Hol &5dh= 3
elx AAate} 2], ei71, 478, 2ejal v Afard 5

o theff “FAE2AI " FFEHA Hrt, o] AL o
stealth education®] tlE4 <1 43 Atdlzt & 4= Sltt.

o] "RAEAIY of o] Fof x| Bh52 g E3te} A
Ao g A EAlo thh o 2A ARk o <A
& AAA €}, fov] ggzel] o]27] A= whEA|
e A7I7F FoAoL ke S AEHQ w& A
2|3}, 53] QIAFo] gl FAFe] AlelgtellA A71=AaL 9l
o}, 9h o wjd o] e oA, = A eReETt
A& EE 3 oA, e of2H Aate] 7137} glvk
Steigte A9 Sold B AL vle ‘er‘Z“ o|& Ae]
of mAo] A|7]=aL Qle}, “ofAEA] ¢ T <
AAR 27t sk Aol A 7§§:'5‘} AE
el E-GAARE, o] Fitol gt AAH A7 A= A
o] gk, S 214 oI, of 214 3
H 1A (perceived cognition)2} 2] E]#] ¢F= 21A](non-
perceived cognition) 5 F 7}A] A 2 thE 7)A)7} A8
1 ka0, et Fe] elolile] 24 e 44
2 Rk Po|tH40l, $o 2 22l AT SFolzte
#A9] 97E A%5) AAE B A 4T 4
ole}m 2t

o

O & oot o X N oo
= 02 ¢ o g oS o
J%rzi—% ;ﬂ‘j
_LL;'O Ny
irimz *
Hm&:‘é _\i
_o,akomlm U;
olljg L
2i o tf
O?Qﬂmr_z o2
% > 1 ¥
>
—~ 5 = g
HH‘MOL ©
_>_ ne b
iz? &
i =
jus) (
= o
oo o
3 b
T
F#
i %

o
Hl
=
oo
1
Io
rr
MO
>
=
~
e
=
—

o
N
o
O
~

im
w

{0



66 e2hel A o3

2 g ARelde Ade S B dddsel Ho
et AL gloh, 53] 1ee St 2F
7] oleisld A eA 5 FAFH, A s
WL, o5lE A A4 B85 Tl 75 HE
T 3 Aot vhA| f2lef Axgo] AlYE S8 HdRet
Apde 91E are] 231 vhds) ko], vl 29 ofe]
2 AYS S3lA a2E0] Aolrtok & Yol Bagh ~
2& dal %L:XLE E-E—U}

A=Y gl

A3 ol et 8H7§
05k 718 e A3

*gﬂlz}(prosumer)i/ﬂ tﬂé;<]-—«— H]—E]—y_ BA| 7
0 WIS} ol b ek, A9 e I o
2|7} o ApgutE s Ale] By Ajn|w ¢l
WG AL AAL Rl @ Aw REC
23 ShE T4l AgEHA AIE uﬂal Y = 9

AR, BAY A £ Ao 2 A
ABoloE2 FHOE. ofstolrhstan 4} 5]
=T

@ olols), 35, A8, B4, AR, WE, Balg,
0| A%I(2003). TR 2, HFAA: A S

3] o1 AHE(2004), Al YA LA E, =X Z AL A2

(4] 2L (2004). ==Y 7]k =9 53 (STILE)
A A2 A AT At w583 A7
A 2004-KAOCE-12-02,

5 248:000), MR 22ielrlele) A543} 7}
HAA Bl B A elUAE SO olsfol
xw St At} AR e

Fd11(2005). AtelH] FZHcyber space)®] w52 F
94. ElE| e IS, BRI,

[7] Aarseth, E.(1997). Cybertext: Perspectives on ergodic
literature, Baltimore, MD: Johns Hopkins University
Press,

[8] Aarseth, E,(2004), Genre trouble: Narrativism and the
art of simulation. IN. Wardrip-Fruin & P. Harrigan
(Eds.) First Person: New Media as Story, Performance,
and Game. (pp. 45-55). Cambridge, MA: The MIT
Press,

[9] Armory, A.(1998). Computer games as a learning
resource, Ed-Media conference proceedings.

[10] ATIDT(2005). A Tale in the Desert, Game support

website, http://www,atidt,com/

[11] Barab, S. A., & Duffy, T.(2000), From practice fields
to communities of practice, In D. Jonassen, & S. M.
Land. (Eds.). Theoretical foundations of learning
environments (pp. 25-560). Mahwah, NJ: Lawrence
Erlbaum Associates,

[12] Dickey, M.D.(2005). Engaging by design: How
engagement strategies in popular computer and
video games can inform instructional design.;
Educational Technology Research & Development
53(2), 67-83.

[13] Downes, T.(1998). Children s Use of Computers in
their Homes, Unpublished PhD Thesis, University of
Western Sydney Macarthur

[14] Eskelinen, M.(2004), Towards Computer Games
Studies, IN. Wardrip-Fruin & P, Harrigan (Eds,) First
Person: New Media as Story, Performance, and
Game, Cambridge, MA: The MIT Press,

[15] Facer, K.(2001). Children’ s Out of School Uses of



Computers, A report for the InterActive Education
Project, available on www.interactiveeducation,ac uk
/school. pdf.

[16] Fromme, J.(2003), Computer games as a part of
children’ s culture, Games Studies, 3(1).
http://gamestudies. org/0301/fromme

[17) FutureLab(2005). Literature Review in Games and
Learning. NESFA FutureLab. Bristol: University of
Bristol.

(18] Gee, J.P.(2003). What video games have to teach us
about learning and literacy, New York: Palgrave
Macmillan,

[19] Greenfield, P.M,(1994). Video games as cultural
artefacts. Journal of Applied Development
Psychology, 15, 3-12.

[20] Hutchins, E.(1995). Cognition in the Wild. Boston,
MA: MIT Press.

[21] Inkpen, K. M., Booth, K.S., Gribble, S.D., & Klawe,
M.M,(1995), Give and take: children collaborating on
one computer, IN J.M, Bowers & S.D. Benford,

[22] Kirriemuir, J.(2002). A study of the use of computer
and video games in classrooms. Internal report for
Becta(British Educational Communications and
technology Agency). http://www becta,org.uk,

[23] Lave, J.(1988). Cognition in practice, Cambridge, UK:
Cambridge University Press.

[24] Lave, J., & Wenger, E.(1991), Situated learning,
Legitimate peripheral participation. London:
Cambridge University Press,

[25] Mackereth, M.(1998). Girls' Perceptions of Video
Games, Unpublished BEd Honours Thesis, School of
Education, Flinders University, Adelaide,
www.ed.sturt.flinders.edu,au/edweb/
onpub/THESES/mackereth98a/BEGIN. HTM,

[26] Malone, T.(1981). Towards a theory of intrinsically
motivating instruction, Cognitive Science, 4, 333-369.

[27] McFarlane, A,, & Sakellariou, S,(2002), The role of
ICT in science education, Cambridge Journal of
Education, 32(2), 219-232,

a4 B a7 67

(28] Miller, C, H.(2004). Digital Storytelling: A creator s
guide to interactive entertainment, Burlington, MA:
Focal Press.

[29] Murray, J.(1997). Hamlet on the holodeck: the future
of narrative in cyberspace, MIT Press, 3h-8-3F HA| A
2001)(2. Aol Axje] vl QlE) dEln Ae)
99, Qe

[30] Papert, S.(1990). A critique of technocentrism in
thinking about the school of the future, MIT
epistemology and learning memo No2, Cambridge,
MA: MIT Media Laboratory.

[31] Prensky, M.(2001). Digital Game-based Learning,
McGraw-Hill Education,

[32] Rieber, L., Luke, N.; & Smith, J.(1998). Project KID
DESIGNER: Constructivism at 2work through play.
http://www.ncsu. edu/meridian/jan98/feat_1/kiddesi
gner, html

[33] Russell, G.(1990). Computer Adventure Games and
Education, Unpublished MEd thesis, Monash
University, Melbourne,

(34] Ryan, M.(2001). Beyond Myth and Metaphor-The
Case of Narrative in Digital Media, Games Studies,
1(1). http://www.gamestudies,org/0101/ryan/

[35] Schank, R.C.(1990). Tell me a story: Narrative and
intelligence, Hillsdale, NJ: Lawrence & Associates,

[36] Schank, R.C,.(1994), Goal-based scenarios, In R, C,
Schank & E, Langer (Eds.), Beliefs, Reasoning and
Decision-Making Psychologic in honour of Bob
Abelson. (pp. 1-32). New York, NY: Lawrence
Erlbaum Associates,

(37] Schon, D.(1983). The Reflective Practitioner, New
York, NY: Basic Books.

(38] Spiro, R.J., Feltovich, P.J., Jacobson, M., & Coulson,
R.L.(1991). Cognitive flexibility, constructivism and
hypertext: Advanced knowledge acquisition in ill-
structured domains, Educational Technology, 32(5),
24-33,

[39] Squire, K.(2003). Gameplay in context: learning

through participation in communities of civilization I1I

g=MYAY =N H7A M1T 20074 3¢



68 L2l AR g5t

players. Unpublished PhD Dissertation. Instructional
Systems Technology Department, Indiana University.

[40] Steur, J.(1992). Defining virtual reality dimensions
determining telepresence. Journal of Communication,
42(4), 2341,

[41] Sutton-Smith, B.(1997). The Ambiguity of Play.
Cambridge, MA: Harvard University Press,

[42] Tobin, J.(1998). An american ‘Otaku’ (or a boy s
virtual life on the net), in Sefton-Green, J. (Eds)
Digital Diversions: Youth culture in the age of
multimedia, London: University College London
Press,

[43] Veenema, S., & Gardner, H,(1996), Multimedia and
multiple intelligences. American Prospect, 7(29), 34-
49,

[44] Vesna, V.(2004). Community of people with no time:
Collaboration shifts. IN, Wardrip-Fruin & P. Harrigan
(Eds.) First Person: New Media as Story,
Performance, and Game, (pp. 249-261). Cambridge,
MA: The MIT Press.

[45] Vygoltsky, L.S.(1978). Mind in Society: the
development of higher psychological process.
Cambridge, MA: MacMillan Publishing Company.

[46) Wenger, E.(1998). Communities of Practice:
Learning, Meaning and Identity. Cambridge, MA: UP,

[47] Williamson, B,(2003). A review of Gee's ‘What
Videogames Can Teach us About Learning and
Literacy” . http://www. nestafuturelab, org/. research/

book_reviews htm

U=MLAY =FA HM7A N1T 20074 3¥

i+

A b
1987 A&ista F23A8 (BAIEHA
1994 At A w537 (K3 A
2001 E2H) (FSU) (5381t}
1997~1998 231 718 #7
2001~8A4 () 25 7182 o)Ak
FA Rk 17k A, 48t b

E-Mail: jjo@credu.com

= 218 (I-Hyun Jo)



