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ABSTRACT

Emotion is very important feature in educational situation. Because it has high influence

to memory, educational achievement, motivation. This study tried to find out possibility of
serious game as emotional engagement tool in educational situation. We did our pilot
experiment to elementary school students who are english as second language. In this L2
learning situation, we did our basic experiment with English language learning serious

game called ‘Word Collectrian®.

Word Collectrian has some features for emotional

engagement. It has interaction for dynamic word visualization, providing context video for
word usage, putting visualized word on learner’s virtual home. According to experimental
result, word Collectrian has possibility for educational achievement and emotional

engagement effect.
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— A Study on Enhancing Emotional Engagement in Learning Situation —
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[Fig. 1] A story of imaginary alien ‘bbibba’ was
presented to enhance emotional engagement

2.2 Aol FuE TN

= ZFYEe 1A THAQI), 2uA ‘u
A wjRre] & 39AR wholdtgo] o] &
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=3t NAZ AAXA 7] fsliAolt) =g o]
£ AHg3he HeEhs AAEtE B SEoA olF
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IF BXE 98] YR SHA HHoR
dH A ek 7 FAEL 156% Fr] WEk dA
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ek 374x EEF A3 A4 337 AAHAH
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O ZHE UGS AT F AERE A

WORD COLLECTRIAN

X2l YE Solme?

WORD COLLECTRIAN

Play HE & 52] BH& ClA|
o 3 Ro{=MIR.

[Fig. 2] Enhancing emotional engagement and
proposing educational context through relevant
video clips
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Learnlns Present the Word Positioning
Title Intro video context sentence in memorizing word =
video video y session
Step 1 Step 2 Step 3
(Extract) (Make) (Positioning)
[Fig. 3] Game flow (‘Extract’, ‘Make’, ‘Positioning’) for learning process(memorize words)
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— A Study on Enhancing Emotional Engagement in Learning Situation —

| WORD COLLECTRIAN

[Fig. 5] Collecting visualized images of English
words to enhance emotional engagement

2.3 Al A (Pilot Test)
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[Fig. 6] Experimental setting on two classes of
the elementary school
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[Fig. 7] Test material(color, animal category)
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3. ChBOl LERE THojo] £at YXIsHs MEE BAFML- [Table 2] Third grade students’ result (N=23)
Word
kick Question contents acquisition
LERd number(average)
%;_’é;{q 1 Matching pair 0
S hide (Word - color category)
@ =0t —
@ Rt Spelling check
o5% 2 . 0.52
gﬁzacr (Word - animal category)
- 3 Multiple choice(Verb) 2.39
dangle Total 291
@ =Rl hiss
@ &t @ 7t2|ct
gngM‘:E‘EIEr @ me|ct ° - 1o & e
© i - oiden A7z golte] Agole W FAE A =
» neole R Aol AAE wolE ofn] # Uil glo] APd A
@ Bt}
o Solain F7F =71, F5 9ol 7k =4 YElA =
= erorth. 1]al woldhgeld HAE 3w 2ria
A A B S5 AFA EA H7RdsE,
PoZI7HA] @lUch =1 Bgtole @ | olul o] AL ¢ g o HAE £ {
[Fig. 8] Test material(verb category) A 719l HeE AEASS AT F AN
o E3 F5F= do] Toe Pigs 22
oA oA FolA A wel HAEGN  wsdt dole ugo] wle Eehes seld &
U3 Jd HAE ALE HECA gk X3 AT
A5-23had dA 229 F 5%, 38hd dA 259 F A3 A FA ol &S50 TE ol
28)= A A Attt AP El2=Ed H]E| o Hal] &Aool qlrt. oldl sl 7hset sjAe=
A5 gl aEe] "erh "ol Abdle]l A & A = A Hr el A 7IeE Atelg & ¢ Atk
S AN oEE BN e DU 8 Mg A Sle A Gecal HAE A
o] A=A gk TAA A4S 1Fs] o g3 glojolwt wE: F g 3 AR ATELS Al
Hrha gdste] Ay B A thFA] gFokr). & (recognition) ZFAZ HolZ=rt Aoz H7ld
T Eaol| xshet Al & 28hd 171, 33hd 23 tho]itel] W 423l xolrt UL Aoz M
goloith. 7h shddl ShgabEe] wef §5 Ads F glond, oo WM F7 A7t et
[Table 1,2]1¢} 21}, shEA EAJ o 2= 28hdo) wlE] 3dhdo] ol
oF 1] AEE o $5% Fgyel vepdeh 2
[Table 1] Second grade students’ result (N=17) 7Nz AT E d% AT Folsk Flojx T
| Word Aute] Aol AFL AAF Aol ol EAA
Question contents acquisition oz 93 Fo|7b Qi ASAE oF 2= gloi}
number(average) » ) ] )
(Word - color category) o Aol Tl gk o] AolE Hotshe FF
Spelling check 051 A7 HA7E ol slok B 5 Aok
(Word - animal category)
3 Multiple choice(Verb) 1.6
Total 2.11
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2.3.2 Aol chst Al MF EA} 1. 9= FUEZee dA AF Zeo| FeY
ZzEegloR TYRAOL WA 4
Adoll digk A Ade 7154, Anl 240 5ol o] FoX = A ofolEL FH AT
F AEOR olfolfth MRS “Yn Fuse So 9FS WAtk F A% A T
Qro] Thgoll o] HEX|, g 7|zt A o shEAtel oAfA gt Aol Aejet )
g 2UUOIEA"E FAUs] A% FFEE o % Py 5 ARG
Fojz otk B A= 3ME o] Foz A 2. ofo]EL2 7|HE QlEo| ol&gt olo]Exy 1
axdl dal At Andow F4ACE §E UA ghe ofolm AlolN B FralolA
o=y g FHoA A MYs FX3E & AX(EE, AP $)E Bt F HTH
Aoz %54 AY A= FAELY o] AEBY g8 HUwd] e g9 e A(dgital
F ASS HFAH[Table 3]). literacy)oll wet &< el 7H-Z 7]l
A7k Adek.
2.3.3 HICI2E S&t s 24 3. 71HEd &38R g ofolEL JHEE
dels)E gk 3 O v)7)e] %A
A AgAAE SeAt e 2aEee e ofol5e] Aol HRH Felw A
2 o gahs WL vtlesbee Hstske] oo Aol deluba e FFsel Agie
9@ A% 2AL Adagr vde &9 ARE 4 ololEe AuEe] Ex o I AEE T
B Adom BF BAR Fa e oldsl 2 gAET vy APgesE Qo F,
2 w8 200 45 482 B 44
[Table 3] Learner’s perception about ‘Word Collectrian’ — Second grade 21 students
(Unit : Student number, %)
ind| Measure . Strongly . Strongly
Question agree | disagree .
-ex factor agree disagree
When you were watching animation before
1 fun english study session, did it make you expected 1 > ! 1
& v : you exb 67%) | (23%) | (5%) (5%)
for next step?
2 | education Was TV clip before learning session helpful? 12 ) 0 0
P g P (57%) | (43%)
Was steps of visualization interesting? (For
3 fun example, when you typed ‘blue’ then bird color 1 4 3 0
’ ’ % 19% 14%
was changed. Typed ‘kick’ for kicking bird) 67%) (19%) (1496)
4 | education Do you thing completing word by process is 11 6 2 2
helpful? (52%) (28%) (10%) (10%)
14 5 2
fi s collecti h i ing?
5 un Was collecting words to your home interesting (67%) (93%) (10%) 0
6 | education Was learning process easy to understand? 10 7 2 2
Eb Y ' (48%) | (33%) | (10%) | (10%)
7 | education In overall, was ‘Word collectrian’ helpful to 12 8 1 0
memorize english words? (57%) (38%) (5%)
10 both Do you have willing to use ‘Word collectrian’ 13 7 1 0
for further english study? (62%) (33%) (5%)
Total 100 51 12 5
(60%) (30%) (7%) (3%)
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