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He B 2 SR B IEAHR - st B A Lot B

BRI G o] B 2RE AR - LHEERT S

Ot ~ SRR SR E R R e R SRR A R e © RS R R SR R Y = M B
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5~ BT R

H
Ry E S B 5 (computer
assisted learning)Z([¥5 {17 23 (e-learning) » F
AL 51 95 1Bk =X B fir 2275 (digital game-based
learning) 7528 J5 X FR T H R ERHLHY
WHEh  INE EAERYROH - BEE B L as Bl
TR R RS RS2 E 2T
& H (Connolly, Boyle, MacArthur, Hainey, &
Boyle, 2012; Girard, Ecalle, & Magnan, 2012;
Tobias, Fletcher, Dai, & Wind, 2011; Wouters,

il
\

van Nimwegen, van Oostendorp, & van der
Spek, 2013) - #FEY A B B2 E A B B E Y55
LS OB o RS E A DI R
s B R RV ERS 52 (Schrader
& Bastiaens, 2012) » a] DI 5 | 2275 22 A B
BLIEDY > BB EE RN R AR E

(Dalgarno & Lee, 2010; Girard et al.) - E525
EREENERERR > HIEA A DIyt
T IEEL L 2 (game-based learning)HEHE
THER AR BR B R BB i R 8 ~ A58
I > 2014 ; #5.001G » 2013 5 Chang, Peng, &
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Chao, 2010; Cheng & Wang, 2011; Giannakos,
2013; Liu, Cheng, & Huang, 2011; Papastergiou,
2009; Schrader & Bastiaens; Wrzesien & Raya,
2010) » {H 75 LT R H 70 #0 2 Ch i B =X
Bl 2B HE R ERE - RAVEED
Papastergioufy it 9T /2 bh e i85 5k =0 i fir 22
BRI B B - 5540 BRI
BN » MHENE S = AR B R el =B L
28 BRABUEBE N LARENEE
[1¢34(O’ Leary, Diepenhorst, & Churley-Strom,
2005; O’Neil, Waines, & Baker, 2005; Pierfy,
1997; Randel, Morris, Wetzel, & Whitehall,
1992) o KR Bk I 2 B RCRUE 2Tt
B2HEE - Wl - RREEHEOH) > MR
B Rk gk (achievement) o 1 FK SEH (knowledge
acquisition) (Gunter, Kenny, & Vick, 2007)
It el s ek B B R T R
ELERGE - R EEIHTEE

% Jok = B i B2 e Ry R R Bk Y )
Z el AsER(flow experience) /it G
TR S B RE R - S BUE R
OB A2 — 0B A2 (Kili, de Freitas,
Arnab, & Lainema, 2012; Pearce, Ainley, &
Howard, 2005) o 5[0 #e BR i A1 28 Fo e
AR R - m R EE N HEEEE) (highly
focused concentration on the activity)f# A
i E T s JEBEE EE 4 (coherence of the
activity) i A5 SR AT IERE - - AFTEH
HHE RS B E B R Y FRE 2 fETHY — 2 (balance
between one’s skills and the activity’s demands)
5 N ECE R - Az H B (deep sense of
control){sE A\ B8/ CoFTak B HE 4% RS -
i A HS R 4% B@ (distorted temporal experience)
{5 A B 22 § @l T 2K R BSOS IR RVE - R
JEENIEE H15(a feeling that the activity is
innately rewarding){if A\ &\ Z/] k1 /& BALE i (Brom

et al., 2014; Csikszentmihalyi, 1990; Engeser
& Rheinberg, 2008; Keller, Bless, Blomann, &
Kleinbohl, 2011) » ¢ EACRLEFTAL - Lo RE
BEAEEANSERE R BA - A
ik~ Wl - BEEE - T KEER
BUEE o 2 i 5T B O 2 R U B i B e 1Y
HEEREH N LA B 0 IR T AR
(Admiraal, Huizenga, Akkerman, & Dam, 2011;
Choi & Baek, 2011; Dalgarno & Lee, 2010; Kiili
et al.) o —EBRIE RN LIRSS EH A B
(Pekrun & Stephens, 2012; Skadberg & Kimmel,
2004; Webster, Trevino, & Ryan, 1993) o 037
AEBRE S - RN IR S B AR L E fa i
SEfR ~ BUE KPR L PTAKERERE - HmEE
D& QA AE R EV Y AN i = s oL 43
2 g% LB i B2 BT R X BT B2 E L
BGER - I AEH S AR E T IR 22 7 =AY L
TRGER AR -

Mayer (2005, 2009)f 2% #6525 20
FH G (cognitive theory of multimedia learning)
JSweller, AyresBiiKalyuga (201 1)FYFEHFIE (5]
i (cognitive load theory)sd fy @ 2 E EIRE
HASHE G &R - A DURREE HIF AR A &
fof > FRIFEE R - HlE 2B ZEAE
AIRE BV E BHVE R TT - ERGR AT AL
B AE ARG - NelsonEdErlandson (2008)5k
5 2 B8 & R B (multimedia information
processing )i o > 415 FREL I F[E]HFRELL
KEREBENEBITRCCE ~ 618 - I
B AREE IS EEN LA AR o A
B E H B P E A HY B S R A
HYB5TIREE (Sweller et al.) » G2 FIH G
WEM TR E - BENBMEET - AT
FEARBREI &L - MR EH IR (Sweller,
2010) - FRAIE &N HIBEEE I TIFCE
& (working memory)fy & i > E2EBUERA
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€r{f(Paas, Renkl, & Sweller, 2003) - L5 K
DRI 2 8GR R R B I Y BY
MBS HETHETHEEE B (Cheon & Grant,
2012; Zheng, McAlack, Wilmes, Kohler-Evans,
& Williamson, 2009) ° {H3E L5032 KI5 #E
P RS E A BB 2 -
A2 b B U B2 B SR B == -
Nelson, Kim, FosheefiSlack (2014)AYiH 228~
e R AR R IR R (A R B B2
Az Pt E AR AN RS R0 B ey B (R R B2 1
BHYEE - MRS ERCEAER R BN
FPERR o HILHENEHEHEE » R E
il gk et 2 Pl EH A ER 2 - H AR
LR A T DR S B A L
FIP AR -

— LAY EE SRR DL EAV SRR A -
o HERE B e BRI EE E A EH
B > ATDAREERENI & 5 (HE SR
MNEEEMS @ FIEgEEaEHEZNL
B [ & R A& o R AV B
SR (expertise reversal effect) (Kalyuga,
2013; Kalyuga, Rikers, & Paas, 2012; Rey &
Buchwald, 2011)  fR 452 1R AG 225 20 A1 BE G
SR AT E T s o PR SR A [E] aE AR S A AT 8K
T E i B2 E R B B 5% 1T AR 22 Ay 3Y
HIE T - (HERE RN - {HSerge, Priest,
DurlachEidJohnson (2013)ihf 22 B R FEAEEE
4[] RS Y Ak = B i B BRI 2 B R
SR B 3 BB Y B AL £ B (e e BT S Y B =K
AT BB RIE 2 BN - HRAASGAIR
HEEEZR  BEAHREERRBEREY
J& - Huang (2011)f5 25 Bk =X B fir B2 BRI
PSS Y 2 G AT RE s B A R P (cognitive
processing) 1YL EE - Kiili (2005)%5 H ##/5%
ZIERetER > HEMEBFEHE TIELES
ENAREMEER SR - iS5k ERIREH

HEMRE - —LEN S TS H
He SR IRETRE 2N ] DU -2 i - (B ]
RE (#2239 35 A TRV EE M B 25 & (cognitive
processing capacity)ffE) AR - K FHEEEE
#H(Ang, Zaphiris, & Mahmood, 2007; Huang;
Huang & Aragon, 2009; Warschauer, 2007) °

H— L FE R BT B BRAY R 45 R
R B T RE S A B E AR IR B B Ay
£175 + AyreséiPaas (2007)HIZEH B E AT
BEE T REN N E HH R A - (Y
FREE SRR ERE ST - 815 DUE
(FEEINEYRERI AT © AngT(2007) 58 ER A 127
HIE i R - e a8 ~ (HAEE Y A
Je B oy S T R 1 (5 FH B RE AR 2 YRR
KIBETT - Huang (2011)F5 87 A ERAY(E &
T H AT ER Y0 %% T (mental effort) »
RE 4 [F] 5 [ B R ER B ~ Wi SOl (T O
g o HOEES IR T EEE AR
FRIZS 8  A S iR A A (Ang et al.) -
ZumbachEiMohraz (2008)F5 H ## gk U F fir 2
HRE S - JERMERVE R E IR TR RERE 0
BAERFLFIE A - HuangBlJohnson (2008)
W 4 ER R il B B2 N Y IS R 1 - S5
75 2 3 Y 5 22 = 0 R AE B AR B B Y 22 R
IR A R B Bt & 9B _F (environmental and
social stimuli) o Rt » {75 E E i S2E R
BEEEEERAEE N EEH O EE
2 BEEARRAMEESE/REER
faf o TPEREE 723 - MitchellEiSavill-Smith
(2004) %5 % B sk H AR B B2 3 H AR A — 2
B> BEFFORHEENEET - A
ERSIIE R S A LR o QAR
Sase o WA 2 EE G A IR ESRAE
fif » BOUERBEAREI NS BN EE - &
Rl - BEEE - SER - ZnaE -
Frfsat ~ FEEMENERER T - $RIFE
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Rr B BRI T 2 225 -

Grer bl FSORE - BB R LR
REREURE B 5 -t — e
2 £ 1 LB T SO (L R 1 3 0
SRS o (8 R E R L
HEBREER I SRR - R SR IR
S=HOMG - EERTT LB
BRI R TE AR - SR B B PR
EUAFRR > PR B B A A TR
FEBA - {EL st 0 T A 75 R 2
B RIERCES NG - T -
ETRBE R AT — RO AR
SRR -

L L 5 BB G A i
B B B R e S
B T R LA £ A 35 B DI R R
B O BBRELERAT AR (5 - FISERIAE
4 -

—  AEHER BB S AR T B
B B R B (R SR
B E 2

= AEHHR T S AR TR
S B 0 M 2 75 B T
i B I LR 2

= - AEHHR T S AR T
S i SR SR 4 2 75 B I I
i 5 i B AT 7 2

U B KL R Y IR TS TE
F 2 BB R SR AT A 2 PR
BB R L BRI BT L7 2
AN 2

A SOt

— BHEuEE

B EEREESTHYTFAREE -
FFZ R DR R B AR R T Y B
HENE - BEVCREE VA E Y (Kulik
& Kulik, 1991; Liao, 2007; Tamim, Bernard,
Borokhovski, Abrami, & Schmid, 2011) - F.Hf
HY B B2 B A A I R B AR N H5Z
PRI R i RA 4 Eas - BEE RS - AR
REAE B FAEEAT - A& B AR - B &)
PERLSS - SEEE R

Ve 4 S~ 2 RS B B R R B
e o A Y E RS 2 L R B
(Ligas, 2002; Yun, Miller, Baek, Jung, & Ko,
2008) - B2EE T HH OB E S FEE IR
WAGR o AT B B B (5 TS B 22
H2FEGR > CNBEER RS ([2EET
B HADIgR B2 AR - EiEER - 2
EHE AR  EEESNEUSZENS
A -

o BEERBUEE

% Jek ZU B 22 12 B2 38 N 25 B B i 15
B 4E & E 5 gk (educational games) > H
HIRLE ~ HEEY ~ AT B - BB
AVE ~ WAL - PRIk ~ S5 - REREARR - A
e - tegas - B - BEEEE - i
FRME(Prensky, 2007) « 5 LR AT DAPE By
st iR B B s fe E A - 4
WA BT TR B B R o Ry A
EHE ~ B - BE - 8 S - R
WA~ Rt - B BE - RFT - BEE
(Hogle, 1996; Prensky) - [R#Egk B it E1E23E H
HAE - A RN —E # AR EE
b EEE - B - I -
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de Freitas (2006)$f ¥ 75k {5 F Y £ G B
BB NEN B MRS B 2 E 7 B
&5k (educational games) ~ 43 _F##5%(online
games) - [EZE HEEY (serious games) ~ Jz[HHEfE
f(simulations)VUReE - Hoor » ZE WL S E
s K BRI R ARG - EERE A B R
HIRAYASES - 4R B NA BLIE R BEAY S
T~ ARV EE B a5 > 7 H (R B
RENTIHR MR EOH) 5 B EE I E 2
DB REEEE  MA SR - [HEE
T I BB R P R S ) — ([ SR R 4
B BEEEHFRZ SEHENEE T -
PR bl iy 25 Sk = B B2 S B g i » ]
EHESEM T XE - BP - G EEERE
BERELHE - TR EIVA R4
FEZEf 2z 23 Hoo R R B A e AT
2 4 S HASHYID 2RI 23R - B EH R
2 BEEHELE -

ZAT > BE R A % ot B E Y
Tk EEEEE EAN —RRAVER - de
Freitas (2006) ¥} 7z S% /523 = i AR AUARL T %%
> oy Bl R ek Ry R ~ BEIS IR BN AR Bt
SR~ ROl B TH (B 5 EIRESR L
RE) =AY - Hp ek Ry bEm 2 A - 2R
AR R EE S A (AR
B (40 - Grangeton ~ Racing Academy) °
E S IB B  E e 5 o S iR B R A\ R
B SLE - e Ay E S )T R
T BB H A ER RS - B nsres
BRI RN [F 095 B B R BE (B4 ¢
Neverwinter Nights Ardcalloch ~ Revolution) ©
BRI TR BRI — 2558
FAE# AV EEE T A (140 * Re-Mission -
Second Life) °

RSB ARG R AR E T
% BHERAFIGHE AR o B4 5P

B kPulaski (1973) ~ Vygotsky (1976)E&} 5%
HEENAE BRI B AR VB S - S REF N
AH A E 5y » B0 5 ARCSEIHEE Gy
BB H (situated learning) - & 5E {5 77 E5 =
B B2 Bl e AL B B Ry Se i o ARCSEHE
AT DL ARt R i s P T 22 Eh i e
2 » BREE [ (attention) ~ AHH (relevance)
H{Z(confidence) ~ i iE (satisfaction) (Keller &
Kopp, 1987) ; [F5 525 s v 5 52 VB Eh Y
HEM A EF N2 ERE I E Rk
f1(Brown, Collins, & Duguid, 1989) - =34
BIHEIREIRET » FTERIBERA A S ERE
WERES  UAEGRIEIE > E21R
fE#E Ak SU A & 57 (Anderson, Reder, & Simon,
1996) - B T DA b afe B3 B s ELRRE » SRR
IOAF A S E SRS - Ean - A EinE - FE
Rl ~ INGH B  BEEE - RO - BERE - R
REME BB B EN B EE e E - i
FIEFHYEE DR -

&f LFral > e Ek B B E B L
DEAFE - HHEARNEETRREAEZ
A H SRR M e AR SR E R
g - (ESE BN MR T o ISR
s - R BLER T RS o o] DUE Ryaka
BEERA BB HILERA] -

= BRI BB ERR

Hogle (1996)f5 (¥ fr RN E N E A
DU ESS : glsEhik - el - frEE
B~ SEEEE - SEREE - ERlEMNE
SR R AV E RN BB AR E F o KRR
fR o Bk B B B A Y B R -
DalgarnofiLee (2010)F5 H' 2 158 fi it 17 1%
RIS RE PR L AV 1T PR B E 22 A RIS R (spatial
knowledge representation) ~ 5% 2% 4% g 223

H % (greater opportunities for experiential
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learning) ~ Bf& L} J7AYFE T (increased
motivation/engagement) - 2 E A=
(improved contextualisation of learning) 7 75
HERAY A {FE 3 (more effective collaborative
learning) » 78 £ 41 i 2 B R BURCR AE HE
THHERE - CATF SRR 2
BRI BB E B IR B - Girard
£(2012) ~ Sitzmann (2011) 5z WoutersZ£(2013)
o e jek =BT B2 T WUR AV 18 5% 70 T (meta-
analysis) &N R 7 L= BT B2 LR = A AL
HIEHHY - Giannakos (2013)HJBHFEERI7SK
P A= B9 B it AT DAFR THEE EWUR - Chang®s
(2010)HIIHFE BRI AT SR T R ER A AR
IR ELE i S LR - Admiraal % (2011)HY
b 7% B A ek = B 1 B2 (S B ER A iR
FFRE S ERAE 2 B2 L © ChoifdBaek (2011)
HI S UR 2 SRS B2 TR N AR O
FORTE HIR AR A RE R - Killi%(2012)3 5
P SE IR B SRS TR T T R B AR R SR R
B33 S Fe N A B LLi i ek = B i 52 B R
BRI Y - A E e i i 22
B ¥ 7 Sk B i 22 B S A = B
HYELEE » I 5 BLAS AU (20 14) By SR R
BB 2 ER R g E s LR T
BEWEY » B SRRk g 2
BRksy - ChengfiWang (201 1)AIW5T#IR %
S e BRI EL AR HY B2 U7 U RE S 2
P ER Be R B AR 3 T T S5 T T B TR L P e R
PREEFRIHVRE ST » LiuFE (201 )HYBTFe B8R is B
TR AR E ] IR E RS,
EERRL IR A g st B Y o Wrzesien
EidRaya (2010)fYIH5C8~ 2 RS E BT S
HE A T A ERREEERZFEY
“EER 0 B E AR R B AR REIRIR Y B2 B
4 o BAUHTEER - R 2 E

BOSBTNEF R =L - ST R
BER il A BN B E A L - BB
BERRERSIZEZHET - ABHET
(Prensky, 2007)  Papastergiou (2009)HYi/F7E 28
IR R B B i E A R B i 22 AR
ST R A B R R SRR AV B2 AR B2 B
PR BB R o RS EUR - R UL
BN E SR I F i 22 -

LT MR R A
BERIBR ST A RS B R R
FE B B2 E Y45 5 (Gunter, 2007; Hays,
2005; O’Leary et al., 2005; O’Neil et al., 2005;
Pierfy, 1997; Randel et al., 1992) - EZ4[]Gunter
(2007)F5 H A HES o 15 ek = B 22 AU AR
DRI E - B - SRRt A E) 0
FEIEAT RIS L HI BE YRR » O’ Leary®
(2005)HY B ZE BT » 7k =B i B2 B 45
B B E R IRk T B B A B R B
R R HEE AR - O'Neil:(2005)81Hays
(2005)ER+5 H 2 A & S0 56 5 R B B = B
{2 H LG A= EE AR EE VR -
Pierfy 73 M2 1 2 sk =0 B2 B e R B
o BHAS(E U 2 SR B =
BRI e A E AR A=
il 3 SR = A B2 R e BN A 3
i 1SN B B2 WY R B R i -
Randel %5 (1992) 73476 3{[ 45 Bk =X B fir B2 /Y
PCHI B AE IR - SFER A 38 BE I =B i B2
B G H E BRI O BB S A =
o 22 RN B B R 5 3{EAE ISR
NN E B ERGE

&r bl - i SR N E T B Y B
B R R EEe AT o £ 225 Rl Al By
R EEERESG A E BRI R 2
EE A HARA 2SR -
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I~ R B 2 B L B A

LRSS 2 2 A i B E
fy—FE O SZ o Pearce, AinleyEiHoward
(2005)%5 i/ i fS B L FE 2L i ~ SOF Fe %
HlEY - Kiili%(2012) 45 HH00 0 HG B B FE Dk B
EAHE BEHY 2 i1 (challenge-skill balance) ~ &
2% H i (clear goals) ~ [A]f&(feedback) ~ A Hr
4 (playability) ~ B [:(concentration) ~ BF[H]
i (time distortion) ~ H FE #%H2 4 (loss of
self-consciousness) ~ H{E{H S (rewarding
experience) k25l (sense of control) - 35 26f#
SRR OLRERIEE - R ORE
BRINAE - i biE B E - AL IRAS B AT i
T o FrRAE EAEUER - LRGBS RE ARR
FEEER ~ B~ JUR - I e ~ KAERE
OFTAR E R — T EEAS B o PEAERSER T L
REEEREL ORI T E A S
ElE - WEHEA TR 2 B4 -

S RBBRINZEEEE - 5EH®
ANFAEDEE) ~ TEERYEE M - AR
FRE LS B ZORAVRORE 2 MYt — 2~
PRZIVES RN - b B A B~ R — S
FE IR E EFETHYEE(Brom et al., 2014;
Csikszentmihalyi, 1990; Engeser & Rheinberg,
2008; Keller et al., 2011; Kiili, 2012) - 126K
ZEEANASEEE R T L
ik~ Wi - BE LA E HEE - EAK
e~ FOmie Y EVE - Hpey T A A HERYE
A BLUE B SR AV RE 2 MY Py — 2
B2y " iee — ZORFEA M ) (skills-
demandcompatibility) (Engeser & Rheinberg;
Lovoll & Vitterse, 2014) - 7= AMM B FHAVFLRE
A SE A TR AR AR - BRI AT RVE &
[ 2JBE /] (anxiety/stress) ; AHEZt - 5 AR
AL AE R I8 58 R RS 7R ZEAYRCRE » AL
G RS FRE (boredom) » b i AR 5 50 ) 52

LS B [ (Brom et al.) - A A E M
I e B 58 B AR5 75 R RE TR BEHERS - HI]
AT BV e Bt - LR AR e Rt -
N TRGRE — BORAEEME  (skills-demand-
compatibility) (£t FLER H BRI R (% F B
JHE%% FH (Engeser & Rheinberg) o DL FAVHE
MBS B S BB B B 2 B L R YRS A AH DA
(Admiraal et al., 2011) » HiE TFgE—Hk
AN ) B0 R S R e B 58 75
s B R R R LIRSS 2 -

SchraderfiBastiaens (2012)2% 3R < B 77
BB 2278 7 [BR H AR A R 35 Rl (virtual
presence) #1E E N IF B 22 - B
SR LSRR E F e E R - EE
BHEBTLERS A D ENTZIRGE - ¥
Lo Rela A —ERE) - Kiili (2005)/FEE S
AR B Lo B B Y — (B R R - el 2
B35 B AT PAss b R #e B - A — L e
BRI LG B 15 5 45 & (Omale, Hung,
Luketkehans, & Jessamine, 2009; Sancho,
Torrente, & Fernandez-Manjon, 2009) » Dl¥g
THEGZ R 15t EL - Lepper, IyengarfiCorpus
(2005)F5 tHAEERE _EFGR - REIREERIMER
BN 2R A R B8Rl - 1 2 Bk i N AR B A
# o At - AR R AR
WA E % H ¥ fe s AFH 1 (Dickey, 2005;
Wu, Li, & Rao, 2008) ; f& A HARER )
TR ES - HOARBEAE - ENE
B - IEL RS TESEH IR - SARAYBEE
L 7 Sy Y SRR 2 L A A B [ R R 2R
(Faiola, Newlon, Pfaff, & Smyslova, 2013; Inal
& Cagiltay, 2007; Kiili et al., 2012) -

A 5 2 WU B 58 B8R 25 1L 98 22 3 Bl
B B2 RE T O B8R © Liu, Liao#d
Pratt (2009)1W 5T U~ A B 2 E S
REAWNEEH BRSO AEES - Admiraal 3
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(20 1) b e 8 2 jel =X B fir 52 o ] v 22
S HENEE ) oL ReEs - TR
5k o ChoiBiiBaek (2011)HYIHFTEIR %8G
EE A s N A BRI RO RS B 0 K
PRSI ARSI - DalgarnofiLee (2010)F5
2 SRS M B S IR I AR (e B E Y 22
BB ) M E 2B R AR
HEZ— - KiiliZF(2012) Ay Fe BUR 2Bk
AT B R R A LR R e S B
% > WrzesienEiRaya (2010)AEGSHEE (SCF
ARAGE R B 2 G i e T R L B2 B
H AR A REIRIE VG I 45 SR S8 TR R it
HANMERR B H LA L - HE
BB WRESREIENGRA] » MR EEE
DR SR 2 — - — i 9EEUT LI
E8375 Bh%s(Hsieh, Lin, & Hou, 2016; Skadberg
& Kimmel, 2004; Webster, Trevino, & Ryan,
1993) - E24(1 - Hsieh £ 78 BEURAE B 25K
BEHBRES > s ARREEAFRENEY
R o 5340 » Tsai, Huang, Hou, HsuEZChiou
(2016) B T HURAE V3 B2 R} S (i 0 8% 22 7
2 REEHBGELER LR RA EEE
o SR E R AT = A2 El(sense
of control) B EL, (& (concentration) /07t e b
S - A A B U B BRI
JiAGEE o A I R ELE R - W B R IEAE
Bl o

&r bPral - BEEE BE R 4 Bl
HhatR Ay acEy o o [REEHENENE - 25
FE BRI E2 B E )R H G o 2R
FFE LR RE L ER B

h o BEAEEEERANE R
VR I T R B U AR R

i
T 30 6 A s R R 19 2 e T 4
(& (Sweller et al., 2011) - SwellerZ 57

& EE i (cognitive load theory)fgH » 2
BEHFRHEEBEE TFDRER - 2
HEFEELDHBET LA R (cognitive
processing) » & & AR MNYFIRIA T » (K
B E I - MayerEBiMoreno (2003) ~ Mayer
(2009)17 25 5 #5225 20 A1 7 & (cognitive theory
of multimedia learning)$§H! » {2 2 IR oAt EE
HEEER - A LURERLIFRBEA A
FEARRI R &L - IR E R - EE 2R
BLEAR  FRESHEEENEES > &
RCERS MR AT AT - R RERE R - EL[E]
NelsonEiErlandson (2008)F5H % #tfa &R
## (multimedia information processing)#&fE 2L
BHEFEFREEAF B ERRTRCF ~ 14
B~ PR - g E BN LR AL -

CH LN R SR 2 E AR R
ELEFRERI AT © Zheng: (2009)HIBHFERT
A B S R E O B 2 S AT R R
BAENERAIALR - 2B B PONEE X M
RERRTUR - 15/ 016 (2013) 72 85 2R E 2R BN
B R A R R E BRI A &
B EERRA IR AR 2 - Nelson:(2014)
BB FE A B 2 Rk =R R R A B2 A
BEE R C AR AR A R A AT R
RAREZHEREEL > MATENE
RERAMEN R EIRIEREE - BEERERT
B EE A LUR D B E R R I & fe] SBT3
B - RIREIRS RS - TEIEY
] DURE 2238 F i R A B R E R
2 o

A — LI A & B E SR
HYER B ERET - KM 45 B a0 R0 & far 1 - 2
B e f#{K - Korakakis, Pavlatou,
PalyvosEdSpyrellis (2009)HYiH 7T EE~ 2% A8
SR R e B A B R L Bl
{BANE ORI AL - Kiili (2005)8tf5 Hi7 1
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BURE RS BN EE - R EEE
TP EEE L AE - Huang 201 1) HF5H
TR B 2 H RN S E W% 8 AT A
s B AR B (cognitive processing)YANAE
SchraderfiBastiaens (2012)#5T 2 H IR Z
REFE R A A BLEL H o 2 8 - 5T

£
REHREE) - &5 RN 25 LR HY i
BB B2 2 B R AR YRR R B e B =
KRR IR E R A 22 - AT
VIR RO IR  ORe BB R A (RN R
F o = OB R RN T DU 2
HEhtk - Bt e ge W E E A RV A
X (cognitive processing capacity)iS ik BE 17

K2 T35 (Huang; Warschauer, 2007) - H
H e B BRI R B B R 3R
PHEFNEERET - AR REEEEAR
HYFE R PR B 25 8 G/ 5K %2 (Ang et al., 2007;
Huang & Aragon, 2009) < {45~ » TEEHEEH

(motivational processing)iBfZH » 3 EHHIR
HYRRFI R B RE T AT BE A A 5 E % = AR I

Ay BN A B i B BT

A — LA TR B 2 B R M R
AL B ] RE I R A AR SR A a2 R
Ffif o AyresEiiPaas (2007)B SRR T
BN Al e ISR E R R A feT > R
HHRER MR AEIEAE ST > 10T UE
(THENNEYERAIE T - AngT(2007) 5654 1
B iR AR - BT g ~ (A E T
K5 3 iR T RE AR 18 5 FH & RE S K 2 YRR
KIFETT = Huang (2011)F5 S Sk A
5 B H Y 0 25 T (mental effort) »
RE S [ ] B A R R BT ~ PR RS AL
B - MR LELS TR TEEERRAVEEA
AR A S iSRG R 5 (Ang et al) ©

ZumbachEIMohraz (2008)+5 H #iz/gk =\ # iy &
BI © FRI R T A
B EEL A& - HuangEiJohnson (2008)
9% (R4 RS i B 52 N BV B 1 S5
78 LR SR (1 22 R E E R BBV A
i BHAT ER i B 14 @ 8 _F (environmental and
social stimuli) o (Rt » {F#FERFCE i 2 E R
B R L E I H A A
2 BEEARRAEESEKEEE
i+ IMLGE T -

HHIWE T R H 2 R E (expertise
reversal effect)(si 5138 & 7 A AH AV R &
faf o Serge, Priest, DurlachEidJohnson (2013)#Y
W e PRETAE B A B SR BR B p - [H]6E
WEHEHEEZERHE - SRERIRM
A ol g5 (o~ B RS B E E ) HY k= C (i 22
iR 2 B R BN R R R (R
TN AT S ER I ) Y 25 ek U B i B BR R 2 22
ERR - HlRIEEORERE R o [
B E MR GEEEHHEE) > LR
RERA AL (HHEEENEEENS > A
Re 32 N Mg R A& » FLEIAT
SR I R S E(Kalyuga et al., 20125 Rey
& Buchwald, 2011) » Z 520 BIEIEE BT
T RELEEAN Ol aE R 2 8y i B U i B2 IR
A DU RS HA R A &t - RIS
FCSRE » FFE R A am e Yam e

Gr bR > 3 25 588 BT B L X
A e BRI & e EA PR B E R
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AR SRMEZ A REREAR o EANHE
W EDERFE103 A o Forp—3E Ry ¥z S3 A
BFE32{ 2C A B2 1M B4 - S5 — L R E B
EHSON > EFE36Mr LB 140 54 - IR
RIRE SR B2 - TR Ry skt
B2 - W24 S HE MR HHYERKERFRE
17 > REHHE IR HEH (0 B b - WsHER A
HEEHG ~ SERSHRIERE 3T AT -

WAHZMA N ARy TORIE BT, AHBERIEH -
AE Rzt " ERREIER | BOTHIEHEN R E
b - MEARBETR GRS R - R E AR
TR T BT o REA LT /N
AR REN > BB E o AR
Bt e BRI RE RIS ST o E B R 1T 8D
71 M HE AT e B RS -

R S
A 7R 9 5 8 TE R [ 4 A R 5 =
G R M B R s B Y

1 FEBERITITERET

IRE IR Ry IRIBR AR ~ LIRS BR B AT &
1o » R B BRI AR 0] - S T A Ry ik 2
IR 5 1 R OH B e 4 - Ry B A T W 4H e
A o EEEBI IR TR -

DA 5 R0 8 I B B 48 B S B THE AT
% 588 i TL B3 M (Multivariate Analysis of
Covariance, MANCOVA) » FaEs i 4H i sk 1 B
BEE ~ OIS ER SGR R AT 2 A5 o IfR i
8 K7 R A f 2= A Bfl (Pearson’s correlation) » £
EpRIBRERAR - LU RS B B R R B e 2 eI Y R
Bt - PR EE L -

= HRIA

(B R ISR AN BRI B B

T (A 1 R T 5 I 3 T
% S BRIE AR AR R TR
W FEE - TR B R -
DITERREL PR - et » THLUEE 34

&H A1 HITHI
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YHHEY
SR e

Hhnil
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PCRLHIERRAR ~ LIRS ~ SRR

e
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—HYEREE > SFHE - FEEH T &
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1. LA B 2 TR B 2T

B R o Ry s (R R RE (A2 7%
Bi1%27%) » FHHE F r-testh B & 5T = 1K 7y
W4H 2 IRV Z= R (R ARE - 2011) - S5R RE—
SUERT(E B E - ForaUEBERE - A~
MR - B LLRZ B AR AR R A b B &5 5
B4Ry  IHIAERR R - 45 R R — AR A
S EEE  BnsUEENE—2E > A
il -

2. BRI B R 2 SR R B AT

BEEASIEP = (Ph + P1)/2 - SEHIEHSEED
= Ph — P1 (53BHF& - 2011) - PhEomm o 4H (R
27%)EEEBEEE EHIE 77 b - PIERRRSY
HAR2TY ) BHEETRE AV E 7 EE - sl gk
JEE (B A1 12,200 % .800. 7 [ » 4AFHE By RAFAYER
RH o SEEEUEBOT . S00B RS M e
HUE KT T50/E B 5 Ee 8B/ N 250/%
AR -

~+ R 2 B R O B 2 B T EO(E A
45128957 [ » o/ VEBREE - #iE
BRI 750 5 HAML R RE SR o BE S A
Ry AS1B.513 o BERGPIGERE [y 772 » Forad
RAEEE R 2 o IhAh - RIS FE R (EAE.400LL
FBRNIEEER 30081 F 0 REE400EHME
B 20000 | 0 REE300/BHA ST 5 3,200
BN E(RBARE » 2011) - RIS EAE A
22047 561 7 [ » P EBR R A
—HEENER  AMEBNIEFEER - B
PRI R B B(.321) » s TR -

(ORHEarw=
AIAFC AR AN T B £ B E Swellerss

QOIDATHAI AR &R - BREU S HEZ T
BEHAEMWERS  NEREEEIMAE
Fr WA ZERRRIRTE - BB IEZM 2
BT S E SRR & - BRI Likert 71
BT 81 TIEE ST, =S TR, o iR
HEEE B CH RS2 E RS -

ERVEHAERNERY - L REGSE
EZM TN EREE - 2. 3B 5 E B ETN
BARERE - 3 REBEREBEMOINEARES
g - 4 WESEMEBMOINECE DR
FERE - EEEE | RASHEEMER
FHE o 2 EBEBMER ARBTG5 K
HYBLER - 3.3 (EEM Y 237 R 2 Y
HEE ] - 4B ErVBME 2307 A
BEREYAK -

B2 BRIP4 58 (Bartlett’s test of
sphericity) 2 /K4 (B = 507.246, p < .001) »
RTRERAHRFERZRNFEE - SHESHH
T 2 B (Kaiser-Meyer-Olkin measure of
sampling adequacy, KMO)E K}2.7 (KMO =
728) » BREGHEITHZE ST - ERZE
feaBm e (5 FH £ o7 o3 A2 (principal component
analysis) » i DL R} AC#E# 2 (oblique rotation)
TTHRZE S DLAFFREMEAHER - &8EH
JHRZAREE AR5 > FHIEAFE MR
I o (& 22 AU R EUE (eigenvalues) KA 1

R70% (CV =170.471%) > BUREFREH —EH
T - &322 Cronbach’s aff KHY.7 (0 =
J15) > BEnEFREARHNEE -

(D)DnERER

KW FEIE L H Pearce®5(2005) 1Y Laifi B
BEx - oA SR E A 2 EAHR
FHZERNHAEZ A0 (Liu et
al., 2011) - EFRHIELE(enjoyment) ~ H)FE
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(engagement) Kz 25| (control) = {Ef# & o 447
& 15 52 5 11 48 1 5% R P ALV Y i 1R A2
5 BOE R EEREE TR O ANEE
HIRERE 5 PR IEEEE E R Al DLRsZ
FIML PP B BRI 22T - [(LERZ
T BLETE T & Csikszentmihalyi (1990)f1#5
o B APTHET — RGBS Py E A2 A0 P
1R e E R A G EMAENEIES
B SR~ B AT -

ERIL125E - BRALikert BT - FEH
srAleal TIRE ST BIS TIRE R, o BEE
ERIEH CHY RIS « 8897 R = (s
HVEE RN - Fo e R H LR R
= o ERIEEAESEE - S8 E MR
Harl o IEBHFESEES AW - E5E
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B BEEETEEN > REEE.L(K A
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ZHREZEAME SRS » HEEA F MBS
AT o i 2B E (eigenvalues) KA 1
=B - (A BfEMEBEREE R
370% (CV = 72.656%) » B~EREH B4
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3. et e B AT R o DRATAR ¢ LBEAR(T
JE iR - 2. IR DA A E A - 3 I e
TEAVIT R o (RIRERE ¢ LIRAR R (TR
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BHETTIRIRER B R [ ([E5) - iz EIF
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EdEHER E - EREEEEHSER 1%
BHFUEERE N NER P ERKE
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HEBHHS R G
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87 : IEBE NI BB R REE
PR FE2 BRGNS - BRAEE - RIK HEp4H A 4 E S UE(Hawthorne effect) Ko 2]

PSR R A BRI ohn Henry effect) -
S HIE + A0IBI8 + SEIN= SR AR
SEEER TRERREE, - HHECE B ~ LB
Aot M Bm G ~ DA
\ o Al B feT o 2 22

BRI ATERSBIIT () maae
RS - MM E H RIS 3 + e B ML st
BRI A B RENMERATRAE e Lo
W EREEEEER e RS e e
T HEE ~ Lo AEEE ~ BRI AT AT S 8
AHRARRIPER BEIHEIE - 5 BB Levenc B R
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DR AT R ARG >
050) » BR TR = BRI L 798 R

-~ BEEiER
B BB L0 1 6 MU B LR 5 2

P B AP E RIS EL - SRR - MAHEEE
FAEE B Ry e B > $GEREEN Ry [F— A - W
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HEER ZNIMERE - FRE AR E R
M HERMESE AR ERRA - DR
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®2: BEEF

PEER TEEINE
() ISR BLERATS [ PREMRER T (5077 ) -
() LEERATE © ZENHEERATRE - GRERERAEA - (FE T LU E R #) -

224201 TR eH AN 2 WBR(1577§) -
REERT A E EHE - 7 2BRIR L ~ BRIEEIEAHRZ E2E N E (3057 8#) -

(B ESR FRERRC R R E P (15097 5) -
(E—18) LRI ~ BRI (578) -
2EHEER T ¢ eI T IR B - R T SN i 2 (95
IYHE) °

3 AIHE P IR(2057 32)
4 SR LA ER(077 )
5. B2 RBAI AT B R(10775#)

&3 * MIBZAFLRIEE © OIRESRR  SBAE A Levene B R EELERRIKFEMRTE

Gl Box’s M Levene8 B [F T Mg E Wilk’s 4 BEFRERFEE R E

A FlE  BEE FiE BEE FlE  BEE FfE BEE
Bam:lL 2.324 131 <0.001 993
OISR 6292 413 0.833 363 0.910 024 0.006 940
GRS = ¥ 0.266 607 0.615 435
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=4 ==

ek

KR

SEHN AR R B R
i AeEi(Engeser & Rheinberg, 2008; Lovoll &
Vitterse, 2014) » &2 B F2 A1 & i (Kalyuga,
2013; Kalyuga et al., 2012; Rey & Buchwald,
2011) = ZAHFE PABR & BIR S (A K58 Y B4R 150
SR - (288 LB E TR RTAH
FUOHIES ~ Lo AR ~ RURIER 2R - Wilk’s
AMEZEEREE /K@ < .050) » FoRE/DIE—(ER

1
Ny
b
&
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HABEEZR - E—DHEHSEELEY Y
T > d05RA > WEHZ HER(p < .010) ~ Lt
AaBR(p < .010) ~ SRAIS LT B ZEBE KRR <
010) » BURRISHATRCHE SR ~ Lomaehs ~ K
SRR AR AR

E—SEERS  BREZBHNE - O
SAsEREE S IR B S A
BEE RPN EIIRA - JREN - S BU 22 3E 1Y
Bl A B L O R R B B = R TR R sk U B i
28 WA 2 BRI R AR RN
FRiEE AR 22 E -

s WA B BB B~ O S B B
7 = y
o=y =77k

SEIE F (RS ~ OoR R - RERIATE) W AW FE LLPearson’ s 722 FH B 2 Bgahie &
4 FHEZ ARG © OISR | RASHSBEHEYN
BRAR B VR EEE CESYAR A BEE AR

Sty G 4,302.447 1 4,302.447 22.988 <.001 187
CLfRENER)  ormmes 25.701 1 25.701 0.492 485 005

AT 795.983 1 795.983 44.576 <.001 308
i Al 855.723 1 855.723 4.572 <.050 044
(SRR O F B 395.268 1 395.268 7.564 <.010 070

SR 135.856 1 135.856 7.608 <.010 071
4P BB 18,716.308 100 187.163
(GAE) INSRL 5,225.507 100 52.255

AR 1,785.667 100 17.857
£ Rt g 637,300.000 103

OFBEER  227,466.000 103

Eeai=toij 4,309.000 103
&5 WAAMBLAIER ~ OIRESER  SRAIBE ZRUIRET

Eap ] =l
557 [ [ e— e,
TR e e i el mem e e JER

Bt IR 74.721 13.244 74381 1.881 79.804 16.841 80.164 1.936
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SAIET 4.944 4.605 5.094 0.581 2.941 5.494 2.791 0.598
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al., 2012; Liu et al., 2011; Papastergiou, 2009;
Wrzesien & Raya, 2010) - JEHESS ~ £5R0HHY
R B 2 B R R SR S E b
R 7 2 B E R TR R 2R 2 B R
2 o Admiraal % 2 H 7 IR T 228 (5 [ o
B A WY R SRR 2 B E pEE - Choifd
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B H B - IR EEE o HE
BEA RS LIRS B R A A AR
Rl E AR Y B R - — i SRt
AELEE R o S H LR B B A BT
B 2 (Admiraal et al., 2011; Choi & Baek,
2011; Hsieh et al., 2016; Kiili et al., 2012; Liu et
al., 2009; Pekrun & Stephens, 2012; Tsai et al.,
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Abstract

The study was to explore the differences in learning achievement, flow experience and
cognitive load between digital game-based learning (DGBL) and non-game-based (GB) e-learning.
The participants were the students who took the “Life and Technology” course of general education
program in a university. The intentional sampling approach was used to select two classes with 103
students in total. The experimental group (one class) with 50 students was assigned to DGBL and
the contrast group (another class) with 53 students was assigned to non-GB e-learning. The results
revealed that learning achievement and flow experience of digital game-based learning were higher
than those of non-GB e-learning. Cognitive load of the DGBL group was higher than that of the
non-GB e-learning group. Learning achievement was positively correlated with flow experience
while learning achievement and flow experience were negatively correlated with cognitive load.
The results above are consistent with the theories of flow, multimedia cognitive learning and
cognitive load. Future works might focus on media richness or one characteristic of game (e.g.,
real-alike context, enjoyment, interaction, learner control, feedback message, multimedia vision
and animation). Different types of cognitive load, such as intrinsic, extraneous and germane
cognitive loads, might be explored.

Key words: Flow Experience, Game-Based Learning, Cognitive Load, e-Learning, Learning
Achievement
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