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ABSTRACT

The information represented by graphic is preferred more than by text to the game
generation familiar to computer games in the cognitive style. The learning to solve the
math problems represented by graphic is significantly effective to improve learner’s
problem-solving power in math education. In this paper, we proposed a method of
graphic representation of mathematical sentences for effective learning of the game
generation. The proposed method arranges the unit informations in the logical structure
and represent the logical interrelation between the informations by symbols, line
segments, or arrows using the graphic elements with good visibility for the game
generation to recognize easily and to understand accurately the logical meaning. The
proposed method is able to represent accurately the math sentences until the detail level
that appears the tense and the voice of the sentences differently from the previous
graphic representation method’s ability. The proposed method could be used as learning
tools and wused widely to represent graphically mathematical informations for the
instructional scaffolding of an educational game in oder that the game generation could
learn effectively.
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[Table 1] Symbols for describing predicate tense
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[Fig. 6] Graphic description rules for predicate
module with past progressive tense and the
active voice

[[Fig, 7] Graphic description rules for object
module

[Fig. 8] Graphic description rules for complement
module
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