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A Case Study on the Learner’'s Engaged Learning Experience
in Kinect Game Based Learning”
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Abstract

Recently, there is an increasing interest in game based learning as a teaching method for digital native learners.
This study set kinect game contributes to engaged learning as the competition and cooperation play (achievement
goals, interaction), the digital game play (multisensory stimulation, fantasy and curiosity, chance, accurate feedback,
control), and the body movement play (embodied cognition, presence). After performing classes using the motion
recognition game developed for the elementary school history class, this study conducted semi structured inter—
views based on engaged learning elements of kinect game based learning for students who were successfully par—
ticipating in learning. In the result, each element appeared to a successful learner. Based on these results, this
study hopes to assist researchers as a basic evidence to introduce kinect game-based learning for engaged learning.

Keywords : engaged learning, education game, embodied game, game baed learning, Kinect game, competition,

cooperation, digital game, body movement, motion capture game
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rules

) play -

culture S -

(Fig. 1) primary schemas
Ref.Salen, K., & Zimmerman, E. (2004). Rules of play: Game design
fundamentals. NY: MIT press. CH 10, p2.
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Dickey:= AYollA &58 ZA7E A7 2
o] %% Th<F(passive learning)@ thH]

st (engaged learning)?] 3% <
1>3} o] A8 TH13).

<Table 1> A comparison of engaged learning
and game design elements

Game Design

focused goals
- Narrative
- character roles

- interaction with NPC and

other player D

- perspective?)
challenging tasks
- setting?
- action hooks(choice)
- resource hooks(choice)
~ tactical and strategic hooks(choice)
- time hoooks

Engaged Learning

focused goals

challenging tasks

clear &

complleing standards
protection from adverse protection from adverse
consequences for initial consequences for initial failures
failures - role-playing

affirmation of performance

- hooks

affiliation with others

- role-playing

- non-plyaer character
novelty & variety

- narrative arcs

choice choice

Ref. Dickey, M. D. (2005). Engaging by design: How engagement
strategies in popular computer and video games can inform instructional
design. Educational Technology Research and Development, 53(2), p79.

clear & complleing standards

affirmation of performance

affiliation with others

novelty and variety

1) NPC (Non-Player Character) : 2| o]ojo] ]3]
B Aol Aol gle AMEH. 2Eee]
el g 93s

2) 3 A1A (89, AE R, 360% 3 5)

3) AYH] &5 T3k AzE 34, Ao M A4
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el e S Em13], o= JAFIH gl A Calvor A7E Telzxe TFHoz A7std AA

Fo)A g 9aE AEstd £9E AAske A (embodied cognition)3lH[14] o]& A7E Felx+= 3+

TA w&IE Weks o] dvha 3 S Qirh ojzabzel B3 AARS FIAIE =R ATE

STHI6I[17]. 2 Aol 283 Kinect 7171 &4HS

2.2 Kinect A% &8 s & &5 Y A o= 7]%% AHESE 2102 MicrosoftAb7F 7lEsk

AdE AEZHRZ A w443 &4, 45 94

o]% 7FE]7)&o] WA WA <lE o] 27t 1T 9 F43 = Qe 71%E 2E 7]710|th Kinect A9

419 GUI(Graphic User Interface) ZA4lell A 9] & & MR 1HEY upg-2o] AoF glo] A A4S
olo ol Ho] R AM&E=  NUINature User A4t Kinect 71718 AHEE A= A} ol HH18].

Interface), #7+3 (embodied experience, full-body ex-

<Table 2> Leamer’s engaged leamning experiences in Kinect Game Based Learning

precedent research
classification of engaged learning &
play game design
(Caillois,1994) (Dickey, 2005)
—focus goals,
—challenging tasks,

game-based learning,
embodied game etc.

engaged learning experience

achievement strategic play for achieving ~affirmation of goals, .
competition goals certain goals or tasks performance overcomming obstacles (Prenksy,2007)
& —protection from challenges(Schell, 2014)
cooperation adv§r§§ consequences
P for initial failures
o various interactions co‘mpetiti(n?&colloborration
interaction with others (other teams) competition  affiliation with others (Gee, 2007 Prenksy,2007)

interaction with others,

for achieving a goal computer(Gee, 2007)

multi-sensory varaious input/output resources . . L
4 put/outp multi-sensory stimulation(Gee, 2007)

stimulation (graphic, sound)
role playing, scenario
fantasy& stimulate learner’s imagination, . novelty and variety, (Prenksy,2007; Schell,2014)
. - . mimicry . .
curiosity vicarious experience (narracive arcs) graphics, sounds(Gee, 2007)
.. fantasy, curiosity(Malone, 1981)
digital
. . feedback(Prenksy,2007)
play accurate clear & compelling standards, —clear & compelling .
feedback immediate results standards system feedback (Garris,
© S ) ) Ahlers & Driskell, 2002)
unpredictably gaining items or . .
chance results by probability & fortune chance skill vs. chance(Schell, 2014)
control ability to control game operation choice user judgements
or results (Garris, Ahlers & Driskell, 2002)
embodied cognition
. interaction with computer and (Gornilla & Calvo, 2008)
embodied s . . . .
Hition human’s full-body movement vertigo full body experience(Bianchi—
bod cogriho interface Berthouze, Kim, & Patel. ,2007
mov‘;nfe . boddied mind(Clark, 1999)
n . . presence(Key & Kim, 2008)
play percelving own participation,

enhanced motivation ﬂow(E‘hanc.hrBerthou?e, 4K]m’ &
presence Patel. ,2007; Key & Kim, 2007)

thr (Eod\?" tS eitlsjcfiactlon) ¢ satisfaction(Altanis, Boloud  Kis,
ough digita Y rovemen Retalis, & Nikou, 2013)
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(Fig. 2) Program Flow of Kinect Game-based
Learning [3]
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<Table 3> games of this study [3]

game explanation
digital game
o/X history facts
KINECT -
. 1. selecting country
Device .
touch 2. touch nation
shadow relics/remains/
people

Augumened traditional 1. selecFlng nation
Reality hat 2. wearing hat on
(Webcam) : his/her face

analog game

@ @ making a certain

halli number of nation
galli relics,
@ @ by serveral cards
making entire figure
puzzle by pieces
game (representative

nation relics)
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