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Literature Review of Flow-Based Learning with Digital Games

- Focus on Modeling of Learning Process
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1. [XC®HIC

B HRBICEINTEDITAHBERICER L, B
MaEEh, BLEEZKL, TAICEALTNL L,
77—k (REER) ICESEEbhTna
(Csikszentmihalyi, 1990). V45, Z o [7 11—
BT DWENREANZIR D S>Oh D, Fiz,
T A — AN BEDIED 5 EGEAR, 2007),
TULNGT — N ERRRICHEAT A X b &
T D DDH Y, BEZIIZBWTHERA 720
T TN 5.

2. TORNWT—LEE

I, arva—2 RS, F— Ao K
2D, BT A — LB RIS 2 T V4
N = LRI SR EIL TV D
(Prensky, 2001). =ffi XHk D T — % X —
A”SCOPUS”IZHWT, "game” & ”learning” % &
X ERET S L, K1IRTHEY, 2002
FEPRFR2IIHEIN L2255 Z ERbnd.

TFUANGT = AP EEERE LWL XD
TWHEELT, Ty Loy, 77 4 V— G,
D 3ONH DI EIUREN(Malone, 1981), 7 —
LEGLYNT AT 4T L7 — L OEENR
5N TV 5 Norman, 1993).
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3. ZA—REBOETIL

Csikszentmihalyi 232" L7z, “7 v —f&ER”
X, EOFMFIES, BRSO SITED, ki
RO B CRRZE TN TV S CaF, 4, Bk,
i, & /NE, 2008).

7o —REBIZE D AMHESM & LT, HRoPkg
LAV E ORI VANARED ol 25
T, 7 —REBIZEY, PRERZO LLREn
L, RE E5FH, BODOFPEWEEIL &
JE7IC72 %, WhbwD 7 n—RED 33K & LT,
Csikszentmihalyi OO Tidak < 51T
WD, Ok, ROPE SR LR A F L L
LVTRT UAZABRPRTH 7 v —IZELRVES
HLEXPIT D0, 4 575K0 8 B IRES N
T, (B & &)1, 2003).
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4. TJO—ZHMHARAAEETIL
TULNT— AEIER LI EEREO Iz
0 —RREZ B AN TV AIFED R D, FH 7
BEADETNVEREL TV DHFFRIZON TR
5.
41, F—LICK2BBRFEEETIL
% B % 3 (Kolb, 1983) & #% 5k 3 % (Phillips,
1995) D B % R — R |7 — BT L DR EE €
FAPRREEN TS (Kiili & Lainema, 2008).
ZDETIVORHRIL, FEE D7 o —REETEN
LEEETaeRE:, F—L2OTHFA 7T rER
Z1OOFETNELTERELTWDEZ ETHD.
4.2. #i5E TAM (Task Acceptance Model)
fEH S 2T MR T, 2=V Oz RN
7 W (TAM)(Davis, Bagozzi, & Warshaw, 1989)
AR L 7 n — R A TNz T T v
EREL, 2—VNRE T4 U — A EITHBED
RBESLEEICHET 2 K#EZ LT TV 5 (Hsu &
Lu, 2004).
4.3. PAT (Person-Artifact-Task) ETIL
T u—CEDTATEM L, A DR E
FOWRKE, ava—FEE, #X7, O 3F&H
OAAERIZE > T, 7 0 —{KBRICE 5 &fEn%K
IETNEHRZEZL TV D (Finneran & Zhang,
2003).

5. ETIALICHITHRE L TRt
7B —IZBDETREOFHEMRRET MGITS
SRBENDLN, 7a—ZEBR LIE%OFEEDY
TV rya T RITEHOBE ) ELFE Tk
ADOHFIZI Y AL T HIED 0. Z b %M
FIANTZRT N B LTV AT AERET
& T, 7u— KBNS X IR BRI N
BAREMEDR B 5 .

6. BHYIC
AWFFECII A IC XY, 7a—IZERB LT

TIUENGT — KR OB A E L,
gt ADET AL E FNT, F O VAT REM:
EORFEITo72. 5%, BEFET VOIRE D
BREEAITV, RV AT A~OwA% BT
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