(2011, 12 31). pp. 129~143

=l

Journal of Lifelong Learning Society

rHAskEAE M7 H3

J1

e

ol

(2

7o

alo ole]

] slg 47 922 9

O = =]
= 18

o

& Al

2> iy ol
B AL X

5}

[
o

, QJEjFo) 2 A7 At RrE i) TAlAes

2ol A A

B

ol

Iy
oj

Gd

]

-
fud

Q)
=
o

71

=

98

=
nl

5) o5l

L

i

A et ddd e

S|
=

A, Qe o]

13
=

o7 AF

SRE

=

Ho

of w o5 A Al

=]
ERY

=
;Qu_

ol

1Ho

Ao
Tor

129




2
filo
Y,
_Q
N
—-~
Ao,
i
B
N
=~
o
fata)
o,
i)
£l
O,
o
O{l
oy
Y
lo,
=
_&
il
2
l
2
=
£l
Y
ol
)
rlr
S,
rlo
ﬁ
~ S
V)
ol

olgh= JEje] -3 Oﬂfﬁ‘j} ‘:HX]% A= M ‘Z]”} olefoll A= StEAte A7
ol B% S7EBEE Fo% wAZE drk dEHE, A S5 el Blete] o] el
FAEC] TEEEIY T7|E ke 4] U A Uehr] el
weba] @5l olgd ‘iz wiAHE &8st ssi(Electronic-learning)’olgE ARIA
815 (Experiential-learning)’, SH5AFE©] Sk 13
‘E4 T 3EE sk g5(Enjoyable-learning)’, g5APE A54 0% 3‘*01] g 4 9l
& Z731= 85(Engaged Learning)’o] ook gho] Hal 7hx% a1 QIvk(Kiili, 2005). 212t
9] oleyd FelxEo] HAstE gy ds B oE AXste WS 5o EA,

A HEAL, $EAQ SRS st ek Aol Bk uuz g

Pﬂ o S

_1
5] #2548 Do G A AT B 08H AAS ATFOZA 038 I54
& EFAIE A Qe ot SRARE olF 4 T3 s on 9 o
42 9t o AES wst 80108 AL Pt 5ol el nrh AIHO

Folshes 213k $715 el et ek Bash, olst Bste] AT BY ol o

e

St #Ao] =olA 3L glth(Paras & Bizzocchi, 2005).

Eolgh 228 FobA sl He ofud dolut o], S ojud o] [5ste] =71
g o =7A e HAY A dHE it & dxe] A seHoE F :5}&1 57%%
= 377]5 “EHE}F’— %L T UKol 27 - s - A2

ATFES UAA 719 2] A #Ho] dal(Hektner & Csikszentmihalyi, 1996),
HCsikszentmihalyi, Rathunde & Whalen,

o
o
=i
=3
%
s
ox
AN
N
s}
Ho
rJ
ook
o |
N
O
BN
ofr
ol
2 r

= Ao FEAQ SUE T Bek o), EYS o]E]
5} |(Paras & Bizzocchi, 2005), ©]+= ]rﬂ
FElz 9 sy ) A 3ol A i’ﬁ gkek AAHlE Algel =k 28y A
=Y AEs 1] 913 wg-gkg Ags olHdY] 545 ifste] o9 xq*o“% °J7}
o A FEsh] o] ol Aol Qitk olel] & AelME &4 01%
7] 91 oled s JNEketaa) gtk mgk 7Hm51
3

s 5
oA SrkEol AU B At S ARIA Eﬂi 29 27 Aze] kol vhspel A



=Y Zdgs =sty| <let ol2id & g 131

I ol24 3
1, ¢ o|&3} g5
Y2 HH9 &5 - Ao Fsta Jd= FEE n)etti(Csikszentmihalyi, 1990). ¥4
A7l A8 AdsAY EFskal IS e 2 o $2lv =YS At vl B
At & 5o oY FhHlolY, F& Fv Bk ALE FAY, HFH AYES shaA EYS
AgsiA Hoh 28y wSgH 2P 59 dubgoz AFEHe B9y FEE ook sl
WA FYS W] WSS wa A A AEE A¥ske o] ofdel, deAeR
TFs AT g Qlojof stk &, sksAkEe] AR AAH 27S G Ha, &A= g

=
-
A B vk JEE 2HES b Alo] W8 WA oloph EYolatn & 4 9)

o)
ol
=

Hoffman & Novak(1996)2 &5 =99 703 =919 43, 99 2342 A5 Al
WAZ Agsigierl ol [2¥ 113 o] =Astet 4= Sitk WA &9 795 S, 3
A, g SAolehs Al 84z AEdeA SoA AuE FeUt glrk o] Finneran &
Zhang(2003)7} % in 7Hk Wg-8kE sk fBEE 7)E 9 ASS Jid3ks PAT(Person-
Artifact-Task) 01]/‘1 TR Ao ® ng-Sheg Aol A1 AA] W, Sk 249

O

T, N SEARe SeAdel tigk wefrh Baghe AR AR = FAe] A,
AQAA FHE EolA REE B8A0R 4E Sy 849 AlE, sAte] damel Ay
FEE aEshs A Gol ole we A Agelgta B 4 gl

E9]9 eleze F9 FF(Hoffman & Novak, 1996), et o] A4, SA14o]a 4

At yl=wo] A ¥(Chen, Wigand & Nilan, 1999), <54kl Al F0x= FA|A(Finneran,
Zhang, 2003), gr5AF A 2<eol| Fstel= A 4A3gk ¥A(Chen, Wigand & Nilan, 1999), A7
o] @ (Webster, Trevino & Ryan, 1993), H]A3} 4% (Skadberg, Kimmel, 2004) ©|

9)\1;} ]/\u 0/\1:__0_ £o1 ﬁz,—q,q o\:o}ﬁtﬂ h=ie) 781?;,—41,8_ /\]63“7], /]/\]/] B.sl, @% Exﬂﬂ

2 H
(Chen, Wigand & Nilan, 1999), A7t 742te) o=, d&4H(Finneran & Zhang, 2003) &



|||||||||||||||||||||||||||

9=

|||||||||||||||||||||||||||

NAolx AFF
(23 1]

H=w o] AF

-g=g g 44
54

e
N Rgs 478
A1 BT &=

7o A 8%
el R

=
Pl
-
-
~

-
~

ol

ba
ol

!

B

G5
s

"o
R
\_AO

11
=

|

= g9E o

>
[

ol

NJo

Tor

el
| .

=
3

=

S

SERY:

5

Bl=e] o, Fhaelle] T, 3
}7] 913t defst st

(Skadberg & Kimmel, 2004). o]/gollA At B
ZNEEA

o9tk A

3

.ﬁO
7
uO

o
oF
ofny
on

o]
I=i

Ht Q. Al

-

N

A2, Jason, Chris, Ruchi & Gautam(2000)€ 42 &

2 A A 848 AlEgoldos a3k ‘A River Ecosystem Adventure 2h

~X
sl
K

wu
ol

193tk Pearce & Howard(2004)

°

g

o

R

2

2] &

oy
o

K
Nk

A

o]

T«

3l River

_(;),]

o=z

84

&

SHAIEHNSF) 9] A ¢

s}

ek, vl

o) A

=

=

454



=Y dg& Fstv| Hlet olzfd & e 133

City(Nelson, 2005), #2=E(Quest) 7|9re] ZZAE 558 98t QuestAtlant(Barab <,
2005)% 7R dFolt). AT Aol wEd 5918 8k o A0S Bk oy

gf AAA ol B 24 Aol Bddste] TEAeR £AE fAstaL dHA s F53t

%5 d4A9 avs Yehiioh

teo 2 AY 7]k shy wak 8918 ek o ¢ &3l wg-gksy Wiol | 4= 9l
th 53] AFE AYL oA SAEA vl LFAA Aoy T4 sHE 2 4
© HoA - 2ETAES A 22l 53] TF AEHUTh dE E°] Cordova &
Lepper(1996)> 53t SAES At 78 AYLS /s v 9low HE 7|9 22 A
S S8 A FAARI A FollA 5T F JeF ESITh Tizun 5(2008) A 2et
TS A3 334 AYE ML, AYS S8 et sl AEAY 9 Fa g

=

=
o] RE SHES BIIeR AL ohlehe AT A%k 9

=]

R

A W ARdeA At A% B HAE T sk, ShEES] 2

b sk QA o] bkt xEshal 53hd SAES de® wEE MMORPG
(Massive Multiplayer Online Role Playiing Game: &2}¢1 thazto] o3k 428 Aj9l)ol|A 9]
EU5ES 243 Ay A=A PSS Aa7 BAlEE TEo] Bldte] EQlnrt =
TE/0] A AES Al 9 B S 2ta srel Jeky] wltel E9EE A

o 58S Fool BY HFS 48F ATE ooldE T T Aze)

5 A7} 9tk Rebolledo-Mendez, du Boulay & Luckin(2006)+= M-Ecolabo|2l= 8h
AN =Y FX1817] 8 5714 2AEG oA shAde StEAte] s7] dEHE UER

!

e M-Ecolab#9] 45285 F3l kol tigh 544Ql vhe-2 Uepgle
M, olF g5 AIE Eolv Hdx 7]ofd Zow yeyth Kelly9t Weibelzahl(2006)+=
EDUCEZhH= #88 REHY A2dS Mo saas9] Al &%, &4 49, &
o we §7H 139 AYEE AFedth oA 7f=Uo HdeAlwolee 7uks F
Agd Zlow =909 M T FY [T F AnY] 845 v b ofyg} At AfzKSlel
A Aghet SEl S AlFets GEe FozH dhgd 7|osth AR - F71%H2007)9 AT
M= oleid oA AgE = th3h 7|5 g=w A 2gs A 8 ety sem Al
e Asd wg Alzglol] 28t HolepHlo]x RES AAsIgion AEY - HEd - wH

g 2ol tiF thshAE] F, ehide 236k tdhrie FH& NEste] stsate] digt

o

W



ol ¥=

=

tge} et 7)

S|

dl g

ojFoul=

10
=

o

I
=

Aoz

=0
=22

)

47 g

4

7K

Br = Ho
< b
80 Mo = . A ar
)] = do ® L =
xr 4 o = % HuM —
N = ) NGNS
o =y o ﬂmE
% - 8 5 %
Tt lugly = g
- - ~Slyag|fsl22
| EETR |2EEgx 28 c8|%E
.WGSLO ES| 23 < g2 L3 s
- g™ & S = S S
m ZF.° DEEERSE G55 E
— Pl S R g
PR F%MNEﬁmMmMMm
5 B 5 N
B ay 2
%O =
B { < —
2 F T ~ W T ) =
o T ol mr = o| = iy
- o H T X . i o’
P I K~ - S = S e 4
T wn ﬂ NI :m o -
l O X
o " ik I = mw o ! Mwm
o T 0 K e E wr G jod
—|= n | do| T H K
it} A | "o W K v W
ofl | mx T i o ° M
e N e S A EL N - I
Zi | NP or Hr TR A - °
o | o T
| N -
o oy
T o o T g ~ x| B =
T | g | M| o NEEEET
AT ‘,I_. = ol = f o | — U._E ~
o — o | = o} o) = o
I Ko < |2 of % | = T %
e < | N A Mo [N ogp | o = i
o [ = o e i ey X m__mﬁx:l
m% Mﬁ dﬂ N Rl R mo M_w wﬁc mu 17 " M, il
ol I - e 8l R e T e ) A L
= s R|w B RS | S|E
- zﬂ M o &
) B I~ b
i I I A 2 LI p &
a1l = mr " " “ =3
] I I I Bl -l ) T | ®
oo | oW N I =T Iy
o "’ R i
B




=Y dg& Fstv| Hlet ol2fd & e 135

5
ot

A% A7 dfete] A7 Q2] A4
%E gl um xﬂ/\] Agf, T= A e, e Eo)

JU o
=
e
ok

=

1 oo
2l
[

oy 1o
=

N

= N
0

o,

=

>~

a9}
2o SheAse] BAT P WHe) AnE aawd, B
k. sAso

| A== A o] =]
A% AL e U%(Wlodkowslq 1999), J% ]‘&OIEQ ZJ,WHO] Ao

e
1 E
FN
to 1ot
iy
o,
N
(o}
=
ofy ok
fo
e
N
i
(o
fl
fl
ofo
et
4

1
i)
oX,
rlo
o

o,
&

N,

=
ot
o,
of\
& o
of
> ol

N
Lo
oy
Y
-
1o
N
1z

ol
e
rir
°
e
s

N
of.
Job
ol
ol
=
1%
oy o
_’v_ll
2
o,
T
o,

Al ek sl gstaunt Sy B 9 oy Bx 24 HEs AlTSiEE
thro® Fj=u A A2k e AeAd ) BE Aot 84 $EA dHoln #
A= LS Folo] e =Rk fAF § glojok ITHAWT, 2003). o] A}
of ZAHola AHG suwe) A SR stolF Sl 87 ulellA wiAleh St
AEAEE T S Fshs FaF Q4R JxHo gk o 9ol £ AFre g
FAE Sy A4 3 A FE B 7128 Jd3ATE Huis AT on, sl
g =8 o Ardat gdste] Algshs vy slmue Argowa s giks &
olat siglth. =3 eAT olo]dES ko] ShaAbEelA Sy A4 okl R 5y &g,
= A gl pEste S A9e ATt

HW‘?LE %94%9.%, Ao %94*3 -—’—'%E 825 183 QEyolx AA W mES

o)
ol
rlr
o,
of
ot
o
=
W
2=
7“*
to
>«
rr
ro
)
O
QL
>,
ot
o,
1o
e
)
oot
_L
>
oo
B
o
oX,
o
b
w
(@)
=
=
=

H
A an wEw g%@gi e AU H W) Sl ek AR, 5 St
b 8% I BT FEES AARS W B9 A 9w
A A B B ATAE 524 <ol AAE g <)
ARE Ag sk

A



136 "ZHYstEAlRl M7E M3s

2 Aol B9 382 A% oley S5 BAOE T A2 AR T s
TOEIC A% 1S 915 o] 8% S0z, Falea) Alaglel 71kg Feik vl ol
A A& F S WA AURAE AFD Bk A0S 999 F sl 4l gt
Ak A4S A HE L 992 BN A% WA A9t Al w9
FNE s S TRz ATEL GBe ) oSt BEs, RC 8
&, LC S 5 99 o TRagon, ARULE B S0 4548
2 Agsge

T AZRe 702 se) Aok 43 2 G alZ3ha A9 Sl g A o
ZU2E AT Sletol BA 498 JRIAS BASK: TG B3 olE) delevlely 7]
W A gatel AU olsh HEo] AFA%ST oo =S BEdlel Ause =W A
Tk [19 2% s S TREE AR AF 299 AdH RYe 245

L
O

I &3k ShgAtol Al Sk W83t vj=mo] AleH 7|74 9] 3HES Kol

19| SE
=2 A =3=
Hs 252 Em=
E :gfl T EHE Al
. [+ 37t
L zl_/ {

(33 2] T AIA-S| A 2



o

(223 210l A vehd mieh o] Hlo[H wvle]

olf wholde wlo[H el A

o= 7]

w
mu

SEEEREEREED

Ea
=]

7lEoltt. & Al g

-
s

3

=

s

-

e

[¢}

Aol

. A, 2l oo

Z A

1

Ied, FAZCRE A 74 589 oo

<]

o% T8

[¢]

Al 7

o

IS

&

[

=

=z ]
A Al 7HA

& ek A

e A <

E
Aol M9l 7

]

Z

7]\ko 2 7j

oflo]
EjHjo] 2 ol A

=
=

N
i

bk sl A

o

ElFo] 25 A7

Il

o
-

= O
= 35

o)

w ArelMe B A8 6] 93 A de7h A8H g 4

+ 87|

O
hul

(AR, n=114)

s

]

g

}

3|

A 207 e

=
T

1

°
o

S73o0A, o

] o]

8|

27}t

]

[e)

3|
A

27}

o n=103)=

e

fol didel H o

9]

]

_(')4
KN
pu

(



ol
)

o s34

45

&FA
o

o] A¥How
Ao 7))

A

o

7] woldt.

]
A

o=
T

5}
=

= WA

Y

jraxe]

B

7] &

3}
&

G

54

kol

5]

b A A 4 v

2 ohygl

e
e

R

257.4(109.22), AW 237.42(13.84), t=1.444, p=.150) EAH 02 ]

{Jm
o

1217} 445 o)z BeIA

pul
dlo

&

2>01A vERd nie} o] FAIH e

3, <®

T2 306.8% EAIF Tl H]

3

b2

PERED

Afo]7} Lhef

g

Al %ol

o |~
SEIE
8
O | A
NP
S| =
s | 2 &
ml s
K1 s | 5
wl| S| 2
PN ENE
3zl
s | = 8
m| Iz
o o= | =
Bl | S
o | |
1
ﬂmo
N..o
oo Eﬁ
N
Mo
,;IAﬂU
H_NO
oy
ol

A= B8t o

s}
of

A

E
o

ol

lel7k 443 oleid B

o
Z
R

AA

1

;OL

=

ol 8¢ro] A7)

3

= Aj2Ee] o)

AEA0Z AFE

=1
=

A



o

et

4
Tor

H
=K

4
Rl

tol &9 ol EtiE FaL o

O
1

sel i 97k AnE A

=2|
=

& A glolt)

[e)

AL Al 7N

Ty

afal, 35

E

=

) 714k A

I
AL

0
psl

zo7] 9

=
=

a3

il

wu
;Oﬁ

o

i)

|
-

nom &

L
AX573} Bl o

S =

¥

iu s
LB

el 748

)

AL Aol o

o =

o] Zdo] WA 57|(Hektner & Csikszentmihalyi,

14, 8k A#(Csikszentmihalyi, Rathunde & Whalen, 1993)<}

[

g 71

1
R

1996)5 =]

ZCEECITES

52~
I

3

0]
AN

PN
I

o}
=

ol

el
=]

N
ol
10°
[5]

]

R
)_AO
o

)

]
22
-

AJm
ol

1
i

3

A ool A oF

%
Nfo

o

o] A Al H

=

o

N
ol

o

ol
5

W] G et S A 243

o

olth Fol4% -



140 "HASIAALEL H7E ABE

Qo] s iste] A8 Pearce(2005)2] Aol = 7z vl 9tk Pearce(2005)<]
AFAME T AHATE Vo= ggro]l & o]FolRl Syale} O8] ke SlalE )
1, 35 g F A EY s A 3 ES(task related flow)# Shsy 38
E-Q(artifact related flow) .2 23k 7ol A 435t 4 A3 35 27| + 3

o

1995F, G0

b}

Vel
o= 9n] Sl Apol7k vpehbA] F3tort shsrol

Alel, 8hzo] 2 o) FoiNA] gk B4

o,
—o
_V‘_l‘

2 Shgolle] 23t g §3ﬂr§:
AE H3Hom Zﬂ’\]ow
Stk BEF ShgakEe] 9

7o) QIE} o]

o
N
o
2
R
rir
1%
|y
_>;i
10
>
>

SO A (- i)
i,
o
12
10

I
=
2
i)
o

—|—‘

o

A5

k1
[
i)
o
fi
flo
3
l
il
o
Y
>
Y
N
e

rl EW
o,
<
1o
afy
jQ,

Jw} ohel, 8% @ Jw

Aoz FAT eI} 9o

ko
N
%0,
v EW o g

-4
o,
ko
B
il
o
ol
m:{o

e
%
o)
ot

o 12
)

o

e o
4
o M

e =2
ol
o we A

4 5 e =
o ¥ =
ir =
3 o
P
2 2
rsﬂgr—%‘
NS T
f;ﬁ—\m e
H—{i%
e o
fo m&al{%
ot -
S
o 3o S
1o u
0 T 2
— o o
o =
mmﬁ e
i
Lo
< 4 R
099 OBL’H
L2
mER
N T
N

2
o g
_4[-'011
e
0
to T o

Anj

Ho

ko

i
-
el
:OL_',
=
rlr
m
r
o
:ﬁ
Lot
o>
Y
il
1o
e
o,
o
d
N o
inj
Ho
1o
=
%0,
fr
P
[o
il
>
ol
~
Ho
ol

T4
A
Ly

= A%
~ow mwo a5 & 92 Aol e
=

fol
Y
ofo
L
o2l
2,
X
lo
w -
o

ol rlo ot

ol
rlo
o

- 418H(2010). =Rl w5 AQdeAe] QA FA o wh Sy BEYAEE vl ARFEHISE3)
%E—“?:Xl, 13(4), 61-68.

ARZA(2003). AR 70k L2l EEgsgolA dke] wE Jutdialo] s5at ejd )
2= JJr A& ST Ehal ALk =i

<3S A4 - 0] 9E(2006). e-learning 39149 EU(Flow) 48S 913+ u4= 8k ef
AT I2AZHILEE =53], 10(1), 21-30.

S7142007). oleld BAoNA =Uss XS 918 gist 7|nk Sj=w A" S I E

o
rlo
o

o
o
1



=Y Zes o] flet ol & e 141

H283=827 7(7), 150-160

Barab, S., Thomas, M. Dodge, T., Carteaux, R., & Tuzun, H. (2005). Making learning fun.
Educational Technology Research & Development, 53(1), 86-107.

Chen, H., Wigand, R. T., & Nilan, M. (1999). Flow activities on the web. Computers in
Human Behavior, 15(5), 535-608.

Cordova, D., & Lepper, M. (1996). Intrinsic motivation and the process of learning: beneficial
effects of contextualizations, personalizations, and choice. Journal of Educational
Psychology, 88(4), 715 -730.

Csikszentmihalyi, M. (1990). Flow: The psychology of optimal experience. New York: Harper
& Row.

Csikszentmihalyi, M., Rathunde, K., & Whalen, S. (1993). Tulented teenagers: The roots of
success and failure. New York: Cambridge University Press.

Dalgarno, B. (2002). The potential of 3D virtual learning environments: A constructivist
analysis. Electronic Journal of Instructional Science and Technology, 5(2), 3-6.
Dickey, M. D. (2003). Teaching in 3D: Pedagogical affordances and constraints of 3D Virtual
Worlds for synchronous distance learnig. Distance Education, 25(1), 105-121.
Finneran, C. M., & Zhang, P. (2003). A person-artefact-task (PAT) model of flow antecedents
in computer-mediated environments. International Journal of Human-Computer

Studies, 59(4), 475-496.

Hektner, J., & Csikszentmhalyi, M. (1996). A Longitudinal Exploration of Flow and Intrinsic
Motivation in Adolescents. Paper presented at the Annual Meeting of the American
Educational Research Association (New York, NY, Apri 8-121, 1996).

Hoffman, D. L., & Novak, T. P. (1996). Marketing in hypermedia computer-mediated
environments: conceptual foundations. Journal of Marketing, 60, 50-68.

J. Tan, C. Beers, R. Gupta, and G. Biswas (2005). Computer Games as Intelligent Learning
Environments: A River Ecosystem Adventure. In C.-K. Looi et al. (Eds.), Artificial
intelligence in education. 10S Press.

Kelly, D., & Weibelzahl, S. (2006). Raising confidence levels using motivational contingency
design techniques. In Ikeda, M., Ashley, & K. D, Chan, T. W. (eds.), ITS 2006.
LNCS, vol. 4053, pp. 535-544. Springer, Heidelberg.

Kiili, K. (2005). Digital game-based learning: Towards an experiential gaming model. The
Internet and Higher Education, 8(1), 13-24.

Paras, B., & Bizzocchi, J. (2005). Game, Motivation, and Effective Learning: An Integrated
Model for Educational Game Design. Proceedings of the Digital Games Research
Association 2005 Conference: Changing views-worlds in play, 2005.

Pearce, J. (2005). Engaging the Learner: How Can the Flow Experience Support E-learning?.
Proceedings of the International Conference on E-Learning, 2005.

Pearce, J. M. (2004). Achieving flow in an online learning environment. Proceedings of the
21st ASCILITE Conference, 2004.

Pearce, J., & Howard, S. (2004). Designing for flow in a complex activity. Proceedings of the
6th Asia-Pacific Conference on Computer-Human Interaction, 2004.



142 "BMSIEALE) TR H3E

Prensky, M. (2001). Why games engage us: From digital game-based learning McGraw-Hill..

Rebolledo Mendez, G., du Boulay, B., & Luckin, R. (2006). Motivating the Learner: An
Empirical Evaluation. Paper presented at the 8th Int. Conf on Intelligent Learning
Systems, June 26 -.30, Jhongli, Taiwan.

Schrum, L., & Hong, S. (2002). Dimensions and strategies for online success : Voices from
experienced educators. Journal of Asynchronous Learning Networks, 6(1). Retrieved
from http : //www.aln.org/alnweb/journal/jaln —vol6issuel.htm.

Skadberg, Y. X., & Kimmel, J. R. (2004). Visitors" flow experience while browsing a web site:
Its measurement, contributing factors and consequences. Computers in Human
Behavior, 20(3), 403-422.

Stipek, D. J. (1993). Motivation to learn : From theory to practice. Needham Heights: Allyn
and Bacon.

Tiizun, H., Yilmaz-Sollu, M., Karakus, T., Inal, Y., & Kizilkaya, G. (2008). The effects of
computer games on primary school student’s achievement and motivation in
geography learning. Computers & Education, 52(1), 68 -78.

Webster, J., Trevino, L. K., & Ryan, L. (1993). The dimensionality and correlates of flow in
human-computer interactions. Computers in Human Behavior, 9, 411-426.

Wlodkowski, R. J. (1999). Enhancing adult motivation to learn: A comprehensive guide for
teaching all adult. San Francisco : Jossey —Bass.

NI EE

°] & : 4&4 (Jung, Hyojung)

A & e EAdsta YANSATA AT
o 2 A : hyojungjung@knou.ac.kr

A7dYd 1 CSCL, CLT, w47, demtle] ak
o] & : AAY (Jung, Jaewon)

A & st wSEEta) vl

o 2 A : jjungjb@gmail.com

A7 1 CSCL, CLT, w47, dentle] &k

o

£ : 71%4 (Kim, Dongsik)

13 S AR el Y T

. dsikkim@hanyang.ac.kr

: CSCL, CLT, asidA|, Hem|tle] 85

4
of

R r2 B
1
18 0 by oy




=Y Zdgs sty et ol2d F e 143

<Abstract>

Development of E—Learning Environment
Based on Flow Theory

Hyojung Jung (Korea National Open University)
Jaewon Jung (Hanyang University)

Dongsik Kim (Hanyang University)

This study intended to develop e-learning environment based on ‘Flow Theory and verify
its effect. The design principles used in this study derived from the antecedents of flow and
they were used for strategies such as learning objective and content display, providing
feedback, and interface design. Objective and content display strategies are as follows: 1) to
understand learners’ level and provide proper tasks by analyzing the learning process and
achievement level, 2) to help learners set a clear goal, 3) to allow learners to control their own
learning. Strategy for providing feedback is 4) to provide learners with just-in-time feedbacks
based on the analysis of their learning process and achievement level. Interface design
strategies are as follows: 5) to use elements that induce learners’ attention to learning 6) to
use elements that draw learners’ interest 7) to design and develop efficient interface in order
to help learners concentrate on the task. In this study, the learning task providing system was
constructed based on item response theory and data mining so as to implement effectively
design principles and the learning environment was developed based on the application of
online game environment and a game agent. 217 undergraduate students participated in this
study to investigate the effect of the developed e-learning environment and the analysis

showed that learners’ satisfaction and achievement were statistically significant.

* Key words : E-learning environment, Flow theory, Motivation
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