ot

BAZFILRLH/NE 370), 343—551, 2013

12743 5—=VJI2B1H3
H— LOBEHAICEYT 3EREOBRESEORE

BRAH™ - ILEBRE
FRKE™ + AMAZE?

BE, F—rOHEEB~OELIHFHCEE > TRV, HREEOREBLCEEREDOHF
fHICBlT 2 MAREHMINTETWS. AV 74— T—=U7OFERIZBNTH, ¥—4
ERABLEFERETVA L OFERER L TWB—FT, BFRLOBELREATVS, K
X T, F—A0HEBEHMMICHETHR - EERLHEFEICHETIHRICONT, KiF05F1EL
OMIZRYBENTELIMNCBII AHEOIHREREL, EELRRAOERLS(ORELR
M5 2L, HEREARCTHEFE2ERLTEEL, ZOSFOMEDSHBOFENEE BER

¥35.

F—TJ— K F— AOHEHA, VYT RAY—h, F—h¥B, HERE

"1 F L & IS

F—AOEEFRHARIL, FIOINF—LBEOH
WHERT HIZONT, BRKZPLCBLOBE YA
FR&ENTVD (NMC and EDUCAUSE 2006). &%
BEHDOEEESH T, Educational games 27 —< & L7
REFT v IBRBAEINZFABLKREND L IR
o7z, = & 2iX, AACE (Association for the Advancement
of Computing in Education) 23R+ 3 BRIz
TH, Game & Simulation 231 2DE7 3 A ZR2->T
V5. EECARNBBEATHERCERED R SICS — A
2FATEIMVAARRI TSIV —LEF ELT,
SESELRERHBBI- STV D (PRENSKY 2001). [
BRic, BEUNOHLHZARTCOS— LM - FIA
ORVELE (VY TR (H@mBR) /'—i) EAfE
ffiroh, R - BBEOaIa2=T 4 HBBRENDD
EHRLNAS (HZE 2007).

20134F2A5AZHA
' Toru FUjMOTO" and Masanori YAMADA™ : Review
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Learning: Research Frameworks and Evaluation
Methods

*! The University of Tokyo 7-3-1 Hongo, Bunkyo-ku,
Tokyo, 113-0033 Japan

*2 Kyushu University 744 Motooka, ~Nishi-ku,
Fukuoka, 819-0395 Japan
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DL RY—-LOEFRRAME, ROCICHT -
BER/ENT S —ADT VA ORI BT A HEMNER
ERTVWAERL LT, BEADEE, oA 7
F—RN e G IR ) TN T
T AEMOLENR Y BHB. /=& xiE GEE (2003)
13, L LTI INB S —ANDOFEHIC, F=
— MY TARLEEERT T F—2VRAXR, A
RADTREEOEZXRERN LD L S ITBHAE
NTVEPERRLTWD., iz, F—2rERDEL
T A ¥—i=bhi B RAITIER L - KBEHER Wiki
aIa=F YA FTOWBRRRY, A vT7F—7
NREBaIa=F 4 2HRTHHEML LTS — 08
BELTHWDZ L HIBHL TS (GEE 2004).

LaL, TRETIITOATEHE - EEREZEL
THLNEEMRILIL, Tx—<N, SV TF—T
KBRS, ML LTEBREINTWI2PREES
EODOFEREISN TSI TIRAL, ZOHH
OHEDEBOLEER S R XIZL < R TWBRERIC
HB. HTA L T7r—=N FT—=TIZBWTIH,
BEABHIET 4 —N LB, 74—+ 5
==V TCRONTEEHAFEEXZTOEEEATS
ZEREERAELH D EBDNhD.

AR, BEONINE TIIT> CE-RENE
(4 - \u[E 2011; B4 - (L@ 2012) (ZESWT,
HF— AOEFEFIMICT S - L, WEFHEIZS
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i
t
Ik
]
I
I

WT, BEA0EIECORICRYEENRTELHREDL
HEERBRERBTS. ELTA 74— T—
= TR AHEFERCEFTHEOEAND, ¥—

LAFFRIZRD N2 S HDFEHEIZ DV TR EIT D .

2. HH - FEERCETSS—LAROBE

27, WELHEELZHEF - FHARCHITHS
— L ROLENBHRICHET S RITHEREND, =
NETIRED L D RIHRPER EORFTREFT SRR
nNTEY, ZOTF—vORFEMLBBLTHI TS
BAPSERVMATH _EBELRMNTS.

2.1. WMRoOMEM

EBRIIHFREN TV AREELBIBT 37201, Zh
ETIEBENZRETHRESR L CRADER
2175, SENTI994ENH010EICRFE ShiLE =
—BRXE, FHOLIICVE2—BRXEBBLTHN
MICRMLTWARXERY ik,

T, ETHRETCLIRY EFbh T35 — A7
ADEREME LT, HFLVAXALOHE, AEHAH
B b, BEAMBROEE, ¥YUBRELL - Bk,
REZHRL, F—LFABEZLHE, F—LFBE
ERHEEFEOR, FEHEREORR ZHRIzT
BHROBNREBFZEDON TS (DEMPSEY et al.
1994; KE 2007; EGENFELDT-NIELSEN 2007).

TOXIRWROBRICHTHHAFEL LT, £
BRHEERICLIBOME, =X/ 777 4—%ILL3
BB, BAEICLOHERY, SELERT I
—FBRAVLRATWVS (KE 2007).

KEBRITCHI and HIRUMI (2008) iX, “hZE THH—L4
FIREEFRIZBNTE DX 5 h¥BBEREY S — b7
FA REEONAFREE LTRY AR TWA0HHE
LT3, ENPTHAINTWAETERER1T

#£1 HF—brTFFAS U IZHVLNEETER
(KEBRITCHI and HIRUMI 2008)

FEEH HA

BT  Learning by doing, BB ¥ Y, Guided
experiential learning, 7 —AHE, BRE
H+EREE

BRZEYE EREV, Guided-discovery+IER%EY

KEH EEREREICBTIREEY, BaniE
§B50 i

HEER MERER =Ia2=T 1 CL3MRER,

EDOH  Ta4—FRyr, u—nATrAE

344

£2 PHREANRZBETHOHOEER

X4y HA ' .

E=HED BARKE (FE&//FE, 45, BEH),

etk BER S SRE

FHFR MEEES - 86 - B

cNE

AF 47 arvta—FHROFE ava—F+

FIA HEEM, Xy NT— I EROFE, FIA
saE, TR —ADFA

F—h0 F—hTx N, HEER (2D/3D), #E

i RE, BUSHEE /Ry —

F—uF BA/BE, BREEG/HEN, FIRARKRO
A-AftA BE, HE/ 2R, R/ R
Fik

BURE - 3% GEAREE, AERAL, BWHEEEE, MERE, B
s BRI, BCBE - 278, BERORE

Y. BFohTWAETEEBE LTHEFIETL
SBAZNZHLOBREWR, BEOFHRERORBIC
£V, RBRFETHALL2NLED TN L5725 —
2bH0, REHBEOHEBEEBN S —LOTHAL
EBWTHBRAENB L IR TETHAS.
ZOED, MERLMITI1EHATH L THE

MNBEEBERETH-DHDOERLLT, R20L5RHEA

AR &7z (DEMPSEY ef al. 1994; KE 2007; EGENFELDT-

NIELSEN 2007).

2.2. BRI
IhETOS—LFAHFHEISAZ ZRBERARS

EFREED TN I X TOREE LTI, kDX

RABBHEN TS,

(1) EBREREHDLZVEAR - EBRSEOHMIERD
HIESNTHEEZERTIHAREL, B2
HIBEE AW ERIEF RS RV, HEROFHEL
L THEDEZEE LI W (KE 2007; CLARK
2007). .

2) AFAROENHRENS L, 0B O AE
fToTWBBEMBFERICDR2V. RAZXRL LE
FENHE VDR TELT, RA~OHROET
b BRTE TV ARV (KE 2007).

(3) By —sxfROFAEERAT 3110 T,
BEMIC DX ) REFFERE LA TV HEHHA
ENRTVWRWHIENBILS (CLARK 2007).

4) RAXNPROET, @HEOBRFELY LRAR
PIT, TOERAZRE I T OBEEDRBHHD

- DEBEBHTE DBERETTHAERTDR TV

BABBILEWREE (Un J Educ. Technol)



Vv (CLARK and FELDON 2005).

(5) FBDH Y F =T b LOflFCa L 2—2FHIH
BEFEORNOR D, & —AFIFICHE LRI
HEOFEBAEHET, ¥RLICSVWHERESD
( KIRRIEMUIR and MCFARLANE 2004; DE FREITAS
2006) .

(6) 4 — LFI BRI HAT AL OWE S ITHFED A E—
FRBLMTNTNS EIRE 2T, BEOMENBE
o7 B VES 1% (PARKER et al 2008).

3. F—LOHBEFROFESE

Wiz, F—LOHERRICBWTHICREL LTHE
1l S FL TN B B O R E-LFHIT 0 5 2 B S ilf
M EEBT 5. HFEICBT S —2RRIE, 16k
PHEERYVMEENRTER—FT, RRICED LSRR
B B HvE BRI AT R RIE & SRl A VA SAT O
PHEEE ST, Y—LEHVWET - FHE
@i, ToOWEHLE, 7 —L0EMICEEROERNES
SO THMENLTNAZ L0 b, HaREHRK
20 H LR ARG ETRA SR
e, F£i, FEEDSHBRM TR, FEE
OWIRITIE L TEERNERET HHENH LD,
F UHFEEANAICAMN S S THRIERETDHI L
Wb EEERFE D

ZO®, FRXTIRET, FEFEORS 2
L, TORSERAVTERITMEEZSHEITHLTED
Lo AR AHLNDNEZET .

3.1, FEAEDEA TES

5— hOFIHEH M iEE KT8, (D15
— LA 3T EEfi (game scoring) |, (2) [47— S50
(external assessment) |, (3) [ 4 — & &34 B FF fii
(embedded assessment) ] @ 3 DIZRKFTHI LEART
% % (IFENTHALER ef al. 2012).

[ —AAITFHE] &%, 7 —AOMREERSE
BAFAOFITOESNEFMTHZ L THY, ¥—
AHIZHREND H — L0 SE-CERE R EOEET
FMEEns. [HF—2a0G8E) &1, FaTHEET A bR
HRME A HWT, 4 — AT o =aieiEih 2 7
— AOEHOATHE, FHTHLOTHS.

T4 — LHARGEHE) &%, F—a7LApors
F— g HIEICR U TWEEL, 7F— AN TOEEIRI
EEETALOTHS. F—oEHAVEFEEERICH
EF —Z IR R ARG, FEEREMRLZRV D
I ERRICRT 5 BE OBERLHIE R LT —
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ZENEL THM+THZ s, [AF A

(stealth assessment) | & HFEFR TV S, ZOMEMS
B, WirFsh a9 A B & llE S h A58 0T
RHROBRMEEZET AL L, 20T F (i
TREMLE BT — & 2 W5 2 Lo Aiie LTl
E - FBEFEEZMANTS, TEF L APLTFY A
(Evidence-Centered Design: ECD) ¥ 7 JiA =D
EEizdh D (MISLEVY et al 1999).

SHUTE (2011) {2k % &, Z @4 — AHGAREE1L,
F— AEFR LT E T TE IS R IC 2 Bz
NTHEHZEDTEY, TO8HME LT, (DFHEEE
CBITAT—F O, 2) £ H2HEHEOFEFEOmE
RIRMER RS 57— & DU, (3) FFUFEIC 272
A= OFEEEDBE, FEESEASRRZITET
Bk, ()RS LTiThh, S MESMEE
ENAT4— KNy s #FRFCRETHZLTHSD.

H— N, S — L5 EFIE LB EBORTE
TO¥BPHFEOEETMT 5 LB TE S, BiEH)
I, FOXHICEOFERHOBEERTHERAL TWAA
AR AT — Z OERTIERS T L b Ay Tunig,
Eie, SWEOEHAVFHE & EROFE RV
NHAESOREEICOVWTHIECERT L Z EMBEL
< BELWERITHERT A0 & EEAFENE.

Fhickt LA — AHEBARIGEG I, S ETEER ST
IBEDERES - B, ~AFHEROBRKRRLY, ¥
BEHMICIH - TIEMifEtE L 257 — ¥ ZIUE-FEER L,
RO SN TS Ao E LTRHIA -
END (SHUTE et al 2009). ZD X I BFHEEZERY A
h5BT ET, Dy —A8GHED ik TIEE b
Mot fET —# ZiHEEE L L THRASERSER
Li=—FT, #inEzFEENEDRITVE, £
DT &R I AT AW LS.

2T, ZhvECOMETCOFESEORREIEE
+ B - OIC BT OMEEITo72. LT, ZOHE
EREHETS.

3.2, HfAXRICHET AETHAREE

9, WESEORLERET DD, KEHF
ERMETEEERRLA T T —FR—AD
ERIC (Education Resource Information Center) (Bl 75 73
N EREA X WOCC OV TR EITY, WA -
7 BRI 196640 5201 24 £ TOIiZ 2L T,
“Game-Based Learning”, “evaluation” @ 2 2O Xx—1
— F&MH G THS. MABEORE, 234Dk
P v b L7 (20124E 6 A 130 32HE) . 246 O 3L
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DWT, BFREEM, FEHYE - F—FINEFE, FME
FER, RIROFEBEL LCHEEIToL.
RENRE RoTRXERFRBMIC L > TRETS
L, (DEAR LS —o0HR S — A& FIA L 2EE
B RRIEICBE T BRI 124, (2) 3FHEE B ofhiH
RBTVL VEEDOHA FTA v, FHEREORRELR L,
TERAR BT IR TA, EREEHL
TBERBOBRBHER, STRIFEIC L - TERNE
MEBLEEbLORE, ZOMORIN4tH o0k,
3.3. FEHEOMEM
REOKER,» L, ETERICFEMEIT- B LR
(1) DBRINZONWT, TOFMEERT —FWEFHEE
BR L, Bk L7z IFENTHALER b IZ & B 3 Dl F ik
DR THEEIToTe. FORR, MNBLhol12F
DRITRTHE, F—LOWHIFE TOEZTEOME
ROEER DT A b2, BRPOMBEOEIZETS
HEERESRA 2 a2 —REEZHWE 15— b5
i) KRS Shi=. =& xiE, REEE2RHRLELEL
AEMEEDST (EBNER and HOLZINGER 2007), ¥EHE
BERZDIFLEHLOFRAFEFYIIR (HOLMES 2011),

R—F ARy MIEERHA DS — ARTF I
#FIA (KETAMO and KILLI 2010) 72 ¥ DB S —4

AFRMOF CITOhTWD. —8, F—ANTOBRE
HRE LS —LEOT R P TAREBOBRERIET
B (SPIRES et al. 2011) R°, '—LHDF ¥ v b
T EBR Y ANTBZ (DICKEY 2011) $HB H DD,
ZL Y — A TOT—FNBOHZTIHEIITONRT
WA Z ERRENE.

28, BMERERIZOWTIE, £ OMETHRIEL T,
F2WEROE L L AL OB EEPERITHOHE
LWEEAREN TV S (PAPASTERGIOU 200972 &).
THIRER» D DS — AR ABEN R Em L 3@ L
TWHLEEZS.

3.4, FESMOBEICETIHR

SEORE T, BEROFEIHROMAIIMAT,
FHER E ORI, FEAA FF 1 o ORMN, #ER
BEDBASE A2 ¥ ORI OB 12 B U 7= BFZE b K
Roniz. 2Lz, XRAEILT NS —b%
AVWEEBIIBIT2FHBERLYEELHA (AN and
BONK 2009) %, FifRDF I HNS—2EH/FLT,
OEBD2—FEI T ATV DAL K7L 28
H U7=BF9E (ANG et al. 2008), &' — ABASEHRE
~DET Y Ihb, F—-AOROBENMEL 7K
SYTAIFE \ZHEHR L 7= BF%E (HONG et al 2009), FJ#
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NF—ADEBFRA~OBOZEEICET 58HA - F
HEFNORBEE2 R A 7-H 3 (BOURGONION ef al.
2011) ZREMRRLNT.

4 A2I7F—TI - S5—=2HFI2E B35 —LFE

SRFTHF—LDOEFFRICETHHEIONTE
FRICBER L7, RBEPLIRA T4 —— - T—
=BT B ADOEEFAREICERTES A
LRRBZREFFIMOBAPLBHHTS. EOD
i, EFA v 7F—<N - F—=v TiEBITB S —A
FIRFRO VY 2 — 21TV, 28425 — AOHEF]
AMEOBm L = ORFICIIT 35— LFAFEOH
MEBE LADERNL, BREERNT 5.

41, AVT7F+=TN-5—=¥5

T, EEFHOBRARLERNRAMER2ZEDOE
BhD, 73— F—= OB TIRERNEEL
WIED, Tr—<N - FT—=UTLUNDEE, K
ERE, SERYAREREPLLLEA 74—~
N T—=rIRERERTWA. AR, —4o%
Thka RABOEREBEEER/T 3, ehoMnFB/EN
BDPDIFEAENA T —< s F—=TTHD
L+ BWER R H B (LIFE CENTER 2004).

AT —= T TOHHBE LT, HAMN
Bo7, FEEDLTEINEDO ATV Z L, #
BElEEh T2 I & (PARK et al 2011), SEHREIR
(Casual) = a=4—al, RITHE WM
HEBRBETH LV o7=170 (GARCIA-PENALVO et al.
2012) BREENDLENRTWVS. ZTH LAV T2 —
2N G ST F—wN s TS EhER
DEFEXIROBNER LT EE, UTORODLIICE
BEh?d (%&3).

®3 4yix—vw/7x—vw-§—:yﬁw
B3Rk (SQUIRE and PATTERSON 2011)

AT F—=N | TH—=)
R AR FK i 0.
B BRH E:g:0)
BHEAR BRARRE HRHE
FBERE TIEE BE
BIEEE MHoRMK  [ESRYXEDL
ERE—E BV F=
FEHTORR FK EER

BEZB LW (Upn. J Edue. Technol)



4.2, 4274+ —TN-F—=7128F55—4
FIRAORR L BE
¥—bLDOHEERAIL, HBETOEFEBHLY EL
AEAEIHIRO LS U x—va VEE, RETO
BECBRDOTENZ Y, BEERICBRMAN=LOTH
v, REMRYS—LORAELEBLT, TROEMECR
BEVRLEZTELTNS LWV HIEIH (WALTON and
PALLITT 2012) $HB3¢&0b, A 74—/ 7

—=r 7L - LDRRAOBBRERENEELIOND.

Flh, AVT7F—=N F—=TIBITDHS—A
FATI, FALROEBLRE. BHFEEL V-
TeBRA NFSRL R TH—L2OFIAT B EHBEN
T EBIHEANTVWS (WALTON and PALLITT 2012).
KONDO et al. (2012) IXKZFAMITIC Nintendo DS £ T
BHT5, ACHBETHERLEE X EFEIS—
LEE, FOPRPRIELILEZSE, BYBHTH
BEEHOHEBEBEEZITVRNE, EF—Ya iR
MRS L, ARMICBIAOET L BEIRELLELT
V5. L2L, Nintendo DS EDMHIRT /31 X L TR
THEH—ATRER STF—FDORELTET, (7%
—N e T SORBETHMETHLBELL
EWOBELHB.

33 THLMBA LK, HROF —L&ERAL, HE
EDOFELEBILHMBREERTDV T I V—EIDOHFR
EHEETIT ) ZEEBIRDL Sh T3 (HoLMEs 2011).
ZOMETIIMAENRLETETHAITFELIIHL
TAVE Ea—%fT0, F—LDHBARF—Y, F&
b EBICHT IRR, FRPDRLIIBIOFEE, RE
EHEHLTWS. RERZEEZNRI, BHicbioT
AT =N F—=2 I DF—LFBICET 5
EETOH/E, F—LHAFHET, HHHROT 1
—F&2RY, BLTF—FERBZLHAETHS.

i, HFEOF T4 VRO R EHRIC, T8
F—EN LA T4 ARBEE (Multi-User Virtual
Environments: MUVEs) T, 2 BA MR EBIEENRED
FELTHERNICEETS emBlyIal—vay
(Participatory Simulations) | 3 (COLELLA 2000)
PREEEREOSEXERFFOL T —<N
F—=VIREBICRY AREHERED ATV
(DIETERLE and CLARKE 2008).

Lz, Frbmdotrs4 v RERE
[Whyville] %F|A L7 @REi0BR 2% - %R
BH5 (KAFAl et &l 2007). Zhix, 7¥—%AtL
TeA v 7 x—<NgFd T4 rala=T A BET,
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FoA ¥ —DT RE—CRENTE ZFRETRHADOER
B —ARNTHIES S &5 EBRMRA 2 MW
T, TvA ¥ —OEMHHRORELERERFITOVTE
PAMICOlZoTHELLHRETHSD. Webizkd—

BABHT X B L RS OBEMICBM LTINS

FELEADETC, 5958 D2 —F—2HRIZERESHh
MR A F Ea—tu I F— 2 S A D
E-REEZEBELEER, 8MLEFELRBR
Whyville TOZREREZEL T, KERLTRESE
oA EZEEICL, EHRORERR QSR DR
REFEDI LW BRI TRENT.

ZDEHIZ MUVEs DL SR —LBDA T
RAEBBEOFIRAICIE, S OBMEELRHRE L2
HMAAEHRITADZ L0, BRRRHETHEROLI L
ERITIIEROM S KB E LB bR B/ TE 5MAH
hB. FO—FTINE TOH MUVEs BFFE S IraiTF s
DEBMKIRED & 5 RERBOFBEFEEAVELO
BEL, Y0L5RBREETEI L0, EFEMIC
EBRETERVI LHAMBEL LTHEEEATWVS.

AV TH—= F—=TIZBNTH, BR¥EZ
PHSHRERR L OERIZESVTHRSATWS
LOLHY, HRERILENLRS —LHFRLKRER
BV Bbhad, BNEREARMTHY,
FREEZTWR LT VA B8 ROEND =D, FAD
BENEETHD L B, KONDO et gl (2012)
O L) Iz CRELTRREZEM L HRTRE L
BERMULAKBEVHRFALEX LY. TR, —b
BRAINTHWIHERDHBDL, FY'F74 vy 7 D%
LEPLRENBBETE, BENRT 7 B ANMHETE
3. Lal, 2&ayies—sr0HERIRPR L R
F—LOBEEFMOFENER L EDLLRVRRET
HHZLPRERCFIHETRYESBELERLL
FMFENRDOND Z LATRB SN

5. 4274 —<I+S5—=TIZ8IT55—LFIA
MEOFH R

UE, ThECIERINLS—LFAHERAEL
FORMFELZMEL, SR T7+—</ T—
=BT 55— A0 AREOTIRPRENRTY
BBEAIZOVWTRN%ETTo7z. ZOF—<DHE~D
BLREES—HFT, RIEFS—EFATIHREE
MIZIBBTETHWARVORRRTHS. £HERIC
WTHERENTETWS H00, HROBEEIZS
WCHTIR &L M-S LTVWS 2 e e
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————

BN D, FRFEPER EOEREIC- V1T
SHEHE LT LEENBIH STV 3.

| T, WHOADOKITHRERY LiF, BA
HFRICBNTHEROEARELN B P EV S HR,
SEIRY BT 222 e EFIRIC SV TS, BRNEST
IVERDHD. =& xiT, MREBENRT S u—FT
DY —LTFA o E2BLEBEHFS, F—LAOHEHA
ZHHED OHET MO EHTH S, EEDS— A
BRY —NOFERICLY, BERS —ARRELEY
BEFRCFRICEBCEIRENYRLIEILT, £
BRRIRYMARED SN TED (KAFAI 1996; SEIF
EL-NASR and SMITH 2006), =& 5 2BFEOBEC >
WTHFELIBRILTW Z&T, B D O
BEORNITREIC2 S L BEbh 3.

FEFEORBIZOVWTIE, BATHET X FREM
HMRERA I Ca—REDT— AN TT—FINET
3 [ —2000E 2RALELOBIZLALTHS
=%, F—ANTREGTELT—F 288 LI EiE
BRTIEHEITbhTWRNI LRFRENE. 0
R 73 —= « S—=V FREOHETHRIE
DEMBRENTNB Z EXbhroi.

L, SEEELEXRBERIRREELR-TE
BLZbDOTHYARMNR LOTIRY. F07®,
ZOREROHZTHREFR2EOMA & LTRERMSIT 2
ZLIRETERVE, ZhETIREBEEhTERL ST,
7= LR EE O RUERLTHEH ER+ 3RS T
ETVWARWERBBERYICR-TWHLEERS.

ZOGFOHEROSGHOFEHEEL LT, ¥—al
Da Y7 —2BRED LY — APRBEOEEEIC
ISCTen7 4+ —<  AFHED & 5 2 F-E T EORAMN
ERLTW 2B H#RAIEhS.

Zhit, BFEOICTEBERORLE, Fizara—s
DRy bT—2{R7 T MLOERICLY, #ERiT
BENEETH- =S/ —2AT—F2REB LT R
STETWBILBERICHD. FHBEROETED
REBEBERT—F_R—R BB L, ERMICOFLT
HMCFEAROFMMEITO Z L b EARICRo. &
DESI R SF—FZOERCOVTIE, 1 72+—=
N F—=rZDESICFIAREAIEE LI W E
- FRADERIIHICHEI 2o TLBLELS.
S HIABOARNT — &7 bEET—# L LTEAD
ShTWs. BIEERORE - ¥RIZLY, ENER
i& B (Electro Dermal Activity: EDA) <2 ¥ ¥ X
(Electroencephalogram: EEG) 72 ¥ DFEE1T\V, Hi
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HERZNICEENREFFESTIFELBELABE -
Tv% (RAVAJA and KIVIKANGAS 2009) .

F, TROEBNT —F LIEROFRMFELER
BDUBZ LT, LY RYUEDOBFEMEICLNBZ T
LOUH/BTE S, kA, FHEH~OFKIZON
T, HREIAZEIC L > TEFHOEROLRENEZIRE
T3 LTHET BT TR, FBHEOMBE ORI
2 CORIERZMOR RG-S, $EBRE COREREH
REERS L EIERT A Z L ¢, THENTFMEICRS
ST RIEPITMAREE TWEohEiBBT 3 ¢ N T
&, FRLAUE»LFFERCOVTHETCED LS
223, i, FEBARICEWT, $PFOREE R
TTF—2RIEL, BROFEEZ2ITS 2 LT, ¥T8
REBOIXBLRDLOIRT4—FRy 2 EF5T
L HAERBICA2 B.

FOB, HEEIZR-oTL 3015 —2FAHTO-
DOF I 2FERAROBHS, HEFEOHFEMREL
AVERESEORNTHS. Fu bORFED L Sic,
BERS —L0XBWHRETMT 2 RELERTS
BEICAONDL I, F—ArRAKTITE L
flRBEDEMMBRD HND (FU et al. 2009). 7=, %
BERICETHEMOHIT ARCS EF N (KELLER
1983) 2 b LICLAFEMRE TH B Instructional
Materials Motivational Survey (IMMS) % R\ /-#2ffi%
TS5 (HUANG et al 2010) 72 &, BEFOEMRE
2 LFRSHEFRAVWD Z LT, F—alSoHE
Fhl OBHEbLEATHL L Bbh3.

S#HIZ, ThETTF—LAFREEETHoZ DS
FOMEN, F'—IhR2TFHERY — LA M %
T DI LBELRERESRELEh, SHICHR
BREELTW ZEREFEINS.
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