6G-05

Gamification & /o XEE v A7 L OBAFE & i
The Development and Evaluation of a Chinese characters Learning Support Utilizing Gamification
FAAZ Bt
TAE MATSUMOTOT

1. 1ICDHIZ

LA, 1B R O 1F)_EIZ K0P R o Iy
IRE (R E N 2NE)ERICINCEL O #E
BAHZENAEEL RV DD D, AFIIIR LD
T HRES TS, (EBEREHERS A 20D EMEICTS
AT 27=0120%, HREES OBEFYT 7> —ii{k
MLEARR R ThD. HIREEER DL RO
RICE S Tl LT R T E2AHAL TS, ST
ARE OB LI R0, OB, AX), 3
FTORXRBNRIRL, BEXLFIETEEAE At AtEA
TUFOEWREHETHILOT, KiBELFTHHE
FLITELBRDLDTHD. ZLOEREEL N E
IR TIE, BT SRR EEE STV
VN, BT R O S LA O BT O BVED
ABOBELL THMOLNTWAD, BIR TlTEs %
B OB RA R EIED ML S TR, EITH
FL, AREEE ~OWEFFEE 2L RIE 572012,
R LD EE DG L S A T REIC T AT
VT3 —af B e AT DAREELLT-[1]. M 1
2, VAT LORERKIXE R,

’@ [ a2 ) o
T A S 5Juvh /W

FREFMEM D

ArO—SH ATV~

»

&7 —FEXEATL
XFHETAAMMNE 21—

) G

1 VAT LOREAIX

+ 4l BHLRY: Nagoya City University

4-533

ZDOVAT AL, EERFEHEUIMNS, EE(Ahr—2
B 2RI 2L T, SORZBEFTHEO %
] E&EHIENTEDHEE X, B, 51, ElEE1E
IRTDHVAT L THD .

2. s AT LDB%

BB DBRE LT TE R AT A, R
P E N E 2R T DDOICH IR AT A
THDHIEMMNEIEEBRN O RBIINZ. LILEND,
ARUAT LD E RKOMESIL, T 4 AT LA
DV-2 NIEF BB THD. 22T, B 1L ma7 sk
WTAAT VLA DV-2 ZFIHET, 7Ly Niak—
B OB N it CE DU AT L% windows Z~7
Lob BICHIRLT-.

2.1 Hrs AT A

AT AL, E#FH )N Gamifiation 27E LT e-
learning % FVN TR L2k a5 [2], S8 B Ak
kST D TREL (T F 7)) 2B AN,
BN, BEF VAT ADT —H_R— A (VNF LAFEAED
DHF A TRAETE TR, BFORE, B
el Fe A, B ERSC%, HEE - AGEE]) 2 Hv
72, E5IT, BEFEDO VAT AT BIETFNERY AT L)
HDOAYE—VEIT TR CEFARE I THARE
FHMULTZH DT, ZORESFTS AT AZHE.
2, X 3ITHT AT LERT .

Copyright ©2015 Information Processing Society of Japan.

All Rights Reserved.



TR AL 2 28 77 Bl A E R

3. EEFEE T IEOME RIZOWT

Dot View

3 7Ly MERETERLZ
BT B SR AT A

BEAE D T 4 A7 LA (DV-2) %45 A LT3 7
FEIEAT LOFE G, FEEAT LY
NCESA AN — 7% A CHERSE DA THD
(4, K512579). FHLLBARLIZZ T Ly iR
G LT T8 B2 7 Ly MR I
RO AT Ly bW TEZIA TS A
Thd. T A A7 L A((DV2)), #7 Ly Nk
EOTCEFEE AT DI EE LT = N
R TV B TRRSED(H 6) . 6 X TV AT IR

4, FL
N N Qe S G O e a8t h YA X LN
A7 | BT SR T 4 AT LA %E LT R 75— by

BYE AT DERZE L. LIRS, fits T ¢
A7 LA (DV-2) 1 IFEH (KA TH DO Z Akt
LCTEBTAIEREE L., 22T T 2L A
(DV-2) # Vo 2 i G s i L Co 7
Uy M RIZHE B ULBEfF DT 7 — 7 X — 2% % H
W AT AEZE L . Lnl, Z7 Ly NRE
WV AT MMZB W TR TV 2% N TR RS
THTNTND. A% OREEELT 3D TV H0T
TAT T — =2 T BRI AT 5 DB %
VAT IDADY AT METFE A D TVL.

=224 3k

SHI)
T2

W71 27
IvL

275 ik

[1] AAARZ RS, GH4ssa, mn FRESE i & LR EE O 0
BT AR AT LOBF LI TR 25
SEHEE T UL LIS (2013), 5564, 552 5, ppl28-136

4 BEAEARU BT Ly NET S OB [2] AR ” =T - — 2 &5 Lize-learning= 7

Y DB BB 2 2 — 2 — R E

£ 154(2014),Vol5,pp23-29

Copyright ©2015 Information Processing Society of Japan.
4-534 All Rights Reserved.



