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Octalysis

-Humanity Hero -Destiny Child

Rovesled Heart ~Creationist t h e co m pl ete
Gamification
Meaning Mamalesrid fl“a mewo rk

BEEE(E/ \ AR,
(Chou, 2017)

-Social Treasure/Gifting
-Exchangeable Points -SeeSaw Bump
Virtual Goods -Group Quests
-Build from Scratch . -Tout Flags
-Alfred Effect Ownership Social
-Collection Sets Influence -Brag Button
-Avatar -Warter Cooler
-Protection -Conformity Anchort
-Recruiter Burden -Mentorship
-Monitor Attachment -Social Prod

Scarcity Unpredictability

pation Parade

Accomplishment  Empowerment

Avoidance

~Sunk Cost Prison -Status Quo Sloth
-Progress Loss -Scarlet Letter
ashtful Heritage -Visual Grave
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Gamification Teaching Model: Using Card-
Games, Slides and Learning Sheets (CSLS)

Designed by Prof. Hou, NTUSTMEG

Card games Slides Learning Sheets
Card game design | Slides provide Learning sheets help review
emphasizes peer interaction  contexts and help the learning process and

and autonomous learning students evaluation

motivation concentrate

Cognitive design Game core Core

elements elements competences

Effective learning Motivation for playing Competence development

Effective learning of core cOmpetences through high':mo'ti'vatiOn
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PBG model

Formation of - Aclive
playing strategy experimentation

Double-loop
learning Consegquences

Single-loop
learning

State of the
game world

A Reflection

Pigure 1: Problem-based gaming model describes the learning process with games

Kristian Kiili (2007). British Journal of Educational Technology
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Educational Psychology Review, Vol 10, No. 3, 1998

Cognitive Arxrchitecture and Instructional Design

John Sweller, '4 Jeroen J. G. van Merrienboer,” and
Fred G. W. C. Paas’>

Cogriitive load theory has beernt designed to provide guidelines intended ro assist
irt the presentatiorn of information in a marnner rthar encowurages learner
activities thar optimize intellecrual perforrmance. The theory assumes a lirmited
capacity working memory that includes partially independent subcompornenrnts
to deal with auditory/verbal material and visual/2- or 3-dimensional
information as well as an effectively unlimited long-term memory, holding
schemas that vary in their degree of automation. These structures and functions
of hurman cognitive architecture have been used rto design a variety of rnovel
instructional procedures based on the asswmption that working memory load
should be reduced and scherma construction encowuraged. This paper reviews
the theory and the instructional designs generated by it.

KEY WORDS: cognition; instructional design; learning; problem solving.




Cognitive load theory has been designed
to provide guidelines intended to assist
In the presentation of information In a
manner that encourages learner
activities that optimize intellectual
performance.
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The theory assumes a limited capacity
working memory that includes partially
iIndependent subcomponents to deal with
auditory/verbal material and visual/2- or 3-
dimensional information as well as an
effectively unlimited long-term memory, holding
schemas that vary in their degree of automation.
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These structures and functions of human
cognitive architecture have been used to design
a variety of novel instructional procedures
based on the assumption that working memory
load should be reduced and schema
construction encouraged. This paper reviews
the theory and the instructional designs
generated by it.
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