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The Exploration of Re-Gamification Competence:
The Experience of Elementary Students on
Educational Game Platform

Tieh-Huai Chang"  Fei-Ching Chen™

Abstract

Typically, gamers may leave games when games themselves could no longer afford
gamers a state of immersion. Still, there are gamers who fight against dullness, managing
to create new basic rules and exploring pleasure in the game. Such phenomena could be
observed in the gaming world, but how gamers’ come up with the competences of re-
gamifying the gamified environment is still obscure and has not received much attention
in academia. From the perspective of Hard Fun and the phenomenon of yarikomi in the
gaming world, the present study bolstered a concept of re-gamification with empirical
evidence. The research context was located at a pioneering gamified educational platform,
where elementary school gamers engaged in various educational activities for six years.
Through observation, interviews, and the collection of related documents, the present
study unveiled the competences of re-gamification exhibited by student gamers. The
research question is “What are the re-gamifying competences on gamified educational
platform?” Three themes have been generated from the present study. First, the typing
game based on Flow Theory vs. the re-gamification of debugging for fun. Second, the

procedural learning game of managing a bookstore vs. the re-gamification of decorating
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bookstore entrance and finding eccentric stocks. Third, the bookstore game, originally
designed for running bookstore business, had been re-gamified into an alternative escape
room game. All the above instances were self-initiated by student gamers and suggested
empirical evidence of re-gamification. In a nutshell, the present study demonstrated
student gamers’ agency and practice of re-gamification, which echoed the re-gamifying
competences found in commercial games. Apparently, re-gamifying competences of
gamers have come to the stage of conceptualizing and theorizing, which definitely

deserves further exploration and investigation.

Keywords: elementary school students, re-gamification, gamers, hard fun, gaming experience
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U5 - R REMERIER - Dl 75 - 22— DHUS S STE
FEANTEESE (evidence based on structural corroboration ) FYF-E¢ ( Maxwell, 2005 )
B fmiE— S / e B NE—2 (code-recode/intra-rater agreement ) HI{EE

(Maxwell, 2005) : fRIGVTEE R E LIRS - RERHEH— BRI - BEEEIRI
REFHRIEHIE R X ARG - I ez m A B RS E RS S A — 20 - A0
FEER T - H201843 H W) KAmtS » AGH20194E3 H RS - # LK k%12
il A Z 53 it » HefREPE Z MmN A = [ E M (homogeneity ) ©
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B> WE5ERER ¢ T Stal AIREEE . HIE T HeRml
PHESL |

RER A it - RLL T ERGETE ARl ) B T iR AEEE L ) BRI
HETTRI - FERIEGHE = - ST R 23 G R TR AR © Bt - DARIER
IR EBR L E T BB OB S B L (R R e ; KR DI fRiE
FoRE 2 - R ERI DS PR LIRS - AR IATE - FAYSE AfEE R — RiAY
A NE IS - HERAFRNEESLIEE - MERETEBRAIF SRS — R
FERGH - TANERI R BRI -

— DIORIESREVIT SR o ¥ " HEURE ALV |

T AR ORI AR ET T ek o TEFT PR VmEN R - Ry TSR RE ST
TR BRI B g A RE ST ~ NAFT R A B AU B e (S TR - 5%
BAEFTFORERHINAEETR - #H R -RIVER ST ACE R B4 R pe Bl PR Bk Y~ 1y -
i EFRE IR E E A MIRA R - EEE AR EENR - DL T LR

( Csikszentmihalyi, 1975 ) FR B EHEELR - FEEAREIIEZNREEF (F4
HBERE - RIE - BREE - 2016) -

WETERIERERFTE X IR ERE - BRERUERETHEHZ DT RIR T =G T
BT - BRSTEEZ IRET R RBAG T - 2AERTTFEERRE - DUEHER
A~ R EIERE R AT - FT57 8k DUREH T8 - 24 WA ESE PR
FAE R RN R RR P A E A H - i AT — R ReEE (ZHH
RIEH ~ BRE - BRIEE - 2015) - EFERZWIZERERIMEH « BV T Al
BAHEREITY - WAERE PRI 73T (FHHE - 2015) -

BB LR —PIEREERE T, FT50EE - fe28nEiet » B4R
BT BT E SR E UL (the culture of practice) (Lave & Wenger, 1991)
HWEAMS @ FEER SRR EIE 2 BRI - B— P Ay SR B o] g5 A 2L
R WA S A FUBKER L o T SE BT RN R T - B AE N DU LR
FTFLERK - 11 BB H B R A T sl BRI AR SRR B, - B2 | BUERETR R T
ESCH# + BLRERFAAIRF HIE S - My (TSR EEFT HiE ~ IRF AR FAYES - ARFEE
et ATEE R s TEE A S BTE - AT LGSR - FHEEHCGE—
GRS (ESHR) - EEET TEERR, 21k DFEEHESOLE
—E1 s TEE - HARE CEA RS A KT EREER —k



T T
iy BB

16

BRI ARETAEMBER? (FHEFALEC_20151217 ~ 20160105) ° ;SRR
s tEgkA sk - 25

FTERE » AT AT KIBR AR

- a» - 1_/ >
(a) BETBEHHIEERA GG (b) BTRAYFEEEAL - AR ke

Bs IFEBHLITTE

MEEL (C/PE) RETEFEELRIAE RN o DUE ST Rfl - mH EAI
o BOERLEE - EERAERRRRGT EAE MR EEEE - R RN
NG BAFEGL R - — TR ASPFERGHEEINE S mAlm Pz
e AR IR 5 - RS A Ry — T R B8 - 58 1R 2 PRl E LRE IR R -

= TREGSECSBEANNE, Bt TRAURBCSEE
SN

ETERIR BTSSR B2 EHES - TRETEZEEIERE R
AR BREEIDIARE - WSS 5 FEH AN A EERIRET] - FIERVEETE
TUREIE G R AHERE - kG [HMEBEABERRE - F (24 EHEE R
[EI - RETE R S Y B2 AR SR BRRE R EERR BRI - DRI ERER S JIREE - 38
BS503R - A B AR R B AR, - HEERRINAIRR - R B RO ET R T B
w8k o A ZEFERCEEEL (Chien, Chen, Ko, Ku, & Chan, 2011 ) - E24:EHEE% » 0]
FRESTHIE RS AR /M » Ml —AFREICE ELL ERZER - (168 L3 B
ARETBR—AFRIEEC - WL TSRS RIGH - ZE L EE VR - BN REE
HHRFRE R RE N E Y - ZHWIRA R HEEE B 20 B/ K5

(Chien et al., 2011 ) -
#H O b iR LAY A Bk © 2R - RAERATR R - SRR T
"BERE- B E o HEE ) WREIFREEEEIE - A - SRR R R
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ULSEE - SEBRATRHIRE & SR R AR REORINZ 1% - #ray TR SRy
RER - PAECHNEEEEE L BRI - 2MEF M EE - hRERRE
WIREE R SE - AL - 2R A SR B B B E BN R 2 Rk B - S AR S

Z o BAFMIRBATEL . "R AT REMEFE FRE, - THREARL
Wy~ THBRTRES  MSSR (RABE) eyrFRMAR R & A - A8 R R F Y EOAF
MAEZ, » "REFESRASU /8 FraiidedF T, (HEZEF20160410
0521) (SZH-HRS794 ~ 101 ~ 149)

B 5 DA TR A2 R SRR FBE BRI B < B (58 IF 9 4 3050 BRI R A 22 S
2 /NEAEFIIERERE T EEEMM G s - ImRZ2 - R
IR F2 T DR - RS AAHE © " e RAT03H SR8 S ABETF ~ R
7978 B AR 1075 % F > LT AR EE | (S106-1 -~ S106-2 » 73k )  (EZEMNE
IR - BAEDTFRAE T M A ST EAISBNIE G LM HARISHA - 4
REKTEMR R AT - AR EE AN ETE - RNRENE - 5F - 2450
EFRESOEENAANET - BUESESIEEATE TR - AIHDEIEIRE Rk
BRREER s ME 2 ERVNEE IR IIISEEC A E R EEEE - el
PESR  FLAIERYEE - S EERRE SR - SN PR ERE T8 AE TR
B MEREE —H2 R EE  HERR  RROEE - o200 (GHE#Mm
TR - (ETE) FHENSEE - TS IREIZE - i H8ET—EE =/
DEE - AE6FTR -

-mzrso:»

[ awzEBAE T
P [ m:zeamisme: 9789865659073 ]
FRANARREES | HENG l [0l 112113 4]
MREEEEE : FER 6ll7)gll9]

ke FRARNEEE-RUSRIE KR R B e
. HABEREBNALE : BRANIEE e

S ie WARRETHA : 25 B — Q
G =¥ @seeO) T B <
llﬁll’lll T

(a) RETELZTERIEESILEETHE) (b) IEFEEL : TG — AR S5
B6 EEBIHIHLTES

AN B OUHEES © SUEENA AL - fE O AR
BIFME - WREASEEEHHRAEEZRS - LE LRSI REET R
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RIS NISBNE A » 2 5 R B PR AR IR (L - (BER ARy A R s
TEE=f5R0RFHE ~ IR B R LR ERE P ERARIEE® - ey
B - RFIBEFETRE - BHESEE BN R EANEE - PUREG TR
WIFEEERTE S - S —fEErhAmR T RIEEE, -

= "ERETEMBEELSIEREER B 'BRREBEXRREIB
DAL

B=PIRLL T AEEL  2IEEEIL - BER B EERE > S
HID o PR LRI T RE IS AT - (e - S AEIETREEREIE AL -
EHAERRER T BB E S biE — RASERR - BAERRT RR
ARET A Se s - R A BRI EE A IR (ANE 7R ) - AR IRRERR D HEF
FIENE T - IRELEE T | SR GEEERIRE T2 Smks (352 A KBk
& BT R AT E AR

R e BESNE TR RH — A 0 AN 3R T2 805 2

B B WRA —EREDETAR—FMH -

HERE AEMRERARERER T ey B S -

b eR R | PRI GT | shdm PR R AR HERG o

R OBIRGE  IRERAR 2 -

Bk RRA S VRERA MR MNE S WA AR RE  REE —
VARG o At HAB E JE B AT |

R REE T RIS -

B SRR A TR AR E R TR Ry KRB AEBEE
T ARJE Ko > B F T A5 K AR W 818 > — {8 o 8 = A8 v 181 AR < A8 B AEAE > 1
AR T E 0 RBARBF R ey 586 By ZJET ) (S833k)

KRR A S S - BT Ik C R & L 2R - Q7R - SRR
BEER T SR AR LY X — =k - e 2D - HINEE NS
B ERREEE TR > SR LUK/ NERCHY G 2 - E IS ARG B B 1R 2 A

3

FELMR - XAFLE G K - —tde G BRG] MR EERR R A A Y K T RAET © R
P LA BN B MY -
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A2SHAR:0 MREAR: 408

(a) Bt EREEE N EEAEE LER
87 REEEEHHLETEE

o MIRAZ IR - PREE EEHE AR - ERAVEEE L - EEEE
NI N = gy A B PR B 4R -

fh ~ &

K 7E EER B/ NE A Br FilE sk bee IR RS RH - DI B B LA
S FERYRIIETE - AW dE B LR LRI S S L (R1IPR) - &
Z DABR/INER AR B 5 A B A T Y 0 R IR - AT B HE M B SR AE P Ry &2
HELE P T > BrR e R B L AEBUE B FE B (re-gamifying gamified
environment ) FYREI I » W LA ERYE B FEIE5E - HNEEERK IR
AE IR BTy EEE > JREFTEIE (Brown & Thomas, 2006; Kebritchi et al., 2010;
MacArthur Foundation, 2007; Prensky, 2001 )

x1
585 b EAFEEE BN b LR
teEIEE HEEYL BRIt

By i WETE iR

Eijl5 HE =k

HEY / Ol EREREIFEEETE  TERREE B al / i / hesr
T

4% e 4 % BN REE I (Altered 2505 TTHSSHER , - DL T HIFET
States ) * » FiEE B A ERAHTELE Ry FRPRER
&

AT et —FEAHE FNE— E T

FHI TR SR ] i 2 L A1 5 R )

HER RIS R AR T RS s BF AT HEIRZ A WA FeSltE e
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—  ARRREEHEE T BsE Lt — A RS

FEAS R A A BRI 2 B - DU BB L 2 BRI (BRERIE - Bk
J > 2019) - AWFFELUEEIFFRE D BEET IR SR B B oK S R AR
fETmERH T EEEIE ) SRS - IR R e B R B B LR E R B TR
L7 (gamifying a game ) HIEBLEER - ARWFERIE— & 2 HEA B IEH A
MAVEER R - BLEEEE I Z BN ARG - SRR E I AL A R B iR
TEMZ N EE - MEEEITE R T A FE BT B Dt AR 2 . (PRER
%2011) -

HEZ - FREELEI R Im N - M RiReT B » FREBLAENZZ2E
B A EE R E e 2 T B TER H IR TR § i T B L R
A E AV THLEER - [ 2 MO BT R 0B 8 Ry Sl R AL B A By R R
T SRR R R ERE A E TR - IR ET ARG ARSI
LB B L R X O E E AR - IR ST RASEELRRR] - $7 52 - &5
HNCEB LR EE - BEN— 2 E Eini FEE LR -

— ~ BEINFEERSTHEANR BRI R

B AT DA g RIS SRR ERE S LRE T - HATIRAE R M MR R
I FEFEZNRA - HIRAEREVE - R GE SRR ERES - ]E
L AWHFEEEL IR B P ERG TR FH - MEERI R E S CEE LS
SBMATAERTFREELIE R - EREAR RS EAF E R a T B E T E S e T A
YU =EFE ST« (—) W8 SEEEER - BTG S e r 2R nT I 5
WM BB R 5 (=) DUEMIEEEHE B OG- D aEt-Eny iy E i
gl LR o (=) ANRT B Rl e iR BN Bl - 8 R i B 5 Al R

{ERITER ARG G - AT e R BRI AL B R R B K
= REMRLE

F— o AWPTTRFHESE MUEHEEES - (ERIGE=HEN RN RIER
HIERTEE R - FREEEL LRI 2R A EE R T2 5 BB e EEE bR
T At ARE IR A IR A B AR MR — IR (B ERTT - B4« DuR & FRlE Bk (L RE 1Y
AIfFELEE IR 2 A BB IR " RSt ) RET] © HERS RS R (A 2
PAEZRNNER - Hrest B IREMRAL - BRETEE I E I8 5H -
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S E |
AR R EREFEMOST 103-2511-S-008-011-MY3EE B N5EkY R ER
EHRRA AT BB R RE M AYTEES ~ TR S R BRI AR =878 - DU E
Bk B RIE B R AR B B o AHIFFEER S N A R201958 /B I 2 S L B RS
it ey & B S IR A SR B -
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