2533 1199912 NVIDINN
79300 NN SY1IY VPN

2019 o©"vwun 312'nY7 nP7NNAn

N"17100 ,NTO ,N'91017'D RNl o'Znwyn colipgn DY

: 01l 'on

[IWU'T [IVTA DX IND oY
TN "2 N7p nyw

hhalhhkei's

D°IANR2Y ,DOPAWR YW NPIWORT N AN NI PI0Y AT 0P
MIPDIT NP 2°1INI .N1TIRD MDD TIN2 D PAWA N Wiwa 0°1157
DT°PON? MW NMIW32 PI0Y? N2V 191 IR .D°PAwHN I°TA3191 190KD 221w
PPN .0 SHYA DOPRWMY 11T PAWR 1A TN TN ,DOPRwn SW na
SPAWR DW ARAT NPT 2PY DOPAWNA 12T PPV PI0YI 0MPR DY NINNRT
DW 197IRY .N1POIN NIV NAWT IR DPAWNI WHANW? NP0 IRT
T10N2) 272%P D PAWH PW NP2 POV NIV ARMPY 22pna 0pn
0P D pRwn YW n1ona)

:0'TIN'? NI'WAD

?0'7nwn o nnl gnw? At an .1

DIV D'T72MI NN T, DNTaN

?210 At Aan? —'na o'pnwn .2

YN T'PON 7¥ NI'OX77 NI'DIOI?T'S NIO'ON -
JDIMINN9NN NIO'SNI |I'MT pnwn - -

I9IN N1 7Y OIN'MNI VDO -

.D'PNYN Y 2'0RIpn DTRONIINT 'Pnwn -

NTNY7 NIOKRLVND PNYN -

NPNYINNN AXN7 0'XaN 0N — INYl IXT'I 'pnwn .3
AYUNNN '7NYN ¢ NXIpn nNIivon -
NTN97 D53 awnn 'pnwn -

nTM2 pInwn - -




O JI'X 2001 NIYT

(hmimn nx InnY wr) ** 19100 I'¥a 77wn

nmn X 10 % - nindn
n'na

% - *** pnana

90 % - NITIAY

% - D'aNan

% - D"MI'o

100% - >"no

N'9NI'72'A NN'WA

n°ay

NXIIN 7w NNy nvaw Ty znwnd nTn? .(2011) 1,019
.0"7V19N0 N'"MID0 :2'AR-N .12'NN DX NIY7 071!

NIXXIN .N20MN ATINN 7w nar712'00n0 :nnAt L(2012) ramoaopt'y
.(65-104 'my) .o19IX

fakirbBIN¢

Barab, S. A., Gresalfi, M., & Ingram-Goble, A. (2010).
Transformational Play: Using Games to Position Person,
Content, and Context. Educational Researcher, 39(7), 525-
536.

Boyle, E. A., Hainey, T., Connolly, T. M., Gray, G., Earp, J.,
Ott, M., . . . Pereira, J. (2016). An update to the systematic
literature review of empirical evidence of the impacts and
outcomes of computer games and serious

games. Computers & Education, 94, 178-192.

Fullerton, T., Swain, C., & Hoffman, S. (2008). Game
design workshop: a playcentric approach to creating
innovative games, 2nd edition.

Gee, J. P. (2005). Learning by Design: Good Video Games
as Learning Machines. E-Learning, 2(1), 5-16.

Habgood, M. P. J., & Ainsworth, S. E. (2011). Motivating
children to learn effectively: Exploring the value of intrinsic
integration in educational games. Journal of the Learning
Sciences, 20(2), 169-206




vs. Entertainment: A Cultural History of Children’s
Software." The Ecology of Games: Connecting Youth,
Games, and Learning. Edited by Katie Salen. The John D.
and Catherine T. MacArthur Foundation Series on Digital
Media and Learning. pp 89-116Cambridge, MA: The MIT
Press..

Papert, S. (1980). Mindstorms: Children, computers, and
powerful ideas. Basic Books, Inc. (pages 3-18)

Piaget, J. (1962). Play, dreams and imitation. New York: Norton.
(Chapter: Explanation of Play)

Vygotsky, L. S. (1967). Play and its role in the mental
development of the child. Journal of Russian and East European
Psychology, 5(3), 6-18.

Salen, K., & Zimmerman, E. (2005). Game design and
meaningful play. In J. Raessens and J. Goldstein

(Eds.) Handbook of Computer Game Studies (pp. 59-79).
Cambridge, Mass: MIT Press.

Weisberg, D. S., Hirsh-Pasek, K., & Golinkoff, R. M. (2013).
Guided play: Where curricular goals meet a playful pedagogy.
Mind, Brain, and Education, 7(2), 104-112.

.20V0NON 17NN '9I0N [I'¥N ADIN NIR NNYYT 'R
.07TYINI 0YIN2N 210 7V WX Y'TING Nimn 'y

*%x

*k*k



