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Choose an answer which isappropriate:
1 ( ) Dinosaurs are A. mammal, B. Insect, C. Reptile
2. ( ) Which is one of the biggest and strongest dinosaurs?
A.T-Rex, B. Stegosaurus, C. Protoceratops
3. ( ) Which dinosaur has the hugest fin?
A. Stegosaurus, B. Spinosaurus, C. Ankylosaurus
4. ( ) Which dinosaur has powerful tail?
A. Diplodocus, B. Apatosaurus, C. Ankylosaurus
5 ( ) Which dinosaur has the sharpest beak?
A. Protoceratops, B. T-Rex, C. Pteranodon
6. ( ) Which dinosaur is carnivore?

A. Diplodocus, B. Pteranodon, C. Brachiosaurus
7. ( ) Which dinosaur is herbivore?
A. Stegosaurus, B. Protoceratops, C. Spinosaurus
8. ( ) Fossil is dinosaurs’...? A. Skin, B.Bone, C. Muscle

Please Answer “YES” or “NO”:

9. ( ) Herbivorous dinosaurs are friendlier than carnivorous dinosaurs.
10. ( ) Dinosaurs who had smaller brain (or head) are more stupid.
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Discovering Children’s Reaction to the Stimulation of
Sound Effectsin Interactive Learning Video Games

Lee, Tze-Kuang
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Abstract

This paper introduces the process of designing an interactive learning
video game. Three mgjor modules were designed after the learning goals
were determined: storytelling, puzzle game, and inquiry map. The design
helps children have a thorough understanding to the topic about
dinosaurs. A case study was conducted afterward. Four children
participated in the study providing suggestions to the future design. The
study also found that children performed significantly well in playing the
puzzle game because of the inappropriate design in its grading system,
especially the stimulation of sound effects. Finally, we suggested that
future design could add more other features in the interactive learning
environment and carefully consider the children’s characteristics, so that
teachers and parents can better judge the children’s learning performance.
We also expect that the teachers and the parents can accompany with the
children in the learning process as well as encourage them to organize
learned knowledge by playing video games.

Keywords: Interactive lear ning environment, game design, sound effects
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