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Exploratory Study on the Narrative Strategies
Used in Documentary Text-Based Adaptions Entitled
“Serious Games”: Example of the International

Award-Winning Transmedia “Serious Games”
Abstract

Narrators of “Serious Games” develop transmedia games on the basis of images
used in the original text. Transmedia narrators recreate a text composed of storylines
that are similar to the original text to facilitate transmedia participation.

This study selected 5 out of 300 “Serious Games” that had won international
awards and were adapted from their respective documentary texts, which comprised
news reports, documentary films, and academic research. The design of a narrative
can be premised on the reproduction or representation of an existing documentary text
and, through approaches such as “intermediality,” transmedia participation can be
increased to encourage emotional involvement. Therefore, serious game narrators can

transform a documentary text into one that features narration and aesthetics, namely



(a) a story (theme, characters, background, and storylines) and (b) representation
(visual, audio, and interaction elements). To encourage audience participation through
different media platforms, “Serious Games” can also be connected to social
networking websites that publish news pertinent to the games to provide forums for
online discussion and enable the exchange of ideas between experts and average

players.

Keywords: Adaptation; narrative design; transmedia storytelling; digital narrative;

serious games



(CEXAURF " AR ) ZRERIEATER © DA R
BRREAR SR Em R B

g OIREM - BEAERES A ZEEORE

B PR B R B B L e 2B B SR A D R

/4EE (Freeman, 2014; Meikle & Young, 2012 ) « Bfir PR Je 28 4 17

( mutimedia ) K FStiAHF 4 (cross-media) » {£{f " S /1473 | (transmedia
storytelling )if}5E 5z B 7552 EE 17 ( Bernardo, 2011, 2014; Freeman, 2014; Evans, 2011;
Jenkins, 2006a; Phillips, 2012 ) °

CESELACE ) TS BB EREE T SR ) T U FEENETE

(narrative universes ) » FF AL WSR2 1587 ~ FF22ERER - AERYEEMAE 2
5I{Ean (Freeman, 2014; Phillips, 2012 ) o FS#L/ 3R o[ FEIJRAY - F2ALAHR
WA Z w5t~ RIEMRREEE 5 ISR EERE 2 i dmiP =t - TPRCERIEE A
BfEmz THEST o TFRHED DRSS (Bernardo, 2011, 2014; Evans, 2011;
enkin, 2006 Pilip, 2012)- S5 2 B3 505 G A SFABTS C
EESETRR QAT " BSHE /12281 | (transmedia engagement ) » #ZE A [ESEE& 2 HEE
M= riaks (Bernardo, 2011, 2014; Jenkins, Ford, & Green, 2013 ) ©

ES IS MRS SR 25 DR S SR R R R R S i A8 S DR Ry BE DT i
1% > WIAT R EE R D LRI T HE I » SR AL R N B 2 I B 15 4% ( Glassner, 2004 ) -
AAEPS I M RN VIS B SR Z U » 40 T B SR EDHHZ&ZKESEEH;
1R~ 4948 ZE 2 fd 2 5 (Scolari, Bertetti, & Freeman, 2014 ) o B/ £S5 50 A
FelFE \ S BASC R 5 FE—EARE (AR ) 2 &3 ARk Tfﬁaiiﬁﬂmiﬂijttt¥f
R DGR - (eERPEABZREFEFE - dRAR 2 3 0% (Bernardo, 2011,
2014; Jenkins, Ford, & Green, 2013 ) -

40 T AEEY s T % | (Games for change festival ) 7 T &4 1 | (transmedia )
H%I5 ~ EiEEE% (Webby awards » 7l " 4FE4ERE BEAT-R4% ) ~ #fi7 33E4% (Digital
emmy ) % HLE AN e ik B ABSIE - 552 0 BB REE
WA ARACE SO BB » (R ESE & 2 SRR » IR R T R RV L

(Meikle, & Redden, 2011; Phillips, 2012; Scolari, Bertetti, & Freeman, 2014 ) -

CEHBMNR BITAEE T Ry " EAIEEL , (serious games ) BHUJEERS - 5
HABEESFEEEH AR - FREAERED M ARG AR
B B S RIE AR A 8 F P % U7 Rabesi g ~ IothEg & &
HUHFE (Jenkins, Ford, & Green, 2013; Scolari, Bertetti, & Freeman, 2014; Treanor &

Mateas, 2009 ) - Bz el 715k 1] 278 HE BFM RHrUdmARE  Iyiais AL g #hfr =3
R EHE o WHSER E EE, (Bogost, Ferrari & Schweizer, 2010; Meikle & Redden,
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2011; Scolari, Bertetti, & Freeman, 2014 ) o BE4E1  30EEE s (v H 5B il > a8 8~
A P By s A S H 58845 X JFK reloaded I i CBF A SR ( Bogost, Ferrari
& Schweizer, 2010; Treanor & Mateas, 2009 ) °
S B TR BT HEIRE R A LR FEE A S
WifE OB E 8 - 281 (Tuppa & Borst, 2007; Jenkins, Ford, & Green,
2013; Meikle & Redden, 2011; Stuart, 2015 ) P41~ # S E oy RS A B A DL dRifEy
HralgeElm 2 FFECERET H 408t - EE ) WIS V5 2 S ERZ( Evans,
2011; Jenkins, Ford, & Green, 2013; Meikle & Redden, 2011; Schell, 2008 ) -
ESHE AR [ RITE N 2 28 £ M1 (aesthetic pleasure ) » %4 T L
22 | (game aesthetics ) EZHELHE ~ /it PAG [HRBEAZ 2B A
( Huizinga, 1980; Schell, 2008;Tavinor, 2009 ) - 408 {45 A4 B ER ey > Al 5
RIEEES BT A s - IR AR - B - MR AN A ERR
[ ( Egenfeldt-Nielsen, Smith, & Tosca, 2008; Glassner, 2004; Meikle & Redden,
2011) -
B 5% RE AR -
(—) @ESCARIRMAMEZEM - DUESE 3B E R R 158k 2
(=) SESCRBL B R AE RN B /BB Ry f] 2 Sl RE s BT 2 1T i A
O E Z B A4 7

A~ REER

— "ESEL I B - DS E B AR R ERIER RG]

PSS P AR A A [FEE e (8RS ~ 1153 ) & BT S TiE
{5 (Phillips, 2012 ) - B MR AIHR B — SOATIT A g S M SR - 7
%7 4R Mo ddif] (Egenfeldt-Nielsen, Smith, & Tosca, 2008; Schell, 2008 ) -

BRI E T ) SR AT (A SR 2 P D B EEF
LSRR - By [JRE 2 FASHE RS (Schell, 2008; Tavinor, 2009 )  FS#E/ ML
%R < EHURAR A FERITE A S BULTR - IR T8I S EE - TR A RUR
IS A ] ER T NG AR - 2 AR A EVE L (Glassner,
2004 ) °

HEEVETE EAR - AR R R B EE LT K - IVE R M R i)

( Egenfeldt-Nielsen, Smith, & Tosca, 2008; Huizinga, 1980 )  [EAE RS ] H R

FHFERMEARZ "BIA o I EREIRE - IR A R R
2 % (Egenfeldt-Nielsen, Smith, & Tosca, 2008; Tuppa & Borst, 2007; Stein, 2012 )
EEER TG (T SRA a8 ] iR e e BRI - St B AR &= ~ 2R %
MR REHER (NOAA) ~ A RERERIETTE Myles Allen ZE41E 5 K
55 | HES BRI AR R B A - TR a5 5 40 B 2 A 2 #0)
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(BBC, 2011; Vaughan, 2011 ) » EEHTREEEHEHIAR R RERIRET - BIFE AT A A3
B2 I B IEPRE R T - R RIE R BEE AR (BBC, 2011; Vaughan, 2011 ) -

BRI E DR B T R R 5 B E i DB R EE N R 2 B
M > BGEERPE A A GRE < BB E RS B E IR T EEE K DB
BEHELR  (LRITEAGEAEE I ~ B RE nERELZ 1T 5 (Bogost, 2007;
Egenfeldt-Nielsen, Smith, & Tosca, 2008; Iuppa & Borst, 2007; Meikle & Redden,
2011; Treanor & Mateas, 2009 ) o

R BRI A P AR (LR AR (eI B T Ry s INRIEE A AR
LAY R BEVI(E e 5 BRI R BN HH A /S E E( Egenfeldt-Nielsen,
Smith, & Tosca, 2008; Stein, 2012) - 5,5 » BiAGHHEL 2 R aca T 755 EIEHEE
15 IyREEE N E BRI BB E PRI E MR SR B & MR T
A7 - 5 [SERITE A 2 A8 G T Ry K (Tuppa & Borst, 2007 )

BES 0 BRI A AR E SO HRITE  EAERE TR 5B
RITEAFE BP0 M S Bk - EEmE R EUE SR (Glassner, 2004; Meikle
& Redden, 2011 ) »

- ey S ENEE SR E Y

PSS AR AT /1 EfE | (media expansions ) [T#ER[E G TTEa R F -
JRE]FE" $7EEEE | (narrative expansions ) H i FE ( ~ B 5 K HF 2555 51 2% ( Herman,
2002; Doloughan, 2010; Phillips, 2012; Scolari, Bertetti, & Freeman, 2014 ) - DLFS#E
IR TR R ) » T e ey R PR Rl A IR 2 RSl ~ B AURR > 18RI
&2 G iR REZ - 0EREE (Evans, 2011) -

HLRGAH ARy B S B AT SK - A MR TH IR e < RN Rl AL SR (R fEREEE
NHEFRREGRO - WIS & 2 67 5 5 ( Evans, 2011; Meikle, & Redden, 2011;
Phillips, 2012 ) i 755 AIEEfE 2 P 6 2 B ER( WP TR M HEREOTE )
WA A BIES /5% 4R (Evans, 2011 )

"R ) FTHHECSCEEAARER B R R EE AR R
—RRIIERAL T S | B E IR (WU A R T R HE L4 ) (Krees,
2010; Page, 2010) - #{PSHE MRCEL RPHER 2 T 2184 | Z6 > TP A%
RITEASBLESIL  FERR ) S E (Ensslin, 2010; Wales, 2001) < UM R RIFEES
B S 2 T 2 | Zh > HAGRIAES B AR A R SR EI AR AR
W& - P am R BEEE A 2 B 2 B K e o

(—) BENKERES "SHH,

LA ZA R AL S il > &R Bk dm B A b (Bolter & Grusin,
1999; Clarke, 2013; Page, 2010; Toolan, 2010 ) - 4182 & 1Eih A A 55 H MBS EF B S
gl > P EL T AIFR R B ~ B3 B 8% M A (Bernardo, 2011; Clarke, 2013;
Ensslin, 2010; Herman, 2010; Kress, 2010; Phillips, 2012 ) -

ES I R FAE EAH R IR B - O BB A B R S A A~ 7%
ZI LA R 5 - IS AR R IOCARES  TRE RS i B B A RH
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% CAer AR R a5 | BEE NBIE R AR ) 5 DS i dm < BBETE S R - 3L
BEASEREAGA (e k28) BEHEERE  SIBRTEASZ TR

( Clarke, 2013; Herman & Page, 2010; Hutcheon & Hutcheon, 2010; Kress & van
Leeuwen, 2006 ) °

EhrEE SRR E TR (Bl -~ 9% - 26 ~ fac®k (558
TR O ENER (RTE AR SEUAR  ER % e ) % g H ( Zimmerman,
2009) PSS T R TR Rl - SatBITRE AT 155 S5 FF

EE B~ BEEAT - TH (Crawford, 2003 ) -

FEZ BRI REE RN EI SRS - R T TR & T
HIERE | SEERITE A 2 TS/ 281 | (Jenkins, Ford, & Green, 2013; Herman,
2010; Kress, 2010; Phillips, 2012; Scolari, Bertetti, & Freeman, 2014 ) -

(=) BENMEZIEHCR : DS T B3R R

ARG T - B v RCEEE T AR A 2R # 8L (Bernardo, 2011;

Clarke, 2013; Jenkins, 2006a; Ph1111ps 2012) - BB FEE 28I T IER

M | (spreadability ; SEYHEHL ~ /7= ~ B 278 77) 0 BEHINRIRE Ny Z a8k e 2
B ( Bernardo, 2011, 2014; Evans, 2011; Jenkins, 2014; Jenkins, Ford, & Green, 2013;

Scolari, 2009, 2013 ) °

DABSHES RS 2 (EHUCRES R 5] » D dma nl 4% [SeRiNG » T RIERE ~ +1
BESTEm DI ES O E ( Bernardo, 2014; Jenkins, 2014; Jenkins, Ford, & Green,
2013)  ESE T AER ARG BB ARG ~ IIAGHIEED » siBRTE A2 RRE
R SR ARAS » TREE AN [EIsS A1 S S (Jenkins, Ford, & Green, 2013 ) = FS#L7>
B A BREPHGR AR O Eh T RE ek R e NGRS ¥ (Jenkins, Ford,
& Green, 2013 ) -

S R E I A BT A 5 [ RITEA 7 ZH B 8% ( Bernardo, 2011,
2014; Dowd, Fry, Niederman, & Steiff, 2013 ) o FE4 1/ M 0EE & R~ T 1%
AR S BERITE A S BIEREITE 2 Emm g 0P AJBL (Bernardo, 2011, 2014;
Jenkins, 2014; Jenkins, Ford, & Green, 2013 ) o P&/ RS E v A [EHERI T4 40
B  BEERITEA G 3R ARG e 2 8L FEHES L/ TR Z [HIPR ( gaps ) Fe =42
RFREITE A\ e (fill blanks ) ~ FERIAHER » MG SR (Dowd, Fry,
Niederman, & Steiff, 2013; Jenkins, Ford, & Green, 2013; Philips, 2012 ) »

(Z) BENRERT 8 "BHENSH

EE I REBEEE B LA RERET WL R ESEE - AEE ELRE

FREE R TH TR | sBIRETE N ZFEAR E e Thsks
(Bernardo, 2011, 2014; Clarke, 2013; Evans, 2011; Phillips, 2012; Scolari, Bertetti,
& Freeman, 2014 ) -

DV DTRUE B B R B B T3 T 5 o = 2 MR D #E B R
s EFE e A FHEG&E N (Bernardo, 2011, 2014; Dowd, Fry, Niederman, & Steiff,
2013; Jenkins, Ford, & Green, 2013; Scolari, Bertetti, & Freeman, 2014 ) - ES#7 44
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BE AR Fllhas - Ry EBEIrREE A I EET » SR LT BB LR ,(Dowd, Fry,
Niederman, & Steiff, 2013; Evans, 2011; Scolari, Bertetti, & Freeman, 2014 ) -
ST 2 IR R B RS R UIRITE A 2 B )~ SBURSR
FERE S (HIFME (488%R ) ZRBEEMR R ABE RN EILEH - & "B, 24K
BRI IRBERI A IR T R (AR 2 B T AT RE A R )
RS N LR FERRA T RS FHFEEEMOmaE "B 20 Efif
MRS EEFEFE( Bernardo, 2011; Ensslin, 2010; Phillips, 2012; Scolari, 2009, 2013 ) -

2~ W57 TR E R (R B

— ~ BENREZ SEECR I - LEBAEET R MM
BB LB AR - 5 HRESEE TG E IR
( Egenfeldt-Nielsen, Smith, & Tosca, 2008 ) o 75 DL S 4H ST AR S M Bafill » 261540 45
MR BRI S TCE 2 &5 6 SOIBRAUER § i RS TRl 2 Bhi - Bl — RS
oAb B e dERY (Kress, 2010; Kress & van Leeuwen, 2001, 2006 ) -

R AT IR EEECA R ~ a2 2RO - BRI 50
R (EEH 2T - EFEERRES - #B{LPRESE © Dena, 2010; Page, 2010) -
PSS 2 A SR I RA VIR B T REER ) W e R TR
JIhEE (Dena, 2010; Kress, 2010; Ngrgaard, 2010; Toolan, 2010 ) °

ESIET MRS 2 2R AH iy L AR B & 2 BE B R PR AR AH 00T f7 B i
{BFERE (Dena, 2010; Kress, 2010; Page, 2010) » 552 » BT Z 2 HER
2 B LR BN EEE 2 HEER KRS S5 N he s i/ & 2 TR
[] 52 ( QAL [E B HER ([ ) » BRARALEEE 2 L4 SRS ( Dena, 2010; Kress, 2010;
Page, 2010 ) »
= BENREZSBESCE SR « LERERG]

FEHES 2 A TR LR SO R T I 2 WA
A TREMfERKER M, (Kress & van Leeuwen, 2006; Herman, 2010;
Montoro, 2010; Toolan, 2010 )  ZHA54H AR S Hriy B R FS 185 f g 2 FL[E T
HifipE g > S =45 (Dowd, Fry, Niederman, & Steiff, 2013 ) e

ZAFAAREE T T AUNS oy By TSR ) (story) Jz T FIRIEAS | (discourse) WY
f&mE (Dowd, Fry, Niederman, & Steiff, 2013; Phillips, 2012 ) » ZX51|HH FSEEA 201540
AR E ¢

(—) =

SIS P AR TS T EE R R i - B R - A B BE -
Bt MR (BER) 5 BB E R & RIS » My HCR
BT ~ r#EZES (Dowd, Fry, Niederman, & Steiff, 2013; Jenkins, Ford, & Green,
2013 ) « DAFSHES iR < BEIUIEEL Rl » S trfa it il Bl EE -



() FE B TSR 5 (BFEEBE) (fiE % > 2015 ; Tuppa & Borst,
2007; Schell, 2008 ) -
(2) A AT ASRE - TEE% (i (% © 2015 Tuppa & Borst, 2007;
Schell, 2008 ) -
(3) BEfrEs A S (M % 2015 ; Tuppa & Borst, 2007; Schell, 2008 )
(4) BHE @ WEMRHE 2 EE - A A AR - B RN R
#E (Egenfeldt-Nielsen, Smith, & Tosca, 2008; Schell, 2008 ) -
(5) 1560« BB RS TR EE 4 R S48 (Jenkins, 2006a ) © BEFE A
A]SEUEED > SSHIAREREN RS E 227 (Tuppa & Borst, 2007;
Schell, 2008 ) -
(=) HEER | ILREBENTSE SRR
1. HETE
B T REBEE R E G E LA G - BE 0 BAREERE  lEEEER
#1154 (Dowd, Fry, Niederman, & Steiff, 2013; Kress, 2010; Kress & van Leeuwen,
2001, 2006; Page, 2010) = PABS#LS P A0EE 2 202 ] - AT b7 fAE
() EEIP= - BERA - BEERE - PR CGOfaEi)
( Egenfeldt-Nielsen, Smith, & Tosca, 2008; Iuppa & Borst, 2007 ) °
(2) ZEfSifAHE : 2D K 3D 7 235 mT i B 2 5 ( Egenfeldt-Nielsen, Smith, &
Tosca, 2008; Schell, 2008 ) -
(3) FFfEAERE © PEAOITE) - S 23564 (Egenfeldt-Nielsen,
Smith, & Tosca, 2008 ) -
(4) $HUHRE S WES - TR R ORHEH > [ EREAEEN A
( Egenfeldt-Nielsen, Smith, & Tosca, 2008; Myers, 2009 )
2. BERITE
ESHE R A LS BRI TR I SR KRB 2 (Dowd,
Fry, Niederman, & Steiff, 2013; Page, 2010; Phillips, 2012 )~ J&5& 51255 BN EIR
HAE ~ ZEHERL o B E TR A O e 2247 (Egenfeldt-Nielsen, Smith, &
Tosca, 2008; Tuppa & Borst, 2007 ) e
(1) B3 BRI 2B EIAE T A taaieta T YR ) K T IREERERL
B 22 R S S BN FS [38 - SRR TR A\ B A B ke S -
25 RV 2 FE ( Egenfeldt-Nielsen, Smith, & Tosca, 2008; Tuppa & Borst,
2007; Schell, 2008 ) -
(2) H4E - BIrHE R EACH H - HHEI5ETSEE (Egenfeldt-Nielsen, Smith, &
Tosca, 2008; Tuppa & Borst, 2007 ) »
3. EEpTE
A 8h=UE AT PR R A S DN AR - T B B A B (B R AR (B AE )
(R HEFS /2 81 (Page, 2010; Phillips, 2012 )~ 7 Bz A GRS - [H]fE ~ 77 = -
TERRS i B T A\ B B 2 - RN RIF [M] 5 ( Jenkins, 2014; Tuppa & Borst,
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2007; Schell, 2008 ) -

HHES 2 BB IR SEA B R H—R TS, 28 (H
BHE) A FHR - BE HO THBPA > wiETE (B 26
R (B Ho - 3% %) KOk WINRE S AR OE R

(Tuppa & Borst, 2007; Schell, 2008 ) °
=~ BRI R

K7 300 FIHELT% - GREeH 5 sl 5 " a8 CR | 2 i ek ( B
PERRIERER) - EERREER BB R ITFEMALEEN (558 - HE - |/
F o~ @R B - ElERE) - R R BRSSO EER (L8
F o~ LEXARE)  MERTE TG R W) - AR - Bt
JE -~ BB IERAT Z S ESOR ~ B R ABIGCSEE 0 R -

R1 LECAERBRERZ HETIF

GRae | BT BTSN E BENSERATZ TR | 588 ABLs%

1 BBC [#fzk KilFEkH BBC | 1. &fFEHE - BBC - 2008 4 " BUM AR E
8¢ (Climate | ZHMi%E SBHRE | 2. BBC [RizEHkEL] SR AR S
Challenge ) e b B2 - AR ( Climate Challenge ) ( Winner of best

Gl YN e € I72 2007 -t fme ##EYH | European green IT
A R R RSZAFRPIREEH | award ) ©
NSBLRSEFERR ~ H » (Oxford university

B ELGER - centre for the

NS IR environment ) £ -
i s EEE
REH WETH
B g 252 -

[’&7%] (One RIS 2010 | 1. &ELAS - CBC (1% | 1. 2010 &K
ocean CERET o Bl R A A58 KEFBAE] ) ARBFEH MR A
interactive ) EEOHIES ~ Al > DL EIGO BhE% A E] ( Gemini

T I T L o 4R ( Tactica Interactive award ) fx{EJE
SHI SR 4Kt — Communications ) % EfEZ B S
3 UEF) BRI fE - {EmiEs -
TR 2. 4mHE CBS 254tk | 2. HIEKTHE
il ~ B o FE &%) (One #% | (Canadian
Ocean) ° new media
awards ) 49 H i
BiEE -
3. 2010 &£ TR
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( Wildscreen
film festival ) 2
R T
5% | (Games for
change ) JH}#

% o

4. 2010 4 T i
Fr5IE  FE
R A E
fHid% ; (New
media award,
Best in industry
award for
television—

Education and

science ) -
(3B 2 ] (3B 53 ) . EFELEG 1 2011 SR AL | 1. 2010 A (H4C
( The Cat and ( The Cat and the FaE/\ 5] (Valve EEITE T
the coup) coup ) WyRe T A\ DAgE Corporation ) =i ° (2010 Best
VISH A » BRARIECE | 2. AHEEEAG TACsRR documentary
GR - BAEE(E (Dr. EERE N oy game winner ) °
Mohammed BARER ZZMARIR | 2. 2010 FZREHT
Mossadegh) FyE{E: By 1951 2 1967 2405 [
HEAES BELRAR - Pk Hifl oo a0 (RFREERS) (2010 Knight
% LT (MR (Time ) ~ (A& ) news game
o FE i BRI ( New York Times ) - 7~ award
SAEEEIE - TEEE T e A SCRIEE nominee ) °
#%0f; | ( The advancing
scholarship for the
humanities and social
sciences ) » NFEARF A
z THRRET ERE
( Game innovation lab
at the University of
Southern California ) &
fE -
(1K1 (7] . FELES - IEEKGASERE | 2010 FEENY)E KoK
(WolfQuest ) ( WolfQuest ) it Eduweb - JREE o B A
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2007 - tHidm © A
B FIEEE e
( The National
Science Foundation )
it 2006 FHEEEE
THHEsZEEIYIE
RS G 3 s
Eduweb -
AHFER LA 3D f5
b [ 2 PR E A E)
YIRS > i i el
A TARETDAE T B
PR 5 i 2R
mg 7 e REE R
2 NFEEI 2 IR
B RefT Ry B
IREFARE -

- REEELL T R EIRT

s ; (International wolf
center R AL HERIL
U BT IERS SR
7 "EAAE ) I -

( Association of

zoos and aquariums
2010 education

award winner ) °

5 (it =y
1% ) (Inside
the Haidi
earthquake )

EN ANt
HEZPREH H
#2010 5 1 Hig
HRHIEAR IFIL - B
TEAR DI AE
FoEbEEREL
i e ERE

-

. afEfEE - Zfw2 PTV

ST AERSE - TVO
(IR ZRISE
fBAE) ' -

NN e S K w2 da

Ui SE B R12 ]
( Inside disaster
Haiti) °

1. 2011 4 et
By T8
( Games for
change festival )
Z VB
(transmedia )
SREIHGE
2. 2011 4 " tE
&%, (Webby
award) 7 T
ERU - Ial e
e
( Best writing

in online film &

video ) Fg£4 ©

(ERIZRR © ARFFCEEE)

AT LACE SRR T B ) BB Iy RS 7 R A Tt
HEALD PRV 8 Z 3B o T UHREITEEL AR » T EEEE
IR (LB TREGEE TR ~ 1BETD) R -
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B~ BIEO

5 9 7 AR P SR A R AU A B AR (DU R 72 3 » 25 AL 2 S MR AT AR
78 Vi ) B2 2B IR B SRR AR - SRR RSk
WHAT5 [ERTEEELET (Juul, 2005; Perron & Wolf, 2009 ) » BT A] R4 E SR
Dt AEE S S5iEEITER - o/ B E A EHE (Ryan, 2006 ) < 41 EFT
> B A R R 2 MBI MBI E A BET EANE T
BP0 (FEIeE ~ 88 rE ~ A8pycE) ZFiHA (Tuppa & Borst, 2007; Schell,
2008) o AT E—spulir - MDA " A | RFRELAG BB AL 7 R 2 B
— BENREZBEAE

(—) =E (BEEE)

PABBC [RfzPkEk] Sl - BBC i seai B T 2 7 ae » Ryl DUIERITE
HERLEHEEEN (Why make a game about climate change, n.d.) - [ 5@ feEpkER ) Bl
Bl BBC 7 " G788 | & T A4 » BBC IpRafE A Za B =5E | 58
P54 h S8 SRR AR SO I EREE TR B R R e TR e 50 LA B RS
A& el 2 3R — S B iR (Why make a game about climate change, n.d. ) ° #{
BBC [y #E 8 A BRI I ERREIRSE RO Rl o i 2 BRI - #EFh FRE B (IR
W) 2 "B ) PR HERPE ABSEL/ M8 A (transmedia engagement ) [EE " 4
BRBRAL  WriEiRes LB -

(=) At

DA YAl s 0] » B ARARTE T 28T B2 B 0, (International wolf center )
Eifl > BBURETARS  BuatERIELE R T B o S EREREA T
[ e teAs - (AR ) By i R TE N\ s B AR A B - T D) R A A AR G R PRER

CERZEMeEEE AR ~ 80T 5 SRR A 2R At EbERE -~ - B o 2080
FEARISTR AL 2 BPIRANG - #5 T B2, MR bR A e E -
(Z) =&

BB SR TIEEIN » AR oA R e E BB E . (Juul,
2005 ) o [ SHELFEEE ) THSEY 1951 2 1967 £ 4R8O (40 (HRRgEss) 81 (4t
KINFER) FHAE) » EICRERGETEY (Sources, n.d.) o MEEE SALFERFEE CIA
ACRENFEAEE - LB EFIARERS ZBUad)E - [SRBIEeE ) #EkRls [k
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@ o
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WIFTFra - BRI EREL LG - G—E eI R ESE mEr - yEE
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13



ZHRAS) TR b HE SR S e -
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ESHE AR T A Sl = S FREAME L 2 B - 4 SR %
I o T T B ZIET AE MRS (Bernardo, 2011, 2014; Evans, 2011;
Phillips, 2012 ) - [ SHELEEE ] SEfigasathel; R EM - A RMER - [EEREE
% o EIRS S T - [HEEBEE ] AR - i FERSCESRH - 2
B BRA A AR EE (AR <~ BUAPKER ~ B - B TRALRE -

Wi PRt 2 A AH AT B OARRR » 5 BRI N 2 VB S s Rgls (&5
- 2011 5 #5857 » 2015 ; Page, 2010 ) - Belfe AREUE (I B S /MR » IR
R/ Bl 2 INE ~ 2E -~ 0 BREE (R 0 2011) - DL UR]Y BB ARE
BXERFH 3D @ BEE A vl BT IR 2 BB - WA A B IR E R
/N THER B B R ait Bgs/ NE -

U EEFEFERAEE 2SR I TREEANBEEREY  REEAERANE
e » BRI Gy R A SO S > B SOARER %Ei%z i (GRis > 2011 5 15t -
2015) - [JR] EEHFY 2FEHA A ABMHNURES R » BIFEEEYF2 T 58
I ERAERAR ~ et ~ T~ B I E 250 - B M B AREE B T R B
MR R IR IEERSRE (Ryan, 2006 ) -

2. ZEfERR

R IR A R EAETTE ~ IFRE ~ ZEHEE TR - M HREPILERIAS AR

(Grodal, 2003; Stein, 2012 ) « [ B ENEEE B EEER B 155 - DIELERITE A
WEFER - WAFRK  REEEAAEEE 2B n ARG - v RS2 3L
e (Iuppa & Borst, 2007 ) < [JR] (WolfQuest) #E{b=A ARSI 3D
s R - FISR T AR ) MEREARE - UR] &aEE S0
A EATRAE R A EREZEREES - ERESR - Jgs% - 55
Z o AR R T B IpE R E S R A R E A i E S
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R A R Iy B EN 4k ~ (FE TR (412D K 3D #Efly) Sk
HE > EBEHETE A G812 #1535 (Egenfeldt-Nielsen, Smith, & Tosca, 2008;
Tuppa & Borst, 2007; Meikle, & Redden, 2011; Schell, 2008 ) - #58 = - AR HEER
MEBEHNFES S - B THZ T B TEERESUR - TR SRS
A

3. ﬁ%ﬁ‘ﬁ%?'

Bt $HEHRE S MIEE SR - SRS o Ay Ry BREE AT - SRTH
jis| (@,—f%ﬂ‘; » 2015 ; Egenfeldt-Nielsen, Srmth, & Tosca, 2008; Myers, 2009 ) o 3L
ol - 5 DASHOEHA S Ryl - g ek O/ D A T B BH 2 A TR R L -
R EER 2 LIS A - W RITE R AR RS 0 U] WdeeEE =
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IR DSBS /48 IReELN SRR - AR - R AL E AR R 55 B
AEREG kB - TRAs [ EEREEEE B BN RE TR - SR
T2 NESHE 2 B R A B SOA - WA T B B FR R R 4R s TR L
MHER (ARETEA TR AERIMEMRA R R - BEFE A EE8 ) - i
REEE &M E LT Aass -

(=) FEERTR

S R Y LS R TR I - B KRR 2 (Dowd,
Fry, Niederman, & Steiff, 2013; Page, 2010; Phillips, 2012 ) -
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BB SO RACER T HANERL ) TR AR AR TEE - R
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THE s P - BRI G A VS © FEREAAN[E] - Bt e % - 55
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2% fZ( Mayer, Bekebrede, Warmelink, & Zhou, 2014; Ryan, 2006; Schell, 2008 )-[}§ ]
HEEE AR B IEET » BT A A A B IR S PR e s . LRy - nIinzE
FERT ~ A6 E S s EREAT T A BEREVR AR - RIGR R B IR
BE TR EN (FRT A R - ES FEERE 11 R ] #EERENFE T
FERFUL ) ERHEDTEIRE M ~ a0 ~ TRErPkEK - (REITIHE B B SR

"EEL ) R T EEEE R ) K TR DOAE
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SERDE A = PkEREERR (VS (Can you survive the call of the wild?, n. d. ) - Bg§= A
IRAA DR > EEPIRAERALCES ~ 1Fin  S9RPE At n] Bl A= Vb 95 35 B 8l ~ 5w
M E]FA twitter Kz facebook 43 EEH S (Can you survive the call of the wild?, n. d. ) e
GEZ WA REGE e ZL'EEN  nEZER - P  BEBEE
ERHEEE -
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— ~ LEAHEBRIER . 2 e - D T B RERREEN

AU F 5y TR AR R Al A SR BT B SR Z BT S 1 RO ST R A RE L 4R
HRAS TSI B 5T - B P ACE I FE R B3 T o R N Z B r 28 - ir ks
BEITNNZRACE SR 2 S iR - B phs A5 ek nT e s B A U 1T (7 B Bl e A\ BRI ME
5 fRftEEE TR - WEEERES - WRIFEAR A SIS (Batsell, 2015;
Grodal, 2003 ) -

PAGCE SRR R B R B R (] - ES A REB 8 oll ki 4Ens 2 T it | 1
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2014; Evans, 2011; Jenkins, Ford, & Green, 2013 o F5#1 | A1 E 5 LA B3 -
DIEEEA AHm S - 53 REEABE 288 A (Dowd, Fry,
Niederman, & Steiff, 2013; Jenkins, Ford, & Green, 2013; Philips, 2012 ) o #[1f/¥= A
SHLLE SOA ~ B IEek 2 4848 1% - SRS 2/ 2 B B FE IR A F AR 2

TRERE ) TR E R AR AT s R AR IR T ST
s BelEE N BT hA 2 BRUE, » 2R 2 1 5 H i 2 % ( Dowd, Fry, Niederman, &
Steiff, 2013; Jenkins, Ford, & Green, 2013; Philips, 2012 ) »

ES AL AR RS A [FSF G T B 25 DR (R R T B AR [EIHG
%% ( Ryan, 2006; Scolari, Bertetti, & Freeman, 2014 )~ Ez g 5% ol 4 B4 B NS »
BRI RE RS > SRt T 2 2T & S IO B R 5 BIFE A T A MBS I/ el
U BERRIEIEK o> BRSNS RGO E AR BB URUREARR R (3EY (Batsell,
2015) »

WIFTATH > RS O n < B o ke T R M AR - 14 - A
B~ B EEL DA B E F AR E SR EEIRS R ERITEA - BikE
EITERM S [ RTE N ERR/E 2 2 i~ 5 (Jenkins, Ford, & Green, 2013;
Meikle & Redden, 2011; Philips, 2012; Raessens, 2005; Schell, 2008 ) - #2455~ >
BERRAEIEK T R H AL B SO - Gy DL & ~ ARSI - i BhBee A ER AR AN

( Meikle, & Redden, 2011; Evans, 2011; Treanor & Mateas, 2009 ) - [5G #7Ei et
REETR K O EEH - HRTEAZHERERS (Glassner, 2004 ) 5 FIHE AB(AT A
BVE iR ~ B ARRERIM RGO E SO » (B " S 28 | -

T~ BRI BRI AR ¢ DIRERGT R RERE

AT PR A E SR W0FE T B4 IR IS 28 > 5]
255 ARSI 48 % 20 e 2 JFE( Egenfeldt-Nielsen, Smith, & Tosca, 2008; Myers, 2009;
Ryan, 2006; Tavinor, 2009; Treanor & Mateas, 2009 ) - 41 Ex AR IEELFEEE v #E N7

16



AL " LB e ERENERGETRER  T SEAS  (FE - Al
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b SESCRNE - ] 3D BiEERa 1P 4R (The one ocean interactive
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