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Commonality ���� Customization

Passivity ���� Participation

Stagnant ���� Immersion

Isaac Asimov's Futuredays: A Nineteenth-Century Vision of the Year 2000 

Jean Marc Cote, 1899
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3D Role Play Game

• Scenario: Landscape, City

• Characters: Characteristics, Outfits

• Actions: Behaviors, Dialogue

• Story: Narration, Tasks



Game Theories

• The Big Model

• GNS Theory

– Gamist

– Narrativist

– Simulationist



The Story

• Game Scenes

– According to an historical battle happened in 

Southern Taiwan.

• Field Study



Game Design Process



Game Production Management
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Game Engine

• Oblivion: The Elder Scrolls

– Choose characters and outfits

– Construct interior design and object placement 

– Arrange Scenario

– Set up action and combat system
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Kung Fu System



Approaching Edutainment

• Explicit way
– Isolate mini-games from learning content
– Control the quantity of games

• Implicit way
– Immerge learning content into the tasks of the 

game
– Insert learning messages when rendering
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Thank you!Thank you!Thank you!Thank you!
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