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Abstract: This article reviews the researches on the impact of computer games on players cognitive ability
mainly from two aspects, oneis players basic cognitive skills and another is players' higher-order ability. So,
by way of article review, we can fatherly understand the research significance, focus, difficulty, tendency and
limitation etc., we can also forecast that the researches on the impact of computer games on players cognitive
ability will be continual popular in Chinaand pay more attention to the impact of computer games on players
higher-order ability by researchers in educational games fields.

Keywords: Computer Games; Cognitive Ability; Higher-Order Ability

RELbisas e LT 2Ll

SN -7 R=
ARG RS, B
Email:04jjliumin@163.com; zhongbc@163.com
Weks E: 20114 3 H 15 H; BEEW: 201144 A 2 H; FAEM: 201144 A 130

B E: LR DLZOARIRE ) RSN 32 BAR B AN B RE AN Y BE PN T T, [ AT A
FNBLIREIT 7 B AT PR, T A AN RSO AT AR A 0 M, 7T Bh ik — B W TR
S ER s MERL BFAIANE, ATBAIIE 207 T W SR AR B B R A I, RO R i R T AU

Hans iXth

DNFRIERIRT R, 5 50l 2 208 e R B 2 i B A R B 0 S e R T

XEF: FEHI ARBET); mBTRES
1. 518

Bt T SALS TLIPRBOR BT R J S THEEALI
KABH T KR, IR EAAT R, Sl
THRB AR IGE . THEHLRA BT iR
ISR TR, ERTBERE RS, MONEE TR, HE
T EME O BE CERRARIINZ TR . EAMR 2 2
HRAERAZ A T LI R B ZGA R RE R 2, 3
] ) 22 A T H 2 RT3 5 T A E 7 o

2. R TTR B A\ 5% RE RIS

JEEAER, BB, TR O
WIS, FFAE G RSB A T TR R 5
HLE e B 5% M A A R B BRI B0 2B T 7

Copyright © 2011 Hanspub

I, W RUELL. RO S S M E A HOE T
KR, AR B2 I L R T 2T SR
B N A A S EINL  SIBHUR
PUEBRE DGR E RN, RE. BB UCNEH I
RS 27 20 3 A K R AT R VR, R B A T3
Blisxkaes e st > 5 BYERE IR, 2. &/
RENIHIR R, BRI, QlEIRRRE, ARSI
RERBENIRIE, HREEIRED. £
Jit, M IR DB EROR . TR R GREA
FIRZNICRKEARLE Filek, EFFOEEFaET). O
e v ) AR B0 AT R AE 5 T ML xR R S 5% 1
AL b, PR T IR 7 R I ZRbe s it PR fE
JIRTRENE, JFAHEEIE. IEHIPEET SFALIER (%

AE



THEEHLIE XS BEZNRIRE S50 W TE 47k 19

WE A AR P ) 75— R LT DU
Mok s ae . MBS AR “3D &
7. CSIAREEER” . “3D RIEHEAE T . R
JEARJTHAR” . “POOM” Z& T4 3D sk, %H4f
AN PUEE RIS FE G AR AT T SRR 9, 45 B
WERAFV . ISR NEAE 2SR 58 1R R IR miA 3
TREACPA, o s N IR T —3 <
Hopiek” . BN I 2 A RE .

TSI U6} Bt 5 2 A DA S 4 B 1) 5 e F S A
E AL AE T BRILLE T A BE Hh 1) 2= (B A
Fife. WEER . 1012 F0% )5 TH IS R 7

2.1 MBS EHRAFREER AR 5T

211 ZEFRAESE

Donelson 8 Hid i T AR AL, — 4E A =45
] B, AT DL stk i B S s 1A g
Subrahmanyam #1 Greenfield % 3 25 =1 — #h n i
“Marble Madness’” ] 11 & #L i Xk L6 o5 — Fh ny fig
“Conjecture” {1 THEL LI X% B REAR e H e i 2 W] %5t
JE R AT fig & B Marble Madness” i Bt /5 BAE— 4=
YETTA% T RN 51 2 — A3k, RECRFFIERIE R
BHNIHY L E VA BN KI5, X AR
[ 4T 45 {0 % 0o R 430, Okagaki Fil Frensch % BB HL T
AR Tetris” iT ASRE i 55 Ve ) s A S b e, FR BTG iE
X K e 1) % TAI A0 o 52 e 5 45 0 0 2 0 56 1 )
ARG S5-I % ) LZE RS T I A B RE AR A7, kb,
BWFRM, 5B— NFRE BN ER S £ oL T B
MR AR AT AR B, s (A B e R g A
Az 1Al s e /119

212, WIBIEE S

OB i o — PP AR R FREUR A T i 1) i) 3R
TEZN DI FE4REE Ty, 8 —Fh PP e 2 TR e ) 3 AR R
0O, b A AR M S ML )t O FER e 2 D OB
Wi 5540 R : McClurg F1 Chaille EA T 3 i ot AN [A) 46
e )LEINFIRE ST IR, ABATRIBL T AL A
e, = AN G AR O BT 3 8 0 #1S BlH
M1, Lis A1 Wolford (lsgiemfserf, ibgotBnmidit
HHUER (RIS OHBEAE S AR, Bk

Copyright © 2011 Hanspub

OB ERAESS IR, FFAEDTI AR AT AN JA Y 30 73
PREATPILE R RN OB R S . AT SE R o, )L
BAEO PBERL (R VE_EARAEVE ) ZE R, SR AE R
7, D O BGE #E T R IK) )L A PR NE S RE D PR
Ty K[ ] A O B R VRS 2% S AR N

213 ERKEEARE

THE LR E TR BRI, R R
Re SR B AE 4L TRt Greenfield F1 Camaioni
LRI ET RN, HRAET7 N T 1B 4 31 &
o i, b RFAELETHRENLEAL FIr— 3Ky fig
“Concentration” I #%, 25 KK, FETHFEHL EIoliE
X )4 B W B Rk At R A S o AL B, 1
TREeERLAL EHe s 8 SRR, EH AN
it A R X 4 R UL IR R ) AT, A R D )
ANHL D CAETE S B R ) A, X7 Sl
R AR 1 132 e T e Tt

22. WMSEBRENHIRMR

TR AR L T R 7 4 5%y T 3 B4R
YRR R R A I E R WA . 262 K%
[ Jing Feng il lan Spence 7EAF 7833 = 19/ 22 5 1A
FNUNZRRBURET, SR T PIANSE56 2 JIE B T 1E i Bk
T ARAE RGN N2 57 UL R A FH B AR R 0
Ui R R AT 38 24 A N I 5 R 08 5O B M R
(4, 56 [ 2 P) ks K219 C. Shawn Green Al Daphne
Bavelier [ 753 B S AE A AIHE XK e 0% 5% 0 e ik
PEVEE R ARATRTE T A SRS, ARG Bk
(10 N A B 3 38 P N TE R 5 00 AR [ 7 T 2 75
FAEER . FEEAA KRS, L AADLER M AS
ok — B R eI g e, o o AR ISR AT A
e m . Greenfield(1996)28 AWF9T T K244 455@
FL U R X 0 FIC AL B 3 T SR PRI A o AT DA kT
L I 5 e 1) 7 A 7 B R A T A S 1 e B T
KM T FCER, 5 R I, R Ayt ek 10 1 3K b
WA R OB E] . BrEh MRk AR 1A
[Ff B RUB R 2 AN FAF IR . Bz, TR
G TR IR A B H A R B TR
Hinel,

AE



20 A Review of the Researches on the Impact of Computer Games on Players’ Cognitive Ability

2.3. MCIZHBIRMERRSR

T T2 B, SR8 UK IR T E SALIE X0 58 B 2 4F
S KAWL B, McGraw AW R, BT —
#% 4 4" Dance Dance Revolution” (f)1 & $8 37 2% 5 »
B )LE Z ST N YA N SR g R
TR B A S A A N R, R4 E
FRAN R R/INHEAZ B o0 7 T Re 18R FHR R . 1E# 48
t, FERHEAZEE T PR TR A AT e AR 28 Tk 1)
ZATSS FI AL, SR, Tarraga 28 AFIH T — 2k
%4 Smartbrain ITELAFAK, K EA BT /R K IEER
PRUEE 2 45 NREAT RS iz shih )T FF B — i st

3. BRI RS M s DR

=1 Y 6 72 $8 AR AR N A 25 R T e
MIILKRE S, BAREE . ik, ALAIEEYE. SRR
Fi HIBVEME. s FRERMEAIR . AR ERI AT
ok A M, T EHLER AR 78 T Bk, Ak
R, TR, FELEELENS, HHEEHRE G
BHEMRIE, WIEZFCR, T7 BT .
R, AR 22 23 A iR mT AR iR D (1 il R e e

e

— U LR T E SOL IO B K B g
FIRARIIF 9T . W1, McFarlane £ AfE TEEM F#R 15 o
FaH, FUTRI S REARA BT AR RE WS SCRFLL N R AR R
JE&: O R4 @itk @%ci; @FENH; 6
IR @R, OFELEP, kA E, £
F 55 (2006) K H 1) 5 W A 1 75 vk, KR RTH 7 BT 2
1013 4422 LA J 100 2 UMM F K AT T A 4558
T, WU EAERTEENEER . AR
Sfie 1. BlEPEBYERE . BOHITHAE . BRI
BeJu. AR EE ). INERREFI ANPRAE R e —
SEHEBEVE Y, John Bannon (518 A & it
IR T AELR I ARAT B M A RE R RS o AR R A
RUFFCIE, BT 24 AN R TR 1
T ARBUE R R A AR IR I m I A AR R, A
] AR B RE . ERRE . TR S RE . B
Hifig. WM BaE,

T AT — 2 20 2 AL R 0SS v B
JIRIREI, XA 5L FAE R FEXT RETRE Sy VAR

Copyright © 2011 Hanspub

HEFERE . BIBAMERE S SRENEE AR RE .
RE ST DR i FBUA DL RE 0 5507 TR o

3.1. X BIHTREDEIRMMERR

FHER A B RGP R, DR A
AT AU OGS PN A G A ) PR R
ZERARW], B AR I R 2 X R S R R B A
AR, R %) S DA AT B F G I ) A R TR
Wk BT LA SR R 22 G R N DL < R
FE TN kA, 255/ AR S AE R
FErf R IOERER, it AR BIIE 2R ST
FELUFR ARG, AT TSR T, AR, 1Rl
X A 85 o HEAT B3 77 30 RO A A T AT .
Shaffer ££ (THHALI AN B L 225 ) F i, (B
PR TT) B (X RY 2 A Ak T LA
BT ATT T AR T ARl B S IR PG 8, X i Rk £
THHLZBEETE R A RIS, T BIREIR 2 A A A
MRS, XL SR LA TEF BRI ARk
e e b DA B i e

3.2. MAEFHMEIERE NHIRATFR

WHEUAN RO AT, BRSNS ER
FARS s A E . L R B RSN AR, E
ik = R A R R AR RS B, T RS B AR
ReIMIs R TE, IF HAEWEBNAT. o x> EakT
HOARGAT VFEE, DL T A HU i o 28 Rt HE 2
RIREIE o R IR 43 2 28 B A 0t Is B 5 Fh e 2 A
S AR R FL I e R IR [P, T/ B IR 2 11 2 2
R IR LU HERLRT A g HETR AL /75 205 rEL G 25 8 05 Xk
R B, R BB R A, R
NV RS I 2 #E i E %2129, L. Jon Hobbs A1 Zheng
Yan UL i ok 1k 2 AR R, R R 1 e i
RITFHRTTE, R — R 2 B Lm0 B it A
Fo T HR IO HAA T TSR EAT AT TR,
N HTRE 77 3 B3 3o e ot ) 2 P A VA R AT A
o HEFURIN,  F R AE A AT [E AT A i
APV R 5 T A4 R AR i O, e o e A SR A
Project Three Interactive /A 7 K [1] PC $41 B Bl %
“HRBZJiR” (SCHIZM: Mysterious Journey), X/
AT T AR RS DI GRINAF T . o R AR ER 1k 5

AE



THEEHLIE XS BEZNRIRE S50 W TE 47k 21

WA R B, Weson THEELRE 1B SR A 4 1
D%

3.3. MEIB\MERE NI NBFT R

B P TG B ) 5 LR T 2006 A FEAR 4 1A Hhox
(BEs A XAEL 2 NI InpRsE, dleisr
TR ARSI, 1R (B<R2>FHINAE)
EHEIEW, IR RIRBIAGE EER A2 %L
JEIFHI— RFNESD, FHHE T ALK E B,
TR NE AR TR AR BIE T U0 AT T A X 246 s 3 s 7
B YIMERRS

3.4. MIRENFGE AR BE NI M AA 53

AR BRI EAN RSB HR, RHH
BRI REA S L R ARRE R, R
WES S R TR S HE IR BT, 51 S
IR P AT N R ), (R RN, DU
AW R R . R, PSR T U
WAk T (R O Y.

3.5. MERENHNEWIAR

Byron Reeves 5 ThomasW. Malone 25 A\ 7£ (4l 5
JIHP ESRER =) Rt W2 TERk, JGHE KRR
NHIFEZ A I S (MMORPGS), & A K Rk
EHAURHER G, S MELFR L, AME
Eat I 2 e e U s P < = w1 T
ARG BIRE ) B, IURIAUS A HRA
A A E, EE TR 2 N RFE RS R T A
ST, ARG AR B, DL
P RRER, QA XRIER RN LS, £
PRI R B — AN, Be RS AN b 2 B (1 4
FAEREN B E A 2, B E TIE, A
BEINEE 2 SR, AT A g AR 72 A

3.6. IPRRHIERE MR AE N B RBAR R

AR AN S NAE RE AU LB 2 AR AR 22 I (AR
VISOLE) #WiFtuiH TR & 18 BB ALt 57
2, R ST RE AR ) R RO R S SR AT
TN BIRERER, ZIH PREE IR

Copyright © 2011 Hanspub

CRIZEAE ) hsSCReeas 2 AR R I 8, 74
i A i e ) R P L 2, S ) R AR v SR K R
iR, MR, B, AR AF. Bk, 20, =
s, 8%, BUG. #R%55emk™™ ., B0 Garris 25 A fit
Vb, TR 1) 5 ) A B B4 in) g e () e, IR
2 3] )5 OB RN i 2 S 0 B

3.7. IMEBEFNE AR

Mackereth TERFFTH &I, LB 0 RR I AR AR
FERINGHR, RENE Ema A TR T T SRR T B8 kb
IR S O, AR AR LE “ AT REARE
RS MR S L B e, 1 a0 A B A AR
WA [FIEAb I 2 RS B RE T DL AETE 20 E H
5 ¥4 19 RS AT S8R A B 145 .~ PRon Owiston %5 A
AR T, KRR KA —Fh B & 3l DA 5 | A
BEEE AR AT SURFEA OG22 ), AR il iy B AR
RBHRMERERTE. AL 18 MIUERIELAE PR,
W Foor NG RN 2H, P2 ET A 10 I [
S STAH R B URFR B G, (HR SEIG 20 1Y) 25 AE B i xR T
& T. B Education Games Central J7 % 5 1% A2 5o M
IR FRRHE (1 22 7% R 7] A5 047 /i 0 R0 s
R, S A A) T A R e ) B R TR 4 (p
=0.002). 8 o BB e S A BT U R I EE, RI
ik A B CIF R R I Dol A B T HAS B RN
FFHE,

4. BESMRRE

I SRR AR S 08, AT ROREL, TR LI
AT BTSN FIRE ST I T IEAEIZ RN, WEFLTT
IZD BRI SO I B SCUERT 7T, WFTE L RZ 20 I
X 3 AN A5 BE PR 52 LRI 7 3 982 10 vt B A i g
UM, X HH, AR 2 R S A AR AT
RANRVE, WA VF2 47 BT T AT FE I R (AR 3
AE S  HORHT L JATH JE n BB AELLT
JUANJTIH:

1o ANVAKIC B 22 F) £y BEAIT T L T Ak 2 T B X
WHIRE I RISEM, AR TR S B KK F A%
TR SR IR R B R R

KIALK, TSR — B R R ZEEEF KK

AE



22 A Review of the Researches on the Impact of Computer Games on Players’ Cognitive Ability

MRAPAT. o), K. ZUMERVE S REL 1R
B S BFk4as, EXFIENT, FEESH
DUIRR AL I T, AR 22 2 A I T LA Bt Tk
AR NI, B I T AN DU T DR 4% T R 1) %
Fo MR FAABOTATRE 05 2R 2] sk B F
FHZTFH—1H, PrD—sigdg], 285 S, mh
BTATER G2, It ARG R Z A5 T GEIRAF I
B mEeTt .

2. VFEMLIE R B 5K A A 1 g ¥ 5 i A7 9
TEESMORES K, SR B NI E 2R IR R T
SNLIERR SR BEANEI R R C R, IR T THEAL
TN ZR AN T B I A N N RE I3

TERISCHT A BRI, B 245nRm, 15
MG SE RERE 1 M DU AN R de g . LI RTE
2[RI RAE O ERERE . 2 AE 1 A A e T
HHENIE SRR R — %, EREERE
I, AR B AR MAI K B, L1207
[fil, McGraw 1 Tarraga 25 7E AN 7] B0 36 A iE B THEAL
W RS AT R TR 782 BB 5 TR

3. FATHF TR AN F LT T R — Bk
IHIELRERIFEM, A R T 2280 AL E iR T
X INFERE A ) TR .

it 70K B B A A X X A7 7E i
PEPEVE R A 2 R NFEEAT IE S0 A k)l S e 68
HBRIERIES . X0 2 HOTAEAEH, b
ATRE OIEPEE A 2 S LB BURTHEALIERR,  LYIZR
AL RIX e LB ER S, B A LA .

4, TEAEAS R R T E EALIE R T AN [F) A N R
JIRIREMFEE, KA R T BA VI R SR & P
WHINSR TR, HE2TF R EIER G| 24 LRETEE
ERAY P 7 B LR R A R

YT A AT ZR B YT TR 3 DU
MO ELAAES N E, s E, AT @ . T
BB 5 — 38 A R b A A e e B 1 T S L xR
TSR, MVPRAIEY RN B, (3 HE B0 M S
SRR E R HTIE . JeAh, BN S, KREHHE
BRI R, VR 2 K0T DA (¥ R
KATRIE, Bim A, SEGIHREERDGE, If
PSR BB DR BCE SR, R EES
. BATAME WML e AR B

Copyright © 2011 Hanspub

(ISR 7E IR 43, SR AR AN S i, AL
AR RGEAIREK, AN EIRE S A B A e )
SETTHBHAT NG, WRA ERIFEE R

5. VEESHERFTL, KA LIRS B AR
RE ST (ISR TSR AL BE AR A . A IR

MEHT T BRI LA, B R A A ITE
W T SRR B A A B e A R i, A AR
i 5 (10 o 3L 2 00 2 (S A8 0 5 A A D B A 1 AR AL
W, INEE TR TR A ERIR R . AN, TETHEAL
XF AR RE R s AR, SEER R AT R AR
BZ M7k,

ER A S THE AL A6 B 5\ AR 0 5% e ) A
FEABAF A 2 )

1 AN g b B R 5 B BE AT T8 #OR
5.

TX T A FAAS 257 L AR SR A T AR DA R4 R R 1
IR, TR R T,
] 73X 7 THI 4 SR B 90 R A b 22 4 b 78 TF SELE AR
Xof % ()4 BE RIS MR ST 7 1T, 31X R] RS 3R 27 A
DAFREN 78 . w47 A BUW S E B & T A
Fo

2. FRRHE TR SEERT 7C I o A AN o

FRIETEIX 75 T IR S RINIEE G, H T IR 5
BRFHF A HESAKTFRIARE, Z2MhE a2
HEHAA AT HRE IR, MR SER 7D,
NH R EVERBATHE T, Rk b, Sz 38 E
RS0 7R SRR B SMEIX 7 TH (1 SRR 7T
Bz, NIRRT, 2T
A, JEHE AN 7R 2 8 A 7 o e )
THEALIERBAT IA RN ZRTT T, #8508 704k T E bR 4
KT

3. B xR 0 A R T B

GV R ROK 2 R SRR, ZEARER VPR
THEALIFE RS DR @M AR RE e, g R g
S BRI R TR R

4, =T EE N S .

TEIX 77 THI ) SEEBIF 52 HR B 38 6 5 22 A ARR PR I
FEAS, MR R (A% RS9 7, g
FM, IERTCGHAT IS HIX . 5 SCA X LRI 5T

B2, BTSSRI R B SN R e 7T IR

AE



THEEHLIE XS BEZNRIRE S50 W TE 47k 23

NEKR, XD HER v EA LR A0 A R et 5
AF RN A B S BN RIZ BN
FRECAE R BENIEEE SO, SR AL Ik L P

2

o AR AET I AREAKSE: BT LY EIA

RO TR LSS . A Ja e, THEALIE R B
I AR BE T B R W AT 70K B 2 3000 ) SIEE
FCs VBRI RN B oK i R BE T R R MR FUR A
R WA TR I 1 H A

8% 30 Hk(Refer ences)

(4
(2]
(3]
(4

(8l
(9

[19]

(11]

(12

[13]

[14]

[15]

[16]

B, A, BUNEE. R TR EHLECE W A A 2 AT
T TP RIS (F AAFHEAR), 2009, 15(2): 105-108.

KE, BIFF. T HCE WX 3] A R R AR BEAE
[J. BAREF HR, 2009, 19(11): 70-74.

BE . OB EE AT ZRIE IR BT 5E[D]. R LR R
K241 3L, 2008-5.

WA R R Bk ST B AE A ok ——
GCCCE2009 Flf ¥fb % Mk R[], mAEHE K&

2009, 27(5): 69-73.

F. L. Donelson. The development, testing, and use of a computer
interface to evaluate a information processing model describing
the rates of encoding and mental rotation in high school students
of high and low spatial ability. Unpublished doctoral dissertation,
The Ohio State University, 1990.

K. Subrahmanyam, P. M. Greenfield. Effect of video game prac
tice on gpatia skills in girls and boys. Journa of Applied Deve
lopmental Psychology. 1994, 15(1): 13-32.

L. Okagaki, and P. A. Frensch. Effects of video game playing on
measures of spatial performance: gender effects in late adoles-
cence. Journal of Applied Developmental Psychology, 1994,
15(1): 33-58.

C. Green, D. Bavelier. Action video game modifies visual selec-
tive attention. Nature, 2003, 423(6939): 534-537.

C. S. Green, D. Bavelier. Action video game experience alters
the spatial resolution of attention. Psychological Science, 2007,
18(1): 88-94.

EMS, s, DRI MR, TR (B E R
2£J§), 2006(5): 20-22.

P. A. McClurg, and C. Chaille. Computer games. environments
for developing spatial cognition. Journa of Educationd Com-
puting Research, 1987, 3(1): 95-111.

R. D. Lisi, J. L. Wolford. Improving children’s mental rotation
accuracy with computer game playing. The Journal of Genetic
Psychology, 2002, 163(3): 272-282.

P. M. Greenfield, L. E. Camaioni, and P. Ercolani, et d. Cog-
nitive socidization by computer games in two cultures: induc-
tive discovery or mastery of an iconic code. In: P M. Green-
fidd, and R. R. Cocking, Editors. Interacting with video, Ablex,
Norwood, NJ, 1996: 141-168.

Jing Feng, lan Spence, and Jay Pratt. Playing an action video

game reduces gender differences in spatial cognition. Psy-
chological Science, 2007, 18(10): 850-855.

C. S. Green, D. Bavelier. Effect of action video games on the
spatial distribution of visuospatia attention. Journa of Experi-
mental Psychology: Human Perception and Performance, 2006,
32(6): 1465-1478.

P. M. Greenfield, P DeWinstanley, H. Kilpatrick, et al. Action

Copyright © 2011 Hanspub

(18]

(19]

[20]

[21]

[22]

(23]

[24]

[29]

(26]

[27]

(28]

[29]

(30]

(31]

(32]

(33]

(34]

(39]

(36]

video games and informal education: effects on strategies for
dividing visual attention. In: P. M. Greenfield, and R. R.
Cocking, Editors. Interacting with video, Ablex, Norwood,
NJ, 1996: 187-205.

T. McGraw, K. Burdette, and K. Chadwick. The effects of a
consumer-oriented multimedia game on the reading disorders of
children with ADHD. 2005-6. In Proceedings of DiGRA 2005
Conference: Changing Views-Worlds in Play, Vancouvor, Can-
ada

L. Tarrage, M. Boada, and G. Modinos, et al. A randomised pilot
study to assess the efficacy of an interactive, multimedia tool of
cognitive stimulation in Alzheimer’s disease. Journal of Neurology,
Neurosurgery and Psychiatry, 2006, 77(10): 1116-1121.

BB FOABOT R B R I F I R R L. Ak
HE RIS, 2004(11): 13-19.

A. McFarlane, A. Sparrowhawk, and Y. Heald. 2002. Report on
the Educational Use of Games. TEEM(Teachers Evaluating
Educational Multimedia): www.teem.org.uk.

KIS, ERT. BTUORIET D FEBE R BUR AR AE
HIR R, B2 T 20E H0oR, 2008(10): 31-34.

John Bannon. Development of Higher Order Learning Skills in
Skills in Online Digital Gaming[J]. JFi & WF5t, 2009(6):
59-66.

oA HL I IR R F N A A B P A Y R RE R[] BAR
HE A, 2009(7): 73-77.

D. W. Shaffer. How computer games help children learn (Paper-
back edition. New York: Palgrave Macmillan, 2008)[DB/OL].
http://astore.amazon.com/chiliu-20/detail/0230602525.

T . U R A ) A A R 2 A [D).
B [EAL5ARINTE:fE, 2005-7.

Claudia Quaiser-Pohl, Chrigian Geiser, and Wolfgang Lehmann.
The reldionship between computer-game preference, gender, and
mental-rotation ability. Journal of Science Direct, 2005(7):

609-619.

S BT T ) g JBE R SRR R IR B BA A 1 _IM 8 i
X% JEE i S EB/OL].

http:/Avwwi.ti mesk.comy?ection-viewnews-itemid-260, 2008-11-29.
GihiEsk. BEELIALE & (R2) 1 FBA & 1E[EB/OL].
http://bak2.beareyes.com.cn/2/1ib/200711/22/20071122183.htm.
SR, MWL RRICETT RN AR 7% B e B U E HRE o
[EB/OL].

http://mil.news.s na.com.crn/2007-06-21/0632450631.html, 2007-6-21.
TR, . BRI BN FOE MR I R R[], E
FUH HAL %, 2009(4): 8-9.

PRI, B A HE WP BN HCEEL). W g
LK 22224, 2008(1): 116-117.

B. Reeves, T. W. Malone, and T. O. Driscoll. Leadership’s onli-
nelabs[JOL].
http://harvardbusinessonline.hbsp.harvard.edu/hbsp/hbr/articles/a
rticle.jsp?ml_action=get-article& articlel D=R0805C, 2008.
MR, A B, 295 K%, WA AT NRHIE A E 0T
FIHX BF W B E R[], P ERAAEE, 2008(2):
65-71.

R. Garris, R. Ahlers, and S. Driskell. Computer games and the
military: Two view[JOL].
http://www.ndu.edu/inss/DefHor/DH11.htm, 2006-6-10.

M. Mackereth. Girls perceptions of video games. Unpublished
BEd Honours Thesis, School of Education, Flinders University,
Adelaide[EB/OL].
http://ehlt.flinders.edu.au/education/publications/ THESES/mack
ereth98a/BEGIN.HTM, 1998.

R. Owston, H. Wideman, and N. S. Ronda, et al. Computer
game development as a literacy activity. Computers & Edu-
cation, 2009, 53(3): 977-989.

AE


http://www.cnki.com.cn/Article/%09%09%09%09%09%09%09%09%09%09http:/search.cnki.com.cn/Search.aspx?q=author:%E9%BB%84%E8%89%B3%E5%8D%8E
http://www.timesk.com/?action-viewnews-itemid-260
http://mil.news.sina.com.cn/2007-06-21/0632450631.html
http://mil.news.sina.com.cn/2007-06-21/0632450631.html
http://mil.news.sina.com.cn/2007-06-21/0632450631.html
http://harvardbusinessonline.hbsp.harvard.edu/hbsp/hbr/articles/article.jsp?ml_action=get-article&articleID=R0805C
http://harvardbusinessonline.hbsp.harvard.edu/hbsp/hbr/articles/article.jsp?ml_action=get-article&articleID=R0805C
http://www.ndu.edu/inss/DefHor/DH11.htm
http://ehlt.flinders.edu.au/education/publications/THESES/mackereth98a/BEGIN.HTM
http://ehlt.flinders.edu.au/education/publications/THESES/mackereth98a/BEGIN.HTM

