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| 1. For the following passage:
(1) Please translate the passage to Chinese (25 points);
(2) In English, please describe a game-based learning environment in which learners solve ill-structured

problems by discovery. (25 points).

Generally, games provide a meaningful environment for problem-based learning. The ability to
solve problems is one of the most important features of human skills. Thus, one goal of education is to
groom students to encounter novel situations. Problem solving can be regarded as striving toward a goal
that is not immediately attainable. Games provide.a meaningful framework for offering problems to
students. In fact, a game itself is a big ptoblemithatus composed of smaller causally linked problems.
The nature of challenges that constituté the problem can, vary greatly. Generally, a problem can be

anything that somehow restricis-a-player’s progress in the game 'world,

The problems cansbesclassified into well=struetured or ill-structurcd, problems. Well-structured
problems have definitive answers. In contast, ill-structured'problems normally encountered in real life
have unclear goals' and incomplete information selating toy the problems. The best solutions to
ill-structured problems depend on the prioritics underlying the situation. Ill-structured problems are
more meaningful for, the problem solver than well-structured problems because they offer more
opportunities for a problem solver' to use different problem solying strategies. Educators have tried to
develop learning environments that, support problem solying jn /cemplex life-like situations. In fact,
games provide a means t0 offer possibilities to students to.Sct/personal goals, to actively handle and

gather information, and monitor and evaludtesproblem.solving processes.

Problem solving can be associated with discovery learning. Learning environments such as games
allow students to discover néw rules and ideas rather than memorizing the material that others have
presented. For example, simulatiofgames=offer poSsibilities=t6” students to interact with the game by
exploring and manipulating objects in order to test their hypotheses. Thus, while experiencing the game
world, students become active participants in the learning processes and their motivation may shift from

extrinsic to intrinsic rewards.
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2. For the following passage:

(1) Please translate the passage to English (20 points);

(2) In English, please describe a learning environment that demonstrates the eight principles mentioned in
the passage (30 points).
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1. DOI (Digital Object Identifier)

2. PPVS SOUIVEEIGE LA

3. Mendeley (desktop and web program for managing research papers)
4. BibTeX (reference management software)
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