

Skip navigation
Skip to search



	
 Home

	
 Contact

	
 Help



	


Sign in 

	


Email: 
Password: 








Sign in

















LearnTechLib - The Learning & Technology Library












Toggle navigation






Main navigation




Keyword search:







	
About

	Subscribe
	
Journals

	
Proceedings

	

Browse


	
Popular Articles

	
Journals

	
eBooks

	
Conference Papers

	
Talks

	
Reports

	
Dissertations

	
Topics

	
Tags

	
Slides

	
Collections

	
Authors

	
Publishing Partners




	
Collections

	
Librarians 
	
Subscribe

	
FAQs

	
Dashboard

	
Usage Statisics

	
Technical Support

	
Publishing Partners

	
	
License Agreement
















Active subscription required for access.
IP: 54.165.249.41 --
Paper ID 23336










			
				
				
				








	

	

	












	 
























































 
	




	
	




	







	
	




	




































	













































	























	








	




	
	





	
	
		
				
	

	
	
		
			 
			
				
			
			













		
				
	





	
	
 




 
	
		
			
			
		
		
		 
			
			







			
		
		
			
			
		
		
	
	 
	
 
	
	 
	
 
	
		
			
			
		
		
		 
			
			

			
		
		
			
			
		
		
	
	 
	







				








	

	

	












	 
























































 
	




	
	




	







	
	




	




































	













































	























	








	




	
	





	
	
		
				
	

	
	
		
			 
			
				
			
			













		
				
	





	
	
 




 
	
		
			
			
		
		
		 
			
			







			
		
		
			
			
		
		
	
	 
	
 
	
	 
	
 
	
		
			
			
		
		
		 
			
			

			
		
		
			
			
		
		
	
	 
	







				








	

	

	












	 
























































 
	




	
	




	







	
	




	




































	













































	























	








	




	
	





	
	
		
				
	

	
	
		
			 
			
				
			
			





		
				
	





	
	
 




 
	
		
			
			
		
		
		 
			
			
				
			
		
			
			
		
		
	
	 
	
 
	
	 
	
 
	
		
			
			
		
		
		 
			
			

			
		
		
			
			
		
		
	
	 
	







				








	
	
		
		Evaluations of an Experiential Gaming Model: The Realgame Case
		
	

	
		
	
			Purchase or Subscription required for access


	
		
		
	

			
				
						Purchase individual articles and papers

				

				
					
						
					
				

			



			
				
						Subscribe for faster access!

				

				
						
							Subscribe and receive access to 100,000+ documents, for only $19/month (or $150/year).
						

						

				

			



	
		

		
	

				
					
							Already have access?

					

					
						
						
						
							Institutional Subscription

							
								You don't appear to be accessing the site through a subscribing institution (your IP address is 54.165.249.41).

								If your university, college, or library subscribes to LearnTechLib, you may be able access full text articles through a login page.

								You can search for your instition by name or by location.

								
									
										Login via Institution
									
								

							
						

					

				


	
		

		

	

		

	

	


	Authors

	
	
	
		Kristian Kiili, Tampere University of Technology, Pori, Finland
	
		; Timo Lainema, Turku School of Economics and Business Administration, Finland
	
	



	
		
	
	
	
			
			EdMedia + Innovate Learning, June 2006
			
				in Orlando, FL USA
			
			
				
					ISBN 978-1-880094-60-0
				
				
				
			
			

				 Conference Info
	 Proceedings Book


		
	




Abstract

This paper examines the experiences of university students (N = 92) who participated in a business simulation game session. The main purpose of the paper is to validate the flow antecedents included in an experiential gaming model aimed to support the design of educational games. Additionally, the study aims to operationalize the flow construct in an educational game context and to test the constructed GameFlow questionnaire. Results indicated that the flow antecedents studied contributed to flow experience and should be considered in educational game design. Furthermore, the results provided some baseline evidence for the assumption that flow experience has a positive impact on learning and exploratory behaviour. Overall, these results indicate that experiential gaming model is a useful framework to study gaming experience and can be utilized in educational game design.
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