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Book Review

Gamificationhasdrawnmuchattentionrecentyearsacrossindustriesandcountries;manydiscussions
regardingthemeritsandshortcomingsofitsimplementationsinvariedfieldsinspiremoreinnovations
(Seaborn&Fels,2015;Liu,Huang&Zhang,2018;Cardador,Northcraft&Whicker,2017;Hamid&
Kuppusamy,2017).Whetheritisusedtomotivatelearninginterests,workingeffectiveness,improve
userexperience,fortrainingpurposes,orsimplytointroducenewconcepts,gamificationanddigital
experienceareintertwinedwithpeople’sdailylives.Itisthereforeimportanttogetreadytoembrace
thisnewwave,andthebook“TransformingGamingandComputerSimulationTechnologiesacross
Industries”servesasaproperguidebook.Itisdividedintothreethemedsections:UserResearch,
LearningApplicationsandHealthEnhancement.Eachthemepavesthewaytothenext,makingthe
bookcontentscloselyinterconnected.

Theopeningchapterofsectiononestartsfromquantifying“Magic,”astheauthorsdiveinto
variousaspectsofdevelopingtheKinectsensorsystem.Thisrenowneddeviceenablesuserstointeract
withon-screenelementsbymovingtheirbodiesorbyspeaking.Theauthorslistmajortechnical
challengesthatgamedesignersandprogrammersfacewhenconstructinggameelements,andthrough
theirinsights,readerscouldpaymorerespecttotheeffortsbehindgamedevelopment,andreconsider
Kinect’suniqueuserexperiences.ThenextchaptertakesreadersintothegametheoriesofGrind
Core,Freemium,andImmersion.Withaptandintriguingexamples,theauthorsuccessfullyillustrates
theimplementationofthesetheoriesinreallifegames.Figuresandstoryflowallcorrespondtothe
theoriesmentionedwithprecision.

Theauthorsinchapter3conductedaquantitativeandqualitativeresearchstudytoexplorehow
customizationanddimensionsofidentificationpredictplayermotivationinamassivelymultiplayer
onlinegame,LordoftheRingsOnline.Bycarefullyelaboratingonthedefinitionsinpastliterature,the
authorsgivereadersanalmoststep-by-stepimmersiveexperienceintotheresearchitself.Theresults
indicatethatavatar-basedcustomizationincreasesplayers’identificationwiththeircharacters,aswell
asplayers’senseofautonomy,agencyandmotivation.Authorsofchapter4beginadiscussionaboutthe

Transforming Gaming and Computer 
Simulation Technologies Across Industries
Reviewed by Pei-Di Shen, Institute of General Education, Ming Chuan University, Taipei, Taiwan

Reviewed by Hui-Wen Tang, Institute of General Education, Ming Chuan University, Taoyuan, Taiwan

Reviewed by Lynne Cheng Hsu, Institute of General Education, Ming Chuan University, Taipei, Taiwan

Reviewed by Min-Ling Hung, Teacher Education Center, Ming Chuan University, Taipei, Taiwan

Reviewed by Chia-Wen Tsai, Department of Information Management, Ming Chuan University, Taipei, Taiwan



International Journal of Information and Communication Technology Education
Volume 15 • Issue 3 • July-September 2019

118

useofMulti-userVirtualEnvironments(MUVEs)andtheinfluenceofanonymityinclassdiscussions.
Undergradswithvariousethnicbackgroundsweredistributedintoa2×2between-subjectsdesign,
inthehopeofexamininganonymityinlearning.TheresultssuggestthatMUVEsshouldbeused
tofacilitatepedagogyactivities,insteadofasacommunicationmedium.Also,regardlessofonline
discussionformat,anonymityappearstobeharmfultolearningoutcomes.

InthelastchapterregardingUserResearchsection,theauthorsexaminethedivergentresultsof
participants’experiencesandoutcomeswhenperformingindigitalandnon-digitalplatforms.Inthe
gameofPOX,authorsfindthatparticipantsinthedigitalversiontendtomakehastyandlocalized
strategiesinsteadofthinkingthingsthrough,despitethegameelementsbetweenthetwoplatforms
beingalmostidentical.Theyproposepossibleexplanationssuchasplayerscouldbeatalowerlevel
ofcognitiveconstrual,orperhapstheirphysiologicalstateswhenfacingthedigitalformatinfluences
theirjudgmentsofgamecomplexity.

Afterwrappingupsection1,thenextthemeinthisbookislearningapplications.Inchapter6,
theauthorlooksintothevariouskindsofmedicalgames,makesindividualintroductionsandlists
theiradvantages.Byrankingthefidelity,fromlifelikecomplexoneslikePhysiologyEngines,tolow
fidelitysuchastheSimpleStateMachine,theauthorgoesontointroducetheapplicationofVirtual
RealitySimulations.Theauthor’sprecisewordingandfiguresmakeiteasyforreaderstoquickly
graspthemainfeaturesandcapabilitiesofthesemedicaltools.Chapter7furtherexpandsthetopic
intodiscussinghowseriousgamingteachingphysicianstechnicalprocedurescouldbenefitfuture
physicians.Aninteractivescreen-basedgamewhichsimulatescentralvenouscatheterplacementwas
developedintheresearchbyauthorsandasoftwarecompany.Despitesomemajorflawswhichauthors
genuinelypointout(softwaretechnicalproblems,smallsamplesize,andthelackofindependent
evaluatorsoftheprogramduetoresourceconstraints),theresultsaresomewhatcomforting.The
students in the game group performed more standardized practices than those of the traditional
teachinggroupandsurveyresponseswerepositivefromthegamegroup.

Chapter8examinestheeffectivenessof theuseof ludicsimulationsinmiddleschoolspace
science.Tosupportstudents’learningandmotivation,theresearchersintroduceasimulationcalled
Alien Rescue (AR), and collect questionnaires for further analysis. Sixth and seventh graders’
responsesareanalyzedaccordingtotheconstantcomparativemethodofanalysispractice.Findings
inthewordcloudshowthatstudentsconsiderARtobeFUNandHELPFULtoLEARNaboutthe
solarsystem.Authorscreateelaborativetablesforbetterunderstandingstudents’commentsonthe
game,andcallforfutureresearchregardingtheuseofludicsimulations,whichmaybevaluablefor
STEM-relatedfields.

Section3onhealthenhancementandclinicalinterventioncontainssixchapterswithtopicsranging
fromchildbirthtoelderlyhealthcare.Chapter9beginswithanongoingprojectaboutdevelopinga
gameteachingchildbirthsupporttechniquesforDads-To-Be.Extensiveanalysisandfiguresillustrate
thedetailssuchasconsultingchannelspeopleuse,preparationmethodsthatareconsidereduseful,
andrecommendationstoafriend.Authorusedhuman-centereddesign,andemployedthefindings
fromachildbirthpreparationsurveytodesignaniPhonegame“DigitalBirth”,whichtargetsfor
lower-incomeLatinofamiliesfromCaliforniathroughprenatalclinicsandlow-costmaternitycenters.
Althoughthegameisstillbeingtested,thisresearchprovidessomeusefulinsightsfordeveloping
relatedgames.Chapter10jumpsintoabriefdiscussiononhowvideogamescouldbehelpfulto
visualoutcomes.Asmalltestgroupofhighschoolplayersusesatrainergamethatfocusesonthe
mechanismofactiondeliveredbyrepetitivegaming;thetestresultsshowimprovementinplayers’
battingperformanceandthusprovideproofforfuturevideogamedevelopment.

Thefocusofthenextchapterturnstopastresearchonpossiblebeneficialinterventionsamong
olderadultsusinggamesandexercises.Threegoals(improvingperformanceonuntrainedtasks,
remediatingobservedcognitivedeclines,andensuringpreservationoffunctionalability)areselected
forframingofthisstudy.Aftercarefullyconsolidation,theauthorbrieflyconcludesthatmostresearch
focusedonuntrainedtasksshowedmodestbenefitsforcognitivetasks.Asforothergoals,dueto
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thelownumberofstudiesonthesetopics,theauthorcallsformoreeffortsinthesefields.Yet,some
research,whichproducedlimitedsuccess,shedsomelightonthefutureofusinggamesandother
traininginterventionstoimprovecognitioninhealthyolderadults.

Theauthorofchapter12presentsanexcitingcasestudyofusingcomputer-presentedandphysical
exercisestodirectlyimprovethinkingabilitiesessentialforacademicsuccessamongelementaryschool
children.Thisproject,Activate,canautomaticallyshapetreatmenttofittheneedsofindividualsand
provideonlineerrordiagnosticsforteacherstoadjustinstructions.Theresultsprovideevidencethat
Activatehasbeneficialeffectsformanychildren,evenchildrenwithADHDandthoseassignedto
specialeducationclasses.Thisstudystrengthensevidenceonhowgamingactivitieswithappropriate
supervisioncanhavepositiveimpactonchildren.

ThroughusingAMSTARtooltoensurethequalityofallrelevantarticles,theauthorofchapter
13 updates the results of systematic reviews which evaluate the effectiveness of exergaming on
physicalfitness(PF)andphysicalactivity(PA).Regardingthelong-termeffectsofexergamingon
PFamongchildren,youthandtheelderly,thefindingsshowthatthebeneficialeffectsarelimited.
Althoughitwasfoundtobeanenjoyableactivity,theevidenceofexergamingcontributingtothe
increasedPAisalsolimitedorinconclusive.Thisstudypointsoutthelackofresearchonmobile-based
exergamingandalsotheneedformorestudiesincludingadultsandtheelderly.Inthelastchapter,the
authorpresentsawalkthroughforbuildingadigitalhealthtoolwhichcombinestargetedaudiences’
(users,buyers,anddevelopers)interestsandproblems.Thecommercialdevelopmentframeworkfor
innovativeprojectsindigitalhealthincludesthreemilestones:Problem,PathandProof.Acasestudy
isprovidedregardingaHomeAssessmentToolforolderadultstoillustratethisbusinessmodeland
correspondtothethemeofhealthenhancement.

Thisbooknotonlycoversaspectslikegameindustryitself(analysisfromboththedevelopers’
perspectiveand theplayers’ side),but also takesother applications indifferent areas (education
andmedicalservices)intoconsideration.Overalltheselectedarticlesareclearlywritten,presented
withspecifickeynotesforreaderstoquicklygraspthemajorconceptsandderivemoreinspiration
fromauthors’suggestionsorinsights.However,thesequenceofthearticlesisrecommendedtobe
rearranged.Forinstance,inthehealthenhancementsection,itwouldbemorelogicalforreadersif
articlesareinsomekindofchronicalorder,startingfromdiscussingchildbirthandendwithelderly
care.Andassomeauthorssincerelycallformoreresearchonmobileapplicationsassociatedwith
gamification,itwilltrulybemoreenjoyabletoreadthenexteditioncontainingmorerelatedtopics.
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