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Abstract

In this study, we built up a process for transforming
medical knowledge to a digital game development
scripts, called “Knowledge Representation for
Game-based Interface (KReGl)”. By this model, we
successfully constructed a massive multiplayer online
role-playing game with the learning content focused on
Japanese encephalitis.

The results of the evaluation for this online game show
that the learners were motivated by this special material
positively. It also helps the learners on memorizing and
understanding the learning content. But the results also
show that we are uncertain whether the knowledge
represented in this game is suitable for learning under
the circumstances that the mission or learning objects
are not known well by the players. It’s because the beta
version game used for evaluation had incomplete story
line. Besides, a great deal of confounding factors in the
“micro-world™ of role-playing game itself may divert the
subjects from the learning courses.

The methods of knowledge transformation and
representation used in building the digital game are
described in this article. We expect that by applying the
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“KReGI”" process, the construction time can be reduced
for the development of other similar digital learning
games. In the future, we will put more emphasize on the
learners’ cognitive process while they receive and apply
the knowledge in the game. Also, to verify the effects of,
and to search for suitable game types for medical
knowledge representations in digital games will be our
Ever-Quests.

Keywords: digital game,
transformation,  knowledge
analysis, medical education
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