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The Emotion Experience of Preschool Children in Educational Games
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ABSTRACT: The aim of thisresearch is to provide a better emotional experience for pre-school children to play building
blocks games, to achieve better Learning effect for preschool children, and to design toys that matching with the charac-
teristics of them. The study is using experimental and observation method and individual test method, which selects 61
children aged 4~6 years old who are invited to participate in building block game test. In the study is constantly filmed
about 15 minutes in order to record the score of the emotional experience with the children, the reasons of their emotional
changes, the average score of emotional, the skill level of building, the time of complete the game and the problems which
children encounter. According to the code of emotional experience to make a curve drawn and we divide the children's
game mood into three typical types. Subsequently, the researchers use statistical analysis to find that the ability of dedi-
cated children is significantly higher than other types Finally, it analyzes the causes of the changes in the subjective emo-
tional of children in the game, and sums up the six design principles and the effectiveness of the influence of the educa-
tional game and applied in one intelligent block toy design of conceptual prototype to verify the theory. It analyzes the
emotional experience of preschool children from the perspective of design psychology to study the relationship between
the level of game skills and the emotional experience, and puts forward the principle of emotional experience design for
the children's educational game. The designer will be consistent with the children's emotional experience of the game into
the game design processes, in order to accelerate the child's immersive gaming experience.
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Fig.1 Emotional experience level in educational game
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Fig.2 Three types of game emotional experience children
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experience and skill

LR

X IR T R LA A TR R RE KA 4R T A8
BRI R il BT Fp 51 532 W T LB A BRAC i i
ARAG L TE B A AT By T35 B S 4 1 T R SOCR S
K JLEE 1 i KRR o

2.3 X E R A AR B F AR

TR ) 17 R R R e s i & L 27 2 shl, 1
SRR B R 5 38 24 A IE SRR I 5 T SR R
WOAERY, — ] LR R LR R, S —
J7 1 AT DAEB R LB R A2 . T R, s ) R Ak BT A A
TR AE SO R AR 5 B R S B A, B
s AN EE R A A B Y 4 )L B R SR
FAE LR b XXk i 7= S AT B T &

2.3.1  JLEJF LR AY 3 W R H
W5 GO 61 24 Bl il 1) 175 JR AR Ak fish o B 24 740

Eadt 12300, AR, 2 BEFSE B AVEXT 123 T
AT C2E F R, KRR X ER NRE, /I
BT RE . TAEERUR, 50 45546 10 A ok
fai ok, EAIEICHE R, R={rmm=1,...,M}, M=50,
fER T —H B R
2.3.2 MR B EERE WG] 4% H

F 0 30 L3 A 1 T ke AR I PR 2 e R L 3 S ke
MRV RIS RITE T, BT LA B B R e
R FEAFSZANE R . A . AR A X ]
AL N A B X L B S| 14 H , AR
W31 7 B AN DR 25 U0 S B ke A T AR TR
ST, WS RO R R R IR A R T IH 98 5 4G
4 R 50 2 BIPR 5 15 H Y 38 T Jfirh i 4% H S iCAE
I, 1={imm=1,..,M}, M=38,
2.3.3 UK B TR B A E L

2P W8 T L B i X ) R S — A 2 A
TG, YR A — AW i e Ok R
R T N 25 . AR SCOH T T R AR Ak ik e %
2N KAz R 74 B o 1 TR e 2% B A 40 31 45 4
HERE, JEARE T IR THE R e S R T b
PS5 B R B S A HAE M P g 38T % H
e FEAH S PE R o3 A I 26 31 6 N 4E v, A B 7 ]
— R b A R 2% H R I Y N 45 BV RT AR SR % 4k
FERRE Lo TR, JrA B 2% BRE AR R o SC 2 B E hy Jak
PERIC W, W={Wa|a=1,...,A}, A=38, LIE TH#ikFl
FE SCAERE NS o e 2T 5 384 5 e i e i T Ak i 1
R | AL B A I Bk s 4% H DA KA AN (7
P AT A 26 28 AR fil S, B B BRI )
A9 L2 1,



§39% 4100 L T LRR R T R R 109
F1 BMBRAFERERZITHEESSE
Tab.1 Dimension classification of block game emotion design
Bt 4% 155 B ik £ 2% H &N
WIOFAARFE A B mi b, 2 H O A2 WIABURIE A RS 4 A SR
BRERIITR WIEBUKRBREAT LIRS AN [R]85 A A A %Ay s W7 BUREE A i 28 28 S AR A 5 1 g 15.2%
Z R WIS FUARFE i b T /N A A C ARG Ay s W20 BURFE A7 8B 14 vl 2 3 14 [ '
C2%AT ;s W29 UK R Ao B g (25 ih RSB 4 B 2 i 2% o
WEFAARFE ik A G id i LA, 4 A CiR 24, W BURM B ik A1k
BARICR I LA ER ; WBLBURIERA HOWE, BRRSMBE S AC; W32 AR L i 14.3%
% M WA AR, HR MU AR, 2 [ &%; W3 BUARREPHES A '
O % WIS FRASE H rh T4k 53 Y B A AAT T Fif
ERpTT— W19.$R7I<$JH’°4EH%E%E’J%Eﬁﬁﬂhﬁ*ﬂr; Ms.%ﬂ*%ﬂﬂﬁﬂﬁ’ﬂd%é‘#@%‘{"ﬁTeZU,
w3l 4 AT PLS BURDHA 5 W26 BURG B AR B 8 P ARA WS 75 W30 RSB M EHE R 8.1%
T4 NEDRIRZ
AR AR  W2LARAR TR L SNAR 55 2% WA FRANE S A9 Sk 4 I AR i 2% Was FR AR5 ¢ 29.8%
IrEEAE TP S 2 N A A O 2% W7 BURIE A B W A/ IMK LR 7E S X Br s '
WLBAEHE PR EIRS ACE S W2BAMEMTFIFRS LEHEE, SACHE
BURBER NN 2 W BRI @A EEARE R, A A C AR WATUARMR!E $2 18.6%
Pk A AT TR WKW IAGE , RE A R0, W27 FRURTIER i i 724 A '
Cm2%; WIS BURFE A 5 4 AN AR .
WEFRAAGEA B O B3k, 483058 ; WOBURTE R 2248, WILFAH A A S
PR AR JER BT WL BRI AR A WU ;. WA AR AR 51 775 WS BRI AR E, TR 21 0%
b J5 A CARM AT s W22 BURPE R A H O R W2BBURTIEAE PR8N 4 A 2% '

W28 FRAAE M A #5 52, (HA A SRR WA BUR I XRAR A 7 fif 2

3 @it spl

BT 2 e BT L ZE AR N DL AZ T A 6 DR T 7 3
TRt E , Ik T —F R E TRy |
TR SR 2R BR B RE B L, ILIA 4.
"R ERE TG BUR BrE Ao ]
NEEE TR REALEOR , AT LALE 0 AL 2 78 Do 2 i
PET1xb s () JLART | 22 2 45 228 ST N I RE ) JF HL T
S ILEE SN “ZRBR" LIS I, R
FHHETI BRI T3k, BT 7 R AT AR BT HLBE R L GE 7
B RITE . BB FRIE . =MIBEFRZOTRZIE
WHLE, AR Tz I AR /N PR
FHABAFRER . EARNAHSKHRA] LED &
ARBRBTE, WK BR BN B RAE IR 5 L3 A
(P B R/ RS AL AL R, h 2 A i A s o
RABURI . [RIIS, BPEI i 3 P iR A 1) 56
S, LS, 7R/ AN BT R
B AN TR 8 ERBROR A S OB B B B I ol A
i R AL B BE Y 6 SRR - SRR 2R
ZAEERCT ;s B R LB S 4 A A 6 R BT
I H s S ; BOE AW (5 JLE SR > S IF4G
AEOEH R RN BEZ KR, 5 Bk
AN [RIREE S5 20 5 22 BROR SRS I AS ] 640 5l B B KL
IEBUR 5 %7 IR AR A B3l , 452708 AT L2 ok
FE RN AR, 51 SR LE LR i Rk

& 4

B RERAR BT A & 5 1R
Fig.4 Conceptual interactive prototype of intelligent block toy
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