' & —

FRERATSEEL R EA DL F

SRR
Y ERFD

FPET P AR BREY R R
PO eualrd Wogsantg
P+ %5 NSC9% — 2520 — S 009 — 007 —MY3
HEHEF 9T # 08 * 01 pz2 98 & 07 * 31 p
PHEAEA AT
L EA R E
FEFEAR D OHRTREE CEE R R EP C RET
S EFLFA(REP PRI RTH) 0 F L xR
AR PR T RE 2
[JARP LAY wEBFEL -
[JA A B RN LA 8AY CEERL -
(IR REREIERSTFHFRLEFL2H2 -
(R% & TR 2R PLHREREE -5
AOZ AR L EF P RS AR CARTETPE
FlEE 2T 3111%11?%2 ORI A A |
(2 EJ|8 B v arEpHatE (- #[J- #47 2B 439
HEE WA A F ﬁ%ﬁ??lﬁx
v = X [ 98 & 5 g 29 2



S AMPBREY CABRFER B
The Development and Field Test of Multiuser On Line Game Systems
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.On-Line game is one of the most attractive activities for students in their leisure time. It will bring
more funnies for students to achieve higher score, if somebody integrates e-learning into On-Line game.
Thisis athree year research project. The objective of this project is to study how to develop a On-Line
game based learning system. And provide other related project to reuse this system. Otherwise, this system
will build in some observation point function in order to check the effective of learning. First year, we will
focus on the tool developing. The prototype of this system had been constructed. Now, we are devel oping
some demo game with learning ability. We will also do some experiments in the following year.
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