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Preface

This teaching guide provides a complete reference of
the relevant studies related to all available games under the
MELENCOLIA Games Collection. Educators can design course
activities based on each MELENCOLIA game in the classroom
to facilitate learning in areas of mathematics and computer
science. The Cognitive Skill Coverage section describes in
what types of improvement can students acquired by playing
the particular game. The Academic Learning section lists the
relevant mathematical and computational topics of each game
based on the education levels of students. Educators can use
the games to illustrate simple and complex mathematical
concepts or to facilitate students to conduct further analysis in
the form of group projects or programming assignments. While
preparing for classroom activities, teachers should allow room
for differentiation and alteration according to the age and ability
of their students.
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Applicable Cognitive Skills Summary

1E1E5C1E Contextual Memory
EHHELENERMBEREEANER.

The conscious recall of the source and circumstances of a specific memory.

&3 A Pattern Recognition
,ML%EIJ%DHM&EP Mf‘?&1|:l 2, Ao Hj*%m%#': iﬁgﬁ_iﬁ{ﬂ{

The ability to retrieve information from recognized events, places, patterns
or other information.

IRIEEE Updating

EUBEFNBERN AL RENES, DERERIEAEWL.

The ability to respond in an adaptive manner in order to keep up with the
changes in the environment.

i El Planning

AP RER B EMERBITERS Z ERE S AR

The ability. to think ahead and to mentally anticipate the correct way of
executing a task.

FER#:8 Hand-eye Coordination
e TR E] 2 A 2 U E .
The level of sensitivity with which the hand and eye are synchronized.

5SHCIE Short-term Memory

BIERTHITERDINERR, WMESER SEMEE, MENERER
FREFIREIE.

The ability to hold a small amount of information in a readily, available state
for a short period of time.

=7 =

7o 7 B*8 Naming

mﬂ%ﬁ@ﬁi%ﬂ%ﬂﬂﬁﬁﬁ
The basic ability to retrieve a word from our semantic lexicon.

*EEEE'I‘E-‘ Working Memory

EIRREAIBE F BIE L e, WMAITERA RS AET.
Refers to the temporary storage and manipulation of the information
necessary for. complex cognitive tasks.



8EE Divided Attention

R —F BN I E TS EEE, FEEREEMEDMEL LMESR
B/ R BE

The-ability to execute more than one action at a time, while paying attention
to a few channels of information.

BRIEiEE Processing Speed

IR RS R 1T R B s R B S (A YR

The ability to perform a series of simple or complex tasks in a timely
manner.

B I%¥5F% Shifting
EIEEABFERNR—(EEEREENBE 5 —AFRRE.

A mental process during which people redirect their attention from one
channel of information to another.

=EAF Inhibition

EREAIT R A IR B RS RS S HEE e R AE

The(ability. to ignore irrelevant stimuli or suppress irrelevant reactions while
performing atask.

=[5 &% Spatial Perception
ERARDTESYNATETRLHARZSZSYRIRE Z BRIEE.

The ability to evaluate how things are arranged in space and to investigate
their relations in the environment.

175N I7EE Visual Scanning

ERARER S MR B ERE 2 A8

The ability to actively find relevant information in the surroundings quickly
and efficiently.

H¥ 5t Focus

FPELERABFITER R, UABITERERFRIEE

The-ability to sort different visual and auditory stimuli in order to prioritize
actions.

JEFic & Non-verbal Memory
RESF AT RIFS AR S RYAE
The ability to store and retrieve non-verbal information by nature.

=4\

e % E Response Time
EIEEREME R, EEH AR EEREE.

The ability. to perceive and process a simple stimulus and respond to it.



