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Abstract

Recent technological advances allow players' bodies or parts of the body to
be immersed in a microworld of a game. It helps embody a concept that scarcely
experiences outside an instructional context. In this technological environment, with
appropriated design, steered actions can contribute to the development of
perceptuomotor schemes, which are a resource for reasoning and formalizing
mathematical notions. In this study, a HypSweeper, a tablet compatible game
application, was developed as a digital self-learning environment for promoting
thinking about trigonometric ratios. One-hundred and thirty-four students were
recruited to participate in research and development processes, which included
playing the game and completing the worksheets. The responses were analyzed
qualitatively to thematize reasoning schemes in playing the game. It revealed three
reasoning schemes, including fixing physical elements, fixing relative velocity, and
perceiving variable rate of change of the ratios. The players changed their focus from
the physical element to a conceptual construct in reasoning through playing the game.
The finding gives an insight into the self-development process of the covariational
reasoning of trigonometry in the digital environment. This knowledge benefits the

design of technological-based learning and assessment.



UNANED

msiawvsanalulaglulagiurhlisnmeveusnnanaludrumidulandnassves

v = dagll a1 € o ! b4 1 = 1
nuld Baunaluladll oy gunsalduda anunsadivasisszaunisallnl o Mis1e19aglyl
ansanueliundludiinUszdrunenmilousunnisiseus Meanuausavesnalulad
aananthuyssendldiieasnesussaumsalannnisujduiusiuntenanmsiedeulmnagy
damalimiinniswauinuiAnludsuiusssuneadinmansta n1sanwdlawauing Hyp
Sweeper dmiugUnsaldula INUYNOBNKUULLNANATUANINLINGDUNINNTTEUINTINA

dl U L ! =l aa U = L 5 U = o v v
L‘ViﬂﬁdaLﬂEJ’JﬂU@G]iWﬂ’JUWiIﬂﬂANG] HniSeussautudseuAnwineulatsduiu 134 aulaan

LY = a L4

FMNTIE FaUsenoumenIstaunLLaznIsvintuy Maeuresidns3TugnitaTesine
WMTegvkAvaszivemsuLuunsiveng Usingiuuuunmsiivswalunisiauing 3

Y

sULUURAR NM3MnUReIAUsznaunanIenliaeg MIfmuaausInd ey Msnsenin

Ly

fednsnisilasunlasesdnsidiling Fadulumuddunsiimmanuuniswlsiu

[

3NV Carlson wazany (2002) lumsiaunugiauinisilisuudasganliaudifgy
N0eAUTENOUNINEAMEINTULLIANUINSTTUNSATAAIAASHIUNTAS 19U NYallT
uluvied dedunuaseliatvayunanisideluefinninnisieuiuuulddunianisduaiunse
ldgmaiauiuufa vise MnvenadinananslanininisesnuuuanIniinaeunisiseus
=i = va a v v = A Y d' & ° ] o
Mmngay n1sSeuinEudunsmMsuLitymitinesiumsedeulniduaiunsatdilgnisiy
wiaNakazkuIRnneAtnaansld dorunuildudulselerisenisesnwuuaninuinden
NSISPUIAILAUBIMUUAIVAMUULILBNUBAIW TIAINTUTEEUNTSEUSNTSEUIUUY

AINARLUUNADNDNAE

Keywords: inu@avia mslviwsnauuun1suustiusisie a3lnadii an1miinaeunsseus

AIUAULBILUUAINS LOUUDALLUN



uni

Tutagtuuiiudnaeufinnesifumaluladnliiunmion waginsldediunivas
FeluFinuszdrfusarlumsdansBeunisaou seilidosrnuiudamealuladiiussansam
Tumsuszananags {l¥amnsaujduiusiuindosldedradusssunimemaluladeedudia
Snvedsanunsannmildazainuaziisiatlaiung 910518911 Quarterly Mobile PC Shipment
and Forecast Report 984 NPD Display Search izq’j'}LLﬁULﬁmé’mwzﬁaamdaaaﬂqaeﬁu
Fene datiu nsaisesdanufifertunislduiudauassuuuunsujiuiusuvussuy
Fufafiedaaiunisouiiadanuddyiieldvsslomianmaluladuiividnuazgunsal
szuvdnifadunlumsifindsyavsamnisiBeunisaeugaan

ssvvReduiafinnfuuiiuidnaeufiunosduaduliiAinannwindenvesmsious
T1aiq 71517995UUU perception-cognition-action loop (Likova, 2014) snfae81eluien
AERAIEAS Dynamic geometric environment uu3aduda Yredaasuliminnisisous

al' ) a Ao a 1 Y] = d'
LﬂEJ'Jﬂ‘ULTU’]ﬂmWI@EJ‘VlUﬂLiﬂuaqmqiﬂaﬂﬂwﬂaﬂﬂgﬂlﬂ‘ﬂqﬂﬂ'ﬁaﬁ'm')mﬁ]ﬂi@ﬂ'ﬁlﬁuaEJ‘ULL‘Ua\‘i

[
[ tY [

sUs1vvesinglalaenisufduiusinenseiuingiuuuseduda Tulagduiadnisiaun

q

Tsunsufidudnuaz dynamic Geometry environment agvaslusunsy LU Geogebra,
Sketchpad, KSEG, Live Geometry, tabulae Wuduy

nsseuly Dynamic geometric environment VUUAULEREIINTONAUIANENNTD

v

Tunrstaudanazmsiivgua (Leung 2011) uenanilnaluladsyuuduladeyisainanissus

Y

= v v a = & a A a v LY =3 & v Yo vada
bNYINUINLNIILIVIALUR FadunwrAnilaeUnineserdonisueuiulJunaniiuannnig

Y

N9&@18m1 (Toennies, Burgner et al. 2011) Auduiusseninsnsinasulmvesiaiunis

LY Y 1

An fndngumnelszanning1nldimalianie Neuroimaging wag fMRI Niguduativayuinig

Yy Vo

wasulmanunsansAuauasludureinsiuimensueuiuulfiinuidersgnlanvse

Y Y

Gugfimamneansn (Likova 2014) liifissusnisSeumsaeuieafuisvadanibu iy
dauazinaluladniseeduiadegnldiieasuiisrfunuiAniiesdiuiu (Ladel and
Kortenkamp 2011, Ladel and Kortenkamp 2012, Sinclair and Heyd-Metzuyanim 2014)

lifissuiuiudouasnalulafeeduiaradisanminadonninfouduuulmiviniy
sUnvunsUiduiuslng o MAnanmaluladeedudadslidoyalmi 9 uadnidelunns
JATIINTEUIUNMIARTRSTNSBUHUFURUUNSUSAuuSHNS 9 ladneae (Arzarello 2001,

Arzarello, Olivero et al. 2002, Arzarello, Bairral et al. 2014) n15338lun1siRILIFULUY

v
[ - - - . deld

nsseuiwaznsUssdiulagldmalulageduiadaliogegednin dnadaliiiauidendny

Y

Neatunsidnginssunisainuusedudaunldimsgianuaiusalunsiamanaigans

v ' '
Va vV b4 ¥ 1 A

WUSEUIINNED TUNNSANYINEITEABINITAS1989AANUSNLINLI VU BN BLANUSEANT AN

Y Y 9 9

yaanstduiiuianlutuiioutaziinussdniaimnisussiliunaseninniey e9dnusll



anusaluldlumsiamnsuuuunsussdiunuulndivingaudunisiSousuu Tablet Feae
& N a a Y 2 & Y ° s v o Yy v @ A

Junisiiiuusgansnmvesnislduiuibn uagdiaunsaidiesaanuiilaluldasraludonns
\S8U3AMSU active %38 flipped classroom A153ANSANYINUSTEAY T8 A51UWINTS

maeusdmsudniinisnanisueaiula

[ o/

ngUsEaIANITITY

[ '
13 o A

NALASIIRgUsTAIAAN oL U TN TUEAUASUAINA NN TOVRINTIIMIANELT

9

aa o

ASLUSHUSIL AL UUR IV ARIULUIANLDUUDALLUA

Tnsanunsaueneanduingussasiges o lanad

a (3

1. simuueUnAinduduasunisiseuImemeauuUAIIAM UL ARLBNU DALY

o

2. #uanenguuunsiimaradensulsiunidlaglingAnssunisuduiusHiu

VN0 AUNE

NUNIUITTUNTTY

NN BHN1TT8UFV09 Piaget (1964) uywdisuimuinisiseuilagardunisinfoulniuag
Uszamduiadusgnusnasuddisiowmn uwasgusuunisiseudivdsunlasuasinnnuly
WIUFTTULINVUANYNBY UnTeIneuazinawImansvatenudedn nseaoulnilile
< = a da ! [ a & ' A 3 < [ Ao w
Juiigadeifaneunsiauiwuifauinty udnisiadeulmtudunineinsndAglunis

WaunwAeduuiusssusndae (Duijzer et al., 2017; Lackoff & Nunez, 2000). LuIAn

a )

MepanmansIsgniauiIanwAniluusssududeald (Pire & Kieren, 1994, Lakoff

Y

& Nunez, 2000) ankUlARRanantnIdenaneaulanautazldwmaluladidnunvieasianig
Sewilaawmalulageslumviefdlifiseuduniidmsuwazldnisiadeulnuiioudteym
Abrahamson & Trninic (2011) WaluATeslaNsenI Mathematical Imagery Trainer (MIT)

WeduasunisiauwmnAanadinaansinednudndiu Inglugiseuldinesiionesniuy

& 1

Woundgymindesldnisinfoulnd diasesiiegneanuuulaeiiunsndyanualfng q

2 L4

(Symbolic artefacts) Usgnaufuniseiusieanuidenlessenininsiaasulmilasdyanual

o

61 a

(Perceptuomotor-symbolic mapping) Lite¥aelvglseuimuILwIAnn1Iadina1ansluiian
wazdinsldinvidndaaiunis@enlesiussninamsiadeulmitunissuivsadnmansd
ﬁﬂlﬂf;jmﬂﬁmamamﬂmﬁmmaﬁ (Abrahamson et al., 2011; Duijzer et al., 2017; Howison,

Mark, et al., 2011).



Antle wag Wise (2013) Y1L@UakuINIUNITENLUUNISADUAULUIAALDUUDALUUR T4
Usenaumie

1. senwuUNsnsEimemsndeulmiitisduasunisin

2. duasy image schemas Hiunsnszvivsenisdeulmfianunsawmunisldusslevd
warn1siseusla

3. 14 conceptual metaphor fiaonndesiu image schemas fianunsaadienisidenles

wasilugnsseudunfniduuusssy

a 2

Abrahamson Wag Sanchez-Garcia (2016) thiausguuuuAnssuiigiouazdeuidami
feserfenisindeulmnou Fansuitymina1nagiiliin image schema fivanzauuay
Aldnsuidgmidnaindnia nindussuvazfiuszuuniedydnvalfiassinle
adlaraniusngaudnty

lums@nwiaTauszendldinifinn1sdnnisiseuiiuuienuafiaum Aeguf 1 1ieesnkuuiny

a %
ﬂ']iLi‘c’Jug
Bimanual Describe
Problem solving |§ theory-in-action
Pre-symbolic/Movement Symbolic/Mathematics

JUT 1 MSEUsmMULLIAnENUBRLWN

salaa o s aa o

dmiunisieuiadaeansnifenuadviaidudenats dniseuasUduiusivinuiiva

=

(subject-artifact) lngn1sanenendsiian 138 AUSNTRoUTY 9 H1uFe (Externalization)

9
)

wazulananadzyioundunsedindotunavaussnanisujdunusvesiniSeu

(Internalization) Fauansluguii 2



Extery..
/ affordance ma/’Zation
Touchscreen / representation
App /nt
Game mechanics a/’Zaf,

user

aa o

JUN 2 WUIAANSISEUIMULUULRUBRLIUN LA N IAR NN SIS EUAILAULDIUURRTIA
Carlson wag ARy (2002) wusseAunsliwsnakuunIsulsiusamieseendu 5 seau
Usznausig

v =

1. AsgutnDeUSuuNInsUasukUassIunu

v £ a

2. ASTRUNDAANIIUBIN1SHUAsULUAIUD9A U SN UR s UM aIRNUFILUSDNA
3. A5EMUNDIUSHIUNT R ULUAIURIA LU ST UR 8 LU aInuA L USDNAR
4. aszutnnansdsuwladlagnasveailantudiamuwdsuiadinisiuasunuaakuunai

5. asguindeenIINIsiUAsuLUaesilendy el sunilsla 9 vislamuesienduy

= ada o
52108u3533
Qv gj dy v gj v A
MTITEATIUTENBUMY 2 Tunaundan Ao
1. MIPONMUULALITRILNENNLINABUNTITEUSMEAUBILUUATTAL oSN

WMARAKUUNISWUTHUTINNE?

[y

2. mMsduaszvisULuumsiivanaidansuusiusinnedlaglddoyanisuduiusiiuni

ANNKINHOUNTITHUTFILAULBILUUATTIANIULLIARLBUUBAWUY

N1598NKUUNTEUIUNMSISBUIAULLIAAN VDALY SuAuaINMsAvua v
N15L38u3 AnduinuaUsEauN1Tain1Tiseusndllugn1sasne image schema ¥84n13
¥ v ) = d' d' 1 a ] a d' I3 gj =2
wAdgmimenisnsyvimsenisiadeulmnduaiunisiauinuiAaidud iy 99ntuds
MuunssRUsEnaus 9 luny sudeenuuusdwuunsufduiuslunuuassiudienalnves
LNUNLAS19UTLAUNITAININATD BINTLUIUNISUABIDIFBIITNITODNLUYU NISNAFBULAE

nsUSUUTe dnsasuanslugun 3



(Re)Design
Learning design process (Iterative design) /o\

. Design | Elements of ’ Game interface
Learning .
Experience Lzl
@ Enact Environment ’ Game mechanlc

Antle & Wise (2013)

Learning Goal

TeMuild
U7 3 'mimiwwmam‘wmaammiaumwﬁ%ﬁaLﬁadua%umﬂﬁmawaLmeiLuJi
Fus LA
Tumsfinuiaglfinuddvafioadsuszaumsallumadouiadamanifiornasdsyauiaeld
g1n9nUszaunsalluiinuszdiu (Sarama & Clements, 2009) windAnmanefigniden
u1fnwide nslivanaiieafudnsdiunilnuld dasdunilnudfifeateadty

AUFNITUTTENINENTIEIUVBIAMULIUVBIENUNALULNRINADIN U (U VUINVDIYY

B

FINSAUNNANUALNUSAINA1IB1998NTU R e Nt uTINUSEINTUUBNTRINUSUNTULS Bu

JuilvidiseueasuaUszaunisalinulunisasisuuiAnil uananndauduiusaenanid
ausagnaisvulsanmsuidymiieidesiunisnseriuasnisindeulnn

Y

N8 \‘llfﬂﬂ’m‘l,‘lfﬂﬂ'm’m?l"ﬂﬂLW@LﬂULLU’JW’]\‘ﬂUﬂ'ﬁ ANIUNITINY  AB iiJLLUUﬂ']ﬂ‘ViL‘ViG]NaVlﬂﬂ

d

Y]

ASNHUANNLINFBUNITFBUFIIEALLIUURRTaMUKINIeNUeRul uegdls

A4 A av Y
WID9UDIY UTeNaune
1. AU HypSweeper

2. luau

nsuteya

v

ML U1571NN5I98USENBUMIETNS8USEAULSsUANwInaUUaNgSEAULSsUANEUN 4 way 5

Y

o

WU 134 au lagdidnunsIduasaes

1. w@wny HypSweeper Maauszana 1 92lus
2. iluau

3. MubuuUsediu



MTUATIYToYATInaNIN
TumslinsesiguuuunsTimapaiignaiisinuan mwindeunsiSeuiienuesiiaviana
wunaiesveiun fifeldnszuiunmsiesisiuiuanse (Thematic analysis) Sefidumaunis
fLiunns 6 Funeu (Braun & Clarke. 2006) fail

(1) myvhanuAuAgiuteya

(2) mavilviAndeyaidesiu

(3) NMIAUMIUAUENTY

(@) MswTIRERUTIUANTY

(5) MIszyLaTRsTauuaTTy

(6) N15INYINTILIY

HaN153Y

UaUNFAMTY 1nu HypSweeper

HypSweeper Luinaiian1sAnuifignesnuuuandniugunsalfifiniasuuududa (touch
screen) LNUNBBNLUUINLDA AN MIINNNTFUFULUY embodied-interaction iduiais
mslimaranuunsudsfusinion Insnuadrsaniunisallvfiauuidymlneeifonis
waoulna (Bl problem-solving activities) titalglauldgunuunisiadeulmilimunzaudy
anunisal uenniuinudiasanmuandeniinseduliiAanisasiouAnuasimuuuanids

Adlnrans lagillassasrunusianiluguin 4

HypSweeper Game

Mathematical attributes
- Angle of right triangle

- coordination

Technological attributes

- two-point Drag along axes

Structural Attributes
- game mechanic
O Feedback (Color , Reward)
O Level (Obstable)
- Scaffolding (Grid, Nueric, Ratios)
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Attentional anchor

Perceptuomotor - ratio no. inscribed in bar graph (P1)
scheme 1: - bar graph not change (PJS
Fixed game - parallel hypotenuses

element - constant angle size

Scheme 2.1:
Longer leg moves
faster

Perceptuomotor
scheme 2: <_ Attentional anchor
Fixed Relative s Velocity
Velocity
“a Scheme 2.2:

Smaller angle size
moves Horizontal
side faster; 45
degrees equally
move

Perceptuomotor
Scheme 3:
Variable rate of
change of the
ratio(s)

Attentional anchor
- Ratio of lengths of right triangle legs
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Non-symbolic Perceptuomotor scheme

Theory-in-action Embodied
artifact

Fixed graph
NIINLNS

[Designed artifact]

Fixed numerals

Fixed game element

Aveglunsiv

[Designed artifact]

<
ALY

[user constructed]

Fixed relative
velocity

<@
AIULTT

[user constructed]

Variable rate of change
of the ratios
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Sense making and
Properties noticing
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