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A Preliminary Study on a Board Game Integrating Mobile Technology Contextual Clue

Scaffolding and a Bidding Mechanism to Train Procurement Strategy Thinking
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Abstract: This study designed a board game that integrates mobile technology contextual clue scaffolding and a bidding
mechanism to train procurement strategy thinking. The game components including role cards and fish cards. Players
use mobile technology to read and analyze contextual clue information on the cards, identify the correct procurement
targets, and develop the optimal overall procurement strategy. This study adopted a single-group pretest-posttest design
with 24 second-year high school students in Taiwan as participants. The results indicate that students were engaged in
the game to a certain extent, and the bidding-based game did not cause excessive anxiety or cognitive load for the

learners.

Keywords: mobile technology, contextual clue scaffolding, bidding, procurement strategy thinking, board games

1. aT%

FAZMEH B 2 AT 5 S Sk R H 2 (Klemperer, 2002) , B2 & ARIE 7 25 B 3L
HFITAHARALRR, UIRSHRBABZHREFES. AT éﬁ&ﬁtkﬁq’#&}@mﬁ%fﬁ &, 45|
REEBUPIF AR BT RS GHIET (Camerer, 2011) & LlnandHou (2024) #dE, #:@
WMEHRBARETBR, FHETARBRRE Y BFRRET

KA R — B AT I AT IR K547 & B R SEARAZ AR H) ﬁﬁ%l”i ri;d'?Tﬁ\ AAE ], VAR
WA R L DM, BERFRFTREALAETATTRIET S, T HOFELE RARET X d
HERSHBEFER, RO SEAC TR IKIR AN EF. A FERA KRR
TR, TR FE @A —18 QR code, FAAF AITHAHEIF code THETIHIA C A9 FE
W3z, WA RART SR E AR, & FERAHZRMEEL K, FHHERA—EQR
code, WK %2453 A & FIREAIZOHR L, ShHAELEEERTA Lb(ﬁ‘f/ﬁﬂﬁﬁ%%%ﬂ&é@\%?
RIERAMRARE AR pAT IR E 8L, Em T ERBIEH T 2E R H%,

282



WK A ALK — R, AT MR, eMT ABERE, KA EFTORE
EHAREREE 1 RRE GUERIF102) . kfE @) H=4 (6%) &+, %46
REATEAEET (09) « REELE—DERNENER 1RAEFT Go: FEIHF) , KR
AeFrs g, EE QKA BIZEMCHRER S, BXAAEMEETH 1KREF
(do: &5.8) , AMEEARKZHAZ. doh 242 A L RHIE F B — ik & F sk B AR 54T,
HERSALBAE T o RA TR EHRAR, MEEURBER. =508 A,
BENMEE AT E. BEEREREZ, REOTMES, 2HRS, WHERE.

ERARBALY, R TE AT ARG R TR, WAL TR R%, Pl
AL T BATHAR A RS, B KLARBAESET. F—78, WRAX—AURS
BAEIREF, TRttty , SHEVEI KA L FHERES. £ [ RF1EHR
12 | B9FAR G BB P, MR E O EA SRR IES, AR IEAGREBIE, &
Z R AR AR 218 RS E R R AR R, RS A P R R

T EH _.'”' . )
~ ware gimsi | @
b S O
o
fn,

AADILRESEHL
1000 Bt A « £ AWHE
& (R code £ Ade

HEERNFBERERE, RESZTHREHRETHERT

2. ARG kPER

AR R B — AT AR33, M IRFAF A£098R (Killi, 2006) & /& & (Krashen,
1987)323% %= & #7 (Hwangetal., 2013) . ARH L LG HH S AL 4 A, LT LD
12 & (Cronbach’s alpha) 773 % 0.839. 094532 0913, AR M AN ELF LT L.
R EB M A 30 04E, MART =M EMIRE 15 04,

FRERGSRTFHEA 376 GREZ 056) , RFFEA-RAERGBANEGERED T,
EO BRI AR -FHRS N A 1.63 (BEZ 0.82) 224 (3% £ 0.85) , & RHEAT
SANRIZRF G BEREHFT EZARTIBENERE, LWAAZREMK K 4 F.

3. ¥

A FLB T — R BAT IAT B 48 7 B R SEARARAR ] 09 & b 82 R 28 VAIE DN IR 8 %
i, MIFARGERBTEERCAR, THEEAIATA LB E, KRRAF A ETE
KR, AT G R ERBRBETENA . suob, &R/ 5 EIKFTF £ EHAR
BHRERRGEE EFOOIT /RN, WANATRE AR FRP L ENRBEFALE T ),

%% SHk

Camerer, C. F. (2011). Behavioral game theory: Experiments in strategic interaction. Princeton
university press.

Hwang, G. J., Yang, L. H., & Wang, S. Y. (2013), A concept map-embedded educational computer
game for improving students’ learning performance in natural science courses, Computers &
Education, 69, 121-130.

283



Klemperer, P. (2002). What really matters in auction design. Journal of Economic Perspectives,
16(1), 169—189.

Krashen, S. D. (1987). Principles and practice in second language acquisition. Prentice-Hall.

Lin, Y. C., & Hou, H. T. (2024). Designing a strategic analysis and planning skills training board
game using mobile technology and a dual-scaffolding mechanism. The Asia-Pacific Education
Researcher, 33(2), 431-445.

Kiili, K. (2006). Evaluations of an experiential gaming model. Human Technology, 2(2), 187-201.

284



