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Abstract

Board games are getting more and more popular in the education sector. In the near future,
through board games, learners will not only produce flow, but will also gain enhanced motivation
and interest. Therefore, in our research, we developed a digital psychogenic board game, based on
human characteristics and empathy, so that we can know ourselves through the four points of
view of a Johari Window while playing. We try to help learners to understand self-confusion and to
strengthen their ability of empathy through the digital psychogenic board game, using a self-iden-
tification scale and empathy scale as our research pre-test. At the end of our research, we find that
the consequence of the pre-test shows our digital psychogenic board game does work on helping
learners to clarify self-confusion and to strengthen their ability of empathy.
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Figure 2. Card back
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Figure 3. Cue card
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Figure 5. “Onion” App menu screen
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Figure 9. Flow chart of the game
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Figure 10. Flow chart of pre test research design
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Figure 11. The picture of guide shows the game
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Figure 12. Record chart of researcher side view
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Figure 13. Formal research design flow chart
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Table 1. Analysis of the relationship between the self identity scale and the analysis (n = 5)
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Table 2. Analysis of the relationship between the transposition thinking scale and the analysis (n = 5)
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