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Research on Children’s Drawing Game Design Based on Capacity—building of
Graphic Representation

JIANG Xina, HUANG Xinyuan, JIANG Yingying
(School of Anmation and Digital Art, Communication University of China, Beijing 100024)

[Abstract] Under the influence of examination—oriented trend and elite culture, most of children’s
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Study on Visual Spatial Bias and Its Learning Effect of Digital Resources Mixed
Graphic and Text

GUAN Jian, GUO Yumo, WANG Fengling
(School of Education, Ningxia University, Yinchuan Ningxia 750021)

[Abstract] In the information environment, learners” learning habits and learning styles are changing,
and digital learning resources play an important role. Do learners have spatial bias for the illustrations
when they use resources mixed graphic and text to study? How does spatial bias affect learners” learning
effect? In this paper, two experiments are used to explore the visual spatial bias of illustrations in digital
resources mixed graphic and text, with a view to providing useful reference for effective design and
development of digital learning resources. Experiment 1 uses the eye movement paradigm to explore the
visual spatial bias and its effect on the learning effect, while experiment 2 further investigates the location
effect of the illustrations and the relationship between illustration attributes, text properties and the
location of the illustrations, and their impacts on learning effect as well. The results reveal that the visual
spatial bias exists in digital resources mixed graphic and text, and the bias is mainly shown towards the top
left. Moreover, color illustrations attract readers” attention more easily and the bias is more obvious. The
dynamic of the illustration, the direction of the layout of the text and the style have remarkable influence
on learning effect. The results of this study have important reference for the design and development of
electronic schoolbag and learning resources of online courses.

[Keywords] Mixed Graphic and Text; Visual Spatial Bias; Eye Movement; Digital Resources

( 88 )

painting games emphasize skill training and ignore their graphic representation, which inhibits the
development of children’s self—expression. This paper analyzes and summarizes the existing problems of
and reasons for current drawing games for preschool children aged 3 —6 years. Based on the internal
mechanism and representation vocabularies of children’s graphic representation, this paper constructs a
design model of representation drawing game for preschool children. In this model, the progressive mode of
game design is introduced to the "core figure" schema model, combined with the playability of a single
level and the development between levels. Finally, based on this model, a children’s painting game is
designed and developed, which would provide reference for researchers and designers in this field.

[Keywords] Graphic Representation; Children’s Representational Painting; Game Design Model



