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FOBEEEMAT BT RANITEIE F,
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Poptropica & 5 4F 55 Jiff Xk AT L B0 A4 ) 18 4
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e B 5 18 BEJE Xk (The ultimatum game) A LA
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(Baumert et al., 2014), i JiExk 47 4 iR ILE
B0, T LAPEAR AN A 32 3l ks s o o e e
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(B AKE R TGk, A28 T AR W
218 . Dalveren 55 A (2015) & Bh ZNRHR B 50 7 4%,
W32 DU 3 B AR T, 78 Ui XK rh 32 00 2 75 2 AR
b AR 10 AR B B FRib . S B8 1A
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FNER] A7 MR RS | G BIE R E BRI AL E
555 0 R B UL B AT 55 T 38 S A D Ui R AT AR
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25 LTIk, AR SO TR A I T A M
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FE T Ui X 0 0V (R AF E AP AL T B o B, A Ok
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51 MERMESHEIT

HIIF 5T 22 ) — S B0 7o Al it ke A 4 K
WAB . HE4E T2 (Shute et al., 2016; g 4,
2018), T IX R ERE H Y 2 B B oo FRAE IR 1)
Sl H AT Ok AT 5 22 AR PR AR 0
BETHHESE, IR | 07X N 2 RN 25 PP Al A 4G

G, FFRFEE ZEAWEE(Song et al., 2020), X
TE DU VFAH LAY 0 B BT 1 S B B X, NATE
TEHRSERE  — S0 FH AR FE SR A0 U B, 4 Minecraft,
WAE—E R F AR T W I AR I

15 TR 22 368 i ouke it 0 4T3 R TR R 150
B, BT AN [] 14 52 00 57 558 3 ) 3t KA A7 35 0 1 2
P8, X2 3OV AL 2R 2 06 [E) P4
AR R B —, A B 5035 4 Hh R R P e 2k
B —Ir R oy LB, AR AT Rl
KA i #1555 . Bacos %5 A (2018)1EBF 58 H %
P BA 3 SRR 1Y 19 L S A B X A
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RPN A TE BT, AR I RE T B Al I
IERE I R e 6 A L M B /KT I, T AR
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L IF 4R S A L R BUK R RS, St L
FHIPERE I R A I ) 5 H AL T
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HR.

Wb, 22 BUFR 1 R AL A B Tt Ay [ i )
EFNLEA ST WL L IR N
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Game-based psychological assessment

XU Junyi, LI Zhongquan
(Department of Psychology, School of Social and Behavioral Sciences, Nanjing University, Nanjing 210023, China)

Abstract: Game-Based Psychological Assessment (GBPA) refers to the evaluation of a person's ability,
personality, and other psychological characteristics through games or gamified activities. In the early days,
it was mainly used to evaluate the effectiveness of education and training, and later extended to assessing
psychological characteristics. As a new technology, game-based assessment has advantages in terms of form,
process and outcome. Currently, a paradigm based on evidence-centered design has been developed in
game-based assessment to design instruments and to conduct empirical studies. This paradigm has been
applied to assessing individual differences in cognitive and non-cognitive abilities. However, this technique
is still in its infancy. Future research can be further expanded in task design, data mining, and practical
application.

Key words. game-based assessment, evidence-centered design, cognitive ability, non-cognitive ability





