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R o Computers in Education, 2010, (ET1E Award S
)
was awarded “Finalists of Best Paper
A case study of a non—gamer Award™ , The 3th IEEE International Finalists of ‘
5iE7A:  student’ s learning process in wir Horkshop on Digital Game and Best Faper F5H F
VISOLE Intelligent Toy Enhanced Learning Award
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