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1. Cognitive Map
2. Soft Computing Methodologies
3. Knowledge Map

















6. Educational testing service. (2005). New Jerseg Formative 
Assessment Item Bank. retrieved may 8, 2008. From http://www.

ets.org/k12learn2.
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5. EFL: English as a Foreign Language

6. Blueprint 

10. Not Passed, Pass, Pass with Distinction, Pass with Special 
Distinction
11. Learning in Work
12. The Swedish National Agency For High Vocational Education
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1. Rosmarinus
2. vimcetoxicum migrum

5. Physalis
6. Labiatae
7. Cineol
8. Borneol
9. Campher
10. Bornyl acetate
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Utrecht, Netherlands: universities Utrecht.
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university of Notre Dame Press.
9. Malaby,T.(2003b). Gambling life. Dealing in contingency in a 
Greek city. Urbana: University of Illinois Press.

1. Bauman, R. (1977). Verbal art asperformance. In R. Bauman 
(Ed), Verbal art as performance (pp.3-58).
2. Bogost, I. (2006). Unit operations: An approach to videogame 
criticism. Cambridge, MA: MIT Press.
3. Bourdieu, P. (1977). Outline of a theory of practice (R. Nice, 
Trans.). Cambridge, UK: Cambridge University Press.
4. Caillois, R. (2001). Man, play, and games (M. Barash, Trans). 
Urbana: University of Illinois Press.
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culture of online games. Chicago: University of Chicago Press.

16. High modernism
17. Picasso
18. Le Corbusier
19. Postmodernism aesthetic
20. Andy Warhol
21. Frank Gerry
22. Montage
23. Collage
24. Ready made

25. Performance

Art net

(Game Art)  (Software Art)
(new media installation)

28. On line

29. Off line

Flips Stevens

33. Oftener

35. Expressive Al

3. Medium
4. Interpersonal Medium
5. One by One
6. One to Many

8. Arpanet
9. Electronic Art
10. Interactive Art
11. Genomic Art
12. Robotic Art
13. Transmission Art
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