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Definition and concept of game and gamification. Theory of engagement and fun. Game and
gamification framework. Game and gamification strategies. Design for game and gamification. Games
and gamification in information Literacy. Application of game and gamification for informations.
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Definition, concept, and principle of data analytics in digital humanities. Data analytics
management process. Data analytics for multimedia. Machine learning and human interpretation.
Data visualization. Trends of data analytics in digital humanities.



