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This study was performed within the limited framework of computer-game-based 
educational programs designed to enhance creativity. Furthermore, the utilization of mindful 
learning and moderators such as flow, mastery experience, and self-efficacy, brings this 
research to the forefront of modern educational practices. The present researchers 
developed a comprehensive game-based creativity learning program for fifth and sixth 
grade pupils. Further analyses presented relationship trends between mindful learning 
experience, flow experience, self-efficacy, and mastery experience. Eighty-three 5th and 
6th grade participants undertook the six-week game-based creativity learning program. 
Upon completion of the experimental instruction, self-evaluation revealed that participants 
with higher scores on the concerned variables improved more in both creative ability and 
confidence than their counterparts. Additionally, path model analysis revealed that mindful 
learning experience was a powerful predictor of both mastery experience and flow 
experience; it also influenced mastery experience through flow experience and self-efficacy. 
The findings support the effectiveness of the game-based learning program developed 
in this study. Moreover, this study contributes to the theoretical construction of how game-
based learning can be designed to facilitate mindful learning experience, flow experience, 
self-efficacy, and mastery experience during creativity. Some additional enhancement 
mechanisms utilized in the program were: rewards for high-quality performance, challenging 
tasks, a variety of design components, immediate feedback, and idea sharing. The 
theoretical design of this study provides support for the ongoing scientific investigation 
of new applications of mindful learning in educational programs concerning the learning 
of creativity.
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INTRODUCTION

Creativity is thought to be  the development of novel ideas, 
or solutions to problems that benefit the larger group (Hennessey 
and Amabile, 2010), or the process of generating contextually 
or culturally original and valuable products (Yeh, 2017). Recently, 
there has been an influx of research identifying contextual 
and personal factors that foster creativity (Wang et  al., 2018) 
as a part of the ongoing investigation into the elements of 
creativity. As an important catalyst for societal progress and 
change (Bellanca and Brandt, 2010), the current need for 
creativity provides evidence that creativity cultivation is a 
necessary component in education at all levels. Robust early 
education programs designed to promote creativity competence 
have promising rewards for future generations.

With the rise in popularity of computer or hand held device 
game playing, researchers are evaluating potential benefits of 
digital game-based learning (e.g., Hutton and Sundar, 2010; 
Starks, 2014; Hieftje et  al., 2017; Yeh and Lin, 2018). Many 
studies have found that well-designed scholastic gaming 
environments can bolster engagement while additionally 
enhancing motivation and learning outcomes (e.g., Hutton and 
Sundar, 2010; Ahmad and Jaafar, 2012; Hung et  al., 2012; 
Perrotta et  al., 2013). Researchers have also demonstrated that 
computer-based games can be  effective tools for motivating 
and engaging elementary learners for difficult subjects (Hieftje 
et  al., 2017). Moreover, empirical evidence lends support to 
the concept that digital gaming increases creativity. A variety 
of research has shown that videogame playing positively correlates 
with creativity (Jackson et al., 2012), digital game-based learning 
systems are effective learning tools for fostering students’ 
creativity (Hsiao et  al., 2014), and the use of problem-solving 
digital games can facilitate preschoolers’ creativity (Fessakis 
et  al., 2015). Therefore, digital games can be  a promising tool 
for improving creativity.

It has been suggested that when designing creativity training 
programs, a combination of cognitive, personality, motivation, 
and social interaction approaches should be  considered (Scott 
et  al., 2004). This study therefore developed a creativity game-
based program that incorporates mechanisms to enhance mindful 
learning, flow experience, self-efficacy, and mastery experience 
in creativity. Mindful learning, which is a term developed by 
Langer, is an educational approach described as “the continuous 
creation of new categories, openness to new information, and 
an implicit awareness of more than one perspective” (Langer, 
2016, p.  4). It is closely related to creativity because it is a 
divergent thinking and context-dependent approach to ideas 
(Nusbaum and Silvia, 2011), and some key concepts of 
mindfulness directly overlap with creativity (Davenport and 
Pagnini, 2016; Bercovitz et al., 2017). Adapting mindful practices 
and promoting mindful learning in game-based training may 
facilitate the mastery experience of creativity. In addition, 
mindful learning may enhance flow experience which leads 
to goal achievement (Kee and Wang, 2008; Reid, 2011), which 
may, further, carry effects on self-efficacy (Caldwell et al., 2010) 
and mastery experience (Bakosh et  al., 2016) during game-
based creativity learning.

Within the context of game-based creativity learning, this study 
aimed to explore how mindful learning may influence elementary 
school children’s mastery experience through the mediation of 
personal traits such as flow experience and self-efficacy. To 
investigate these relationships, a computer-based experimental 
instruction was employed and a path model was verified.

RELATED WORK

Mindful Learning and Mastery Experience 
of Creativity in Game-Based Learning
The literature on mindfulness has focused on two principal 
schools of thought: one promoted by Kabat-Zinn and his 
associates (e.g., Kabat-Zinn, 2003), which is based on Buddhist 
meditation practices and often regarded as an Eastern approach 
to mindfulness, and the other presented by Langer and her 
colleagues (e.g., Langer, 1989), which is considered a Western 
view on mindfulness (Ivtzan and Hart, 2016). Langerian concepts 
serve as the backbone of the present research involving 
mindfulness and mindful learning. Langer and Moldoveanu 
(2000) defined mindfulness as the process of drawing novel 
distinctions, where the pertinent action is to stay in the present 
moment by noticing new things. This mindful behavior inspires 
greater sensitivity to the surrounding environment, openness 
to new information, concepts of new categories or perceptions, 
and enhanced awareness of various perspectives within problem 
solving (Langer and Moldoveanu, 2000; Davenport and Pagnini, 
2016). Moreover, mindfulness increases flexibility pertaining 
to attitude, valence, perceived experience, perceived control, 
and self-efficacy by altering cognitive, affective, or behavioral 
factors (Gärtner, 2013). When encountering negative emotions, 
mindfulness may bolster coping abilities that help decrease 
negative thoughts which undermine self-efficacy (Gärtner, 2013).

More recently, Bercovitz et al. (2017) addressed that cognitive 
flexibility, novelty production, novelty seeking, and openness are 
all central components of both Langerian mindfulness and 
creativity. When problem solving, the mindful learner exercises 
divergent thinking by imagining various perspectives to find 
multiple solutions (Langer, 1993). These parallels between Langerian 
mindfulness and creativity have additionally been explored in 
school settings. Study findings (Davenport and Pagnini, 2016) 
revealed that classroom implementation of inquiry-based mindful 
learning strategies presented in three stages of exploration, 
expression and exposition, provided significant opportunities for 
students to exercise skills in creativity; as classrooms devoted 
4  weeks to each of these three stages, teachers guided students 
through activities that required creativity, communication, 
collaboration and critical thinking. Given these empirical results, 
we presuppose that mindful participants may encounter mastery 
experience during the game-based creativity learning.

Mastery experience is the personal experience of success 
(Bandura, 1997). In this study, mastery experience pertains to 
the ability and confidence in solving problems during game-
based creativity learning. Mindful learning may directly influence 
the process of developing mastery experience through improving 
the acquisition of knowledge, remaining open to feedback, 
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and enhancing focus and awareness. These mindful learning 
techniques were found to be  effective in improving elementary 
school students’ mastery experience in reading, science, and 
math (Anglin et  al., 2008; Bakosh et  al., 2016). Therefore, 
when mindful learning is implemented by the student, creativity 
may be  enhanced (Davenport and Pagnini, 2016) and this 
improved performance is likely to contribute to the feeling of 
success, otherwise known as mastery experience (Bandura, 
1997). The researchers of the present study drew connections 
between mindful learning and mastery experience to investigate 
possible use within digital creativity enhancement games.

Indirect Influences of Mindful Learning on 
Mastery Experience
Mindful learning may contribute to the improvement of mastery 
experience in creativity games through flow experience and 
self-efficacy. Flow refers to an optimal experience in which 
individuals are completely absorbed or engaged in an activity 
(Bellanca and Brandt, 2010). There are nine elements of  
flow, including challenge-skill balance, action-awareness merging, 
clear goals, unambiguous feedback, concentration on the task 
at hand, sense of control, loss of self-consciousness, 
transformation of time, and internally-driven experience (Beard, 
2015). When experiencing flow, the mind is performing at an 
elevated level, balancing task complexities with strategies, fully 
engaged, and intrinsically motivated (Csikszentmihalyi, 1990, 
1993, 2014), which may result from mindful learning. It was 
found that when attainable goals gradually increased in difficulty, 
a consistent mastery curve and overall enjoyment of playing 
on a personal or even social level appeared (Starks, 2014). 
Cognitive science research also suggests that flow is achieved 
when technical skills are in harmony with the complexities of 
the task (Bellanca and Brandt, 2010) or in situations where 
attention is directed towards goal achievement (Reid, 2011). 
Accordingly, flow experience should contribute to the achievement 
of mastery experience.

On the other hand, self-efficacy refers to individuals’ 
confidence in their own abilities to execute actions with a 
desired outcome. People with self-efficacy act with forethought, 
self-reactiveness, and self-reflectiveness (Bandura, 2001); they 
also persevere in their goals and demonstrate resiliency to 
attain the desired outcome. In addition, self-efficacy provides 
foundations for predicting behaviors pertaining to attention, 
or motivational processes in learning or education (Bandura, 
2012). Notably, self-efficacy can mediate the quality of products 
in creative endeavors pertaining to education or in the workplace 
(Liao et  al., 2010; Wang et  al., 2018). Similarly, creative self-
efficacy refers to efficacy that is specific to the belief in one’s 
ability to produce creative outcomes (Tierney and Farmer, 
2002), and it is thought to be a mechanism of creativity (Wang 
et al., 2018). It may also additionally reflect intrinsic motivation 
to exhibit creative behaviors (Gong et  al., 2009).

Research has demonstrated that people who score higher 
on creative self-efficacy tend to be  more creative (Tierney 
and Farmer, 2002; Gong et  al., 2009; Wang et  al., 2018). 
Creative self-efficacy has also been observed to mediate 

employee’s creative performance (Tierney and Farmer, 2011). 
This relationship between employee creative self-efficacy and 
creative performance has additionally been replicated in student 
learning. Students who scored higher on creative self-efficacy 
were less likely to cease efforts and disengage from a creative 
project or process (Liu et  al., 2016). This personality 
characteristic that can be  taught and improved upon (Tierney 
and Farmer, 2011) has a clear relationship to creative 
performance. The aforementioned research provides a basis 
for the current study that explores the role of creative self-
efficacy in facilitating mastery experience in computer-based 
creativity training.

Flow and mindfulness are positively correlated (Beard, 2015; 
Kaufman et  al., 2018) and both increase attention and focus 
(e.g., Bakosh et  al., 2016). Athletes who scored higher in 
mindfulness demonstrated elevated abilities in challenge-skill 
balance, synthesizing action and awareness, goal setting, loss 
of self-consciousness, concentration, attention control, emotional 
control, and self-talk. These findings imply that mindfulness 
can amplify flow dispositions and mental skills (Kee and Wang, 
2008). When utilizing mindful learning practices to bolster 
flow and self-efficacy, these factors are likely to improve mastery 
experience. Additionally, a review article on mindfulness 
highlighted the association between mindfulness and self-efficacy 
(Caldwell et  al., 2010). Researchers (Greason and Cashwell, 
2011) observed that mindfulness was a significant predictor 
of counseling self-efficacy and attention was a mediator of 
that relationship. In the same vein, an empirical study found 
that the negative influence of abusive supervision on employee 
self-efficacy can be  buffered by employee mindfulness (Zheng 
and Liu, 2017). In light of the positive relationship between 
mindfulness, flow, self-efficacy, and learning outcomes that have 
been found in various domains, the current researchers presumed 
that there would be a positive connection between mindfulness, 
flow experience, self-efficacy, and mastery experience within 
game-based creativity learning.

The Present Study and Hypotheses
To date, game-based learning programs that include 
comprehensive creativity skills and disposition training are 
still very limited. Based on a previously developed training 
program for 3rd and 4th graders (Yeh and Lin, 2018), the 
current program for 5th and 6th graders provides more 
challenging story content and tasks. This study first examined 
the learning effects of the developed program—Digital Game-
based Learning of Creativity (DGLC-B) and, further, explored 
the relationship among mindful learning experience, flow 
experience, self-efficacy, and mastery experience. Experimental 
instruction was delivered and it was hypothesized that pupils 
would improve their creativity upon completion of the game-
based creativity training; moreover, it was additionally 
hypothesized that mindful learning experience would directly 
influence mastery experience and self-efficacy, as well as 
indirectly influence mastery experience through flow experience 
and self-efficacy in the game-based creativity learning. The 
hypothesized theoretical model with an integrated literature 
review is illustrated in Figure 1.
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MATERIALS AND METHODS

Participants
The participants in this study included 39 fifth and 44 sixth 
graders (46 boys and 37 girls) selected through purposive sampling 
from four classes in an elementary school. All participants were 
rewarded with a Pokemon USB stick. Written informed consent 
was obtained from the parents of the participants in this study.

Instruments
DGLC-B
The Digital Game-based Learning of Creativity (DGLC-B) was 
developed for 5th and 6th graders to investigate the participants’ 
learning effects and the relationship among the concerned variables. 
The DGLC-B, aimed to improve learners’ ability and confidence 
in creativity, contains a series of stories entitled “Searching for 
Eight Lost Treasures” based on myths from eight countries. The 
DGLC-B included nine games, ranging from 10 to 15  min of 
playing time for each game. The main contents, training focuses, 
and the sampled screens are illustrated in Figure 2.

The DGLC-B included the strategies for enhancing creativity 
dispositions of positive thinking, thinking outside the box, 
and reverse thinking (game 2 and game 3), as well as creativity 
strategies such as sensitivity in observation, convergent thinking, 
divergent thinking (Yeh, 2006), lateral thinking (De Bono, 
1995), mind mapping (Buzan, 1996), and SCAMPER 
(substitution, combination, adaptation, modification, putting to 
other uses, elimination, and reversing) (Eberle, 1996). Finally, 
the DGLC-B included the activity of creative product design 
to allow for the implementation of creativity strategies.

Inventories
Four inventories were employed in this study to measure the 
concerned variables. They were 6-point Likert-type scales with 

response options ranging from “totally disagree” to “totally 
agree.” The Mindful Learning Experience in Digital Games 
(IMLE-DG) measured the participants’ experience of mindful 
cognition and mindful emotion during game playing. With 
a total of 14 items, the IMLE-DG included three factors: 
curiosity and open-mindedness (3 items), attention and grit 
(4 items), and emotion regulation (7 items). Exploratory factor 
analysis (EFA) revealed that the factor loadings ranged from 
0.634 to 0.962, and 88.72% of the total variance was explained 
by the three factors. The Cronbach’s α coefficient was 0.974 
for the IMLE-DG; the Cronbach’s α coefficients for the three 
factors were 0.947, 0.955, and 0.971 f, respectively. Confirmatory 
factor analysis (CFA) indicated that the IMLE-DG had good 
construct validity and reliability, χ2(N = 181, df = 56) = 119.442 
(p  <  0.001), GFI  =  0.913, AGFI  =  0.858, RMR  =  0.073, and 
RMSEA  =  0.079. The test items included statements such as 
“When playing the game, I  had a strong curiosity to try 
different levels or tasks of a game,” “I maintained an optimistic 
attitude when striving to level up or complete tasks,” and “I 
could stay calm when striving to level up or complete a task” 
(Yeh et  al., 2019).

The Inventory of Flow Experience in Digital Games (IFE-DG) 
measured the participants’ flow experience during game play. 
The IFE-DG includes two factors: confidence and concentration 
(5 items) as well as fun and challenge (4 items). EFA revealed 
that the factor loadings ranged from 0.682 to 0.901, and 72.58% 
of the total variance was explained by the two factors. The 
test items includes statements such as “I could concentrate on 
the tasks in games” and “I had a lot of fun during the game 
playing.” The Cronbach’s α coefficients were 0.914, 0.885, and 
0.857 for the IFE-DG and the two factors. Moreover, the CFA 
indicated that the IFE-DG had good construct validity and 
reliability, χ2(N = 176, df = 64) = 149.474 (p < 0.05). Additionally, 
the GFI  =  0.884, AGFI  =  0.836, RMR  =  0.095, and 
RMSEA  =  0.087 (Yeh and Lin, 2018).

FIGURE 1 | Theoretical model for proposed hypotheses.
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The Inventory of Self-Efficacy in Creativity Digital Games 
(IS-CDG) measured the participants’ level of self-efficacy after 
playing creative games. The IS-CDG includes two factors: ability 
to generate creative ideas (6 items) and achievement of creative 
performance (3 items). EFA revealed that the factor loadings 
ranged from 0.606 to 0.879, and 73.27% of the total variance 
was explained by the two factors. The test items included 
statements such as “I believe that I  can come up with many 
creative ideas” and “I believe that I  can be  a creative person.” 
The Cronbach’s α coefficients were 0.927, 0.908, and 0.844 for 
the IS-CDG and the two factors. Moreover, the CFA indicated 
that the IS-CDG had good construct validity and reliability, 
χ2(N  =  176, df  =  26)  =  64.113 (p  <  0.05). Additionally, the 
GFI = 0.929, AGFI = 0.877, RMR = 0.065, and RMSEA = 0.092 
(Yeh and Lin, 2018).

The Inventory of Mastery Experience in Creativity Digital 
Games (IME-CDG) measured the participants’ level of mastery 
experience after playing creative games. The IME-CDG includes 
two factors: ability to solve problems (5 items) and confidence 
in solving problems (3 items). EFA revealed that the factor 
loadings ranged from 0.606 to 0.879, and 73.28% of the total 

variance was explained by the two factors. The test items 
included statements such as “I can think of solutions quickly” 
and “As long as I  try hard, I  can come up with creative 
solutions.” The Cronbach’s α coefficients were 0.903, 0.860, and 
0.819 for the IME-CDG and the two factors. Moreover, the 
CFA indicated that the IME-CDG had good construct validity 
and reliability, χ2(N  =  176, df  =  18)  =  48.397 (p  <  0.05). 
Additionally, the GFI  =  0.932, AGFI  =  0.863, RMR  =  0.071, 
and RMSEA  =  0.098 (Yeh and Lin, 2018).

Experimental Design and Procedures
The one-group pretest-posttest design was employed with the 
pretest administered in the first week, and the posttest delivered 
in the sixth week. The experimental instruction and all inventories 
conducted through the DGLC-B were designed and implemented 
as a part of the participants’ computer course. All experimental 
procedures were completed in the computer laboratory at the 
participants’ school. Specific experimental procedures are 
illustrated in Figure 3. With nine games in total, the duration 
of the learning program was carried out in 40  min sessions, 
over a total of 6  weeks.

FIGURE 2 | Contents and procedures of the DGLC-B.
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As a method for encouraging learning motivation, participants 
were informed at the beginning that the games would improve 
their creativity and that higher value gifts would be  rewarded 
for higher scores. The DGLC-B incorporated a variety of choices 
for the objects used in the creative design, task challenges 
varied by level of difficulty, and immediate feedback regarding 
the score they received was displayed at the end of each game. 
Notably, peer evaluations for the popularity and creativity of 
the designed products in game 1 and 9 were utilized to encourage 
idea sharing and the winners of peer evaluation were rewarded 
with a $5 USD gift to praise their efforts. These elements were 
incorporated in the procedure to increase mindful learning, 
flow experience, self-efficacy, and mastery experience in creativity.

To examine the instructional effectiveness, two self-evaluation 
questions regarding the overall impression of one’s ability and 
confidence of creativity were employed before and after the game 
playing. The self-evaluation questions were “How would you 
evaluate your ability of creativity?” and “How would you evaluate 
your confidence of creativity?” Both questions were scored from 
“1” point to “10” points, representing “very weak” to “very strong.”

RESULTS

Effects of Aptitude × Treatment Interaction 
on Self-Evaluation of Creative  
Ability and Confidence
Using Repeated Measure Analysis of ANOVA, we  examined 
whether there were aptitude (Group: Low vs. High) × treatment 
(Test: Pretest vs. Posttest) interaction effects on the participants’ 
self-evaluation of creative ability and creative confidence. The 
aptitude variables included in this study were mindful learning 
experience, flow experience, self-efficacy, and mastery experience; 
each of the independent variables was split at the median into 
two groups (Low vs. High). Figures 4, 5 depict the Ms and 
SEs of creative ability and creative confidence for the low- and 
the high-score group of the aptitude variables examined.

The results showed that mindful learning experience had 
significant effects on changes of both creative ability and  
creative confidence, F(1, 81)  =  7.152, p  =  0.009, hp

2  = 0.081 
and F(1, 81)  =  7.938, p  =  0.006, hp

2  = 0.089. Moreover, the 
main effects of flow experience on changes of the two creativity 
self-evaluations were significant, F(1, 81)  =  7.325, p  =  0.008, 

hp
2  = 0.083 and F(1, 81)  =  12.521, p  =  0.001, hp

2  = 0.134. 
The main effects of self-efficacy on changes of the two creativity 
indices were significant as well, F(1, 81)  =  6.876, p  =  0.010, 
hp

2  = 0.078 and F(1, 81)  =  10.235, p  =  0.002, hp
2  = 0.112. 

Also, the main effects of mastery experience on changes of 
creative ability and creative confidence were significant,  
F(1, 81) = 10.591, p = 0.002, hp

2  = 0.116 and F(1, 81) = 10.022, 
p  =  0.002, hp

2  = 0.110 (see Table 1). The results revealed 
that pupils with a higher level of mindful learning, flow 
experience, self-efficacy, and mastery experience improved more 
creative ability and confidence than their counterparts.

The Path Model of Mindful Learning, Flow 
Experience, Self-Efficacy, and Mastery 
Experience
Results of the Proposed Model
Structural Equation Modeling conducted through AMOS 21 
was employed to test the proposed model. In the proposed 
model, we hypothesized that mindful learning experience would 
influence mastery experience through flow experience and self-
efficacy during the game-based creativity learning. The absolute 
fit measures suggested that the model was not a good-fit model: 
χ2(N  =  83, df  =  21)  =  116.133, p  <  0.001. The goodness-of-fit 
index (GFI  =  0.815), the adjusted goodness of fit index 
(AGFI = 0.603), and the root mean square residual (RMR = 0.118) 
indicated that the proposed model was not a good-fit model. 
In terms of relative fit measures, the normed fit index 
(NFI = 0.917), the relative fit index (RFI = 0.858), the incremental 
fit index (IFI = 0.931) and the comparative fit index (CFI = 0.930) 
revealed that the model was acceptable. Finally, with regard 
to the parsimonious fit measures, the results of parsimony 
normed fit index (PNFI  =  0.535) and the parsimonious 
comparative fit index (PCFI  =  0.543) were acceptable (see 
Table 2). Overall, the analytical results showed that the proposed 
model was not a good-fit model and the direct influence of 
flow on mastery experience as well as that of mindful learning 
on self-efficacy were not significant. We  therefore revised the 
proposed model based on results of modification indices.

Results of the Revised Model
The important values of the revised model are shown in 
Figure  6. The χ2(N  =  83, df  =  21)  =  42.269, p  =  0.004; 

FIGURE 3 | Experimental procedures.
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the GFI = 0.905, AGFI = 0.796, RMR = 0.040. These absolute 
fit measures indicated that the revised model was an  
acceptable model. The relative fit measures (NFI  =  0.970, 
RFI  =  0.948, IFI  =  0.985, and CFI  =  0.984) revealed that 
the model was acceptable. Finally, the parsimonious fit 
measures (PNFI  =  0.566 and PCFI  =  0.574) were also 
acceptable (see Table 2). In addition, all direct effects were 
significant (ps  <  0.01). The standardized regression weights 
of all observed variables ranged from 0.84 to 0.99, ps < 0.01, 
suggesting that the revised model had a good fit of 
internal structure.

The standardized direct effects, indirect effects, and total direct 
effects of the latent variables are depicted in Table 2. With regard 
to direct effects, mindful learning had a stronger direct influence 
on flow experience than on mastery experience (see Table 2). 
In addition, explained variance of flow experience was 0.82, that 
of self-efficacy was 0.80, and that of mastery experience was 0.83 
(see Figure 6); explained variance of all observed variables ranged 
from 0.70 to 0.99. Notably, although there were indirect influences 
through flow experience and self-efficacy, mindful learning and 
flow experience were the most powerful direct predictors of 
mastery experience during game-based creativity learning.

FIGURE 4 | Ms and SEs of self-evaluated creative ability in the pretest and the posttest for the low- and the high-score group of the four aptitude variables 
examined.

FIGURE 5 | Ms and SEs of self-evaluated creativity confidence in the pretest and the posttest for the low- and the high-score group of the four aptitude variables 
examined.
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DISCUSSION

This study developed a 6-week game-based experimental creativity 
learning program (DGLC-B) for pupils in the 5th and 6th 
grades, and further explored the relationships among mindful 
learning experience, flow experience, self-efficacy, and mastery 
experience. The results suggest that the DGLC-B is effective 
in enhancing 5th and 6th graders’ self-perceived creative ability 
and confidence. The DGLC-B is a comprehensive and original 
creativity enhancement program within the field of game-based 
learning; it incorporates the training of dispositions and strategies 
of creativity, as well as a variety of divergent and convergent 
thinking skills which are pertinent to creativity learning. Notably, 
the DGLC-B includes creative product design which require 
creativity heuristics. In addition, peer evaluation of other 
participants’ product design was utilized as a type of idea 
sharing and inspiration. This method of boosting creativity 
falls in line with past findings concluding that participants 
who were exposed to the ideas of others had improved creativity 
(Fink et  al., 2010).

In a meta-analysis of 70 studies concerning creativity training, 
Scott et  al. (2004) claimed that the most successful programs 
“were likely to focus on development of cognitive skills and 
the heuristics involved in skill application, using realistic 
exercises appropriate to the domain at hand” (p.  361). In 
agreement with this conclusion, the DGLC-B incorporated 
the following items to enhance mindful learning, flow experience, 

self-efficacy, and mastery experience: appropriately challenging 
tasks, object choices for creative design, immediate feedback 
regarding performance of each game, idea sharing through 
peer evaluations for designed products, and gifts for high 
performance quality. Results suggest that pupils with a higher 
level of mindful learning, flow experience, self-efficacy, and 
mastery experience improved more in their creative ability 
and confidence than their lower scoring peers. The findings 
of the present study reinforce the effectiveness of our design 
for the DGLC-B, in addition to other research advising that 
appropriately challenging tasks are pertinent for increasing 
flow experience in children (Inal and Cagiltay, 2007), as well 
as that the positive effect of applying games for desired learning 
outcomes and pleasurable engagement (Hamari et  al., 2016; 
Hawlitschek and Joeckel, 2017).

The major hypothesis proposed by the current researchers 
was that mindful learning would directly influence mastery 
experience and self-efficacy, as well as indirectly influence 
mastery experience through flow experience and self-efficacy 
within this game-based creativity training. In addition, the 
researchers hypothesized that flow experience would carry effects 
on mastery experience; however the path model analysis did 
not support the direct influence of flow experience on mastery 
experience or mindful learning and self-efficacy. Rather, mindful 
learning influenced mastery experience through flow experience 
and self-efficacy. Interestingly, this study found that mindful 
learning experience had a stronger direct influence on flow 
experience than on mastery experience. Although there were 
indirect influences through flow experience and self-efficacy, 
mindful learning remained the most powerful direct predictor 
of mastery experience during game-based creativity learning. 
These findings highlight the critical role of mindful learning 
and flow experience during game-based creativity training.

The important argument here is that game-based learning 
may foster mindful learning by catching the full attention 
of players which results in enhanced learning experience 
(Langer, 2016). In game playing, mastery experiences, or the 
“win” experiences, are a vital part of video games (Starks, 2014). 

TABLE 2 | Direct, indirect, and total effects of the revised model.

Paths between  
variables

Direct  
effect

Indirect  
effect

Total  
effect

Mindful learning → Mastery experience 0.69 0.21 0.90
Mindful learning → Flow experience 0.91 0.91
Flow experience → Self-efficacy 0.89 0.89
Efficacy → Mastery experience 0.26 0.26
Mindful learning → Self-efficacy 0.81 0.81
Flow → Mastery experience 0.23 0.23

TABLE 1 | The effects of mindful learning, flow experience, self-efficacy, and mastery experience on self-evaluation of creative ability and confidence.

Source

ANOVA

Comparison
Ms F(1, 81) p h2p

Mindful learning experience

Ability 105.053 7.152** 0.009 0.081 2 > 1

Confidence 119.889 7.938** 0.006 0.089 2 > 1
Flow experience

Ability 107.379 7.325** 0.008 0.083 2 > 1
Confidence 179.832 12.521*** 0.001 0.134 2 > 1

Self-efficacy
Ability 101.324 6.876** 0.010 0.078 2 > 1
Confidence 150.679 10.235** 0.002 0.112 2 > 1

Mastery experience
Ability 149.725 10.591** 0.002 0.116 2 > 1
Confidence 147.889 10.022** 0.002 0.110 2 > 1

1 = low-score group of the independent variable; 2 = high-score group of the independent variable.*p < 0.05; **p < 0.01; ***p < 0.001.
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Digital games can attract learners’ attention and encourage 
repeated exposure to recommended behaviors or skills (Cohen, 
2016). Therefore, a well-designed creativity game is likely to 
increase mastery experience of creativity. When learning 
mindfully, the learner (1) actively notices and is open to 
new things within the present context, (2) utilizes cognitive 
flexibility, (3) shows perseverance in problem solving, (4) 
regulates emotions, and (5) channels this thinking process 
by taking multiple perspectives to find many solutions that 
fit the context (Langer, 1993; Davenport and Pagnini, 2016; 
Bercovitz et al., 2017). These characteristics of mindful learning 
undoubtedly contribute to the learning of creativity. It has 
been suggested that the mind can control flow, and that 
mindfulness training can enhance self-regulation, and facilitate 
flow states for optimal performance (Kaufman et  al., 2018). 
These findings support our results that mindful learning has 
strong influences on flow experience which can lead to 
enhanced learning and exploratory behavior (Skadberg and 
Kimmel, 2004; Kiili, 2005; Hamari et  al., 2016; Hawlitschek 
and Joeckel, 2017), and improve self-efficacy, motivation, and 
fun or the feeling of happiness (Starks, 2014; Ribera and 
Ceja, 2018). Moreover, this study found that self-efficacy works 
as a mediator between flow experience and mastery experience, 
which highlights the contribution of self-efficacy for 
perseverance and resiliency when attaining desired outcomes 
(Bandura, 2012). Self-efficacy is additionally a mediator of 
creativity performance (Liao et  al., 2010; Wang et  al., 2018).

To integrate this collection of data, mindful learning 
experience leads to a stronger sense of self-efficacy and mastery 
experience through flow experience during game playing.  

These phenomena can present themselves in a positive cycle, 
where increased flow experience enhances positive self-efficacy 
and perceived mastery experience. To conclude, with the clear 
association between mindful learning, flow experience, self-
efficacy, and mastery experience, mindful learning is necessary 
in the achievement of mastery experience in game-based 
creativity training.

CONCLUSION

Past studies suggest that digital game-based learning can be  a 
promising tool for improving creativity. However, few game-
based learning programs for creativity have covered comprehensive 
creativity training strategies, including diverse creativity 
dispositions and skills. This study aimed at developing such a 
game-based creativity learning program for pupils in late 
elementary school. The Digital Game-based Learning of Creativity 
(DGLC-B) allowed for exploration into how mindful learning 
could influence mastery experience within digital creativity games, 
and the potential mediation of flow and creative self-efficacy. 
The empirical evidence found in this study suggests that the 
concerned personal traits interact with the treatment employed 
in the game-based program; pupils with higher levels of these 
personal traits improve more in self-perceived creative ability 
and confidence upon the completion of the training program. 
In addition, mindful learning experience is critical to the 
achievement of mastery experience during game-based creativity 
learning; it carries both direct and indirect influence on mastery 
experience through flow experience and self-efficacy of creativity.

FIGURE 6 | Results of the revised path model—mindfulness as an antecedent.
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This study contributes to the theoretical construction of how 
game-based learning can be designed to facilitate mindful learning 
experience, flow experience, self-efficacy, and mastery experience 
during creativity training among pupils. Effective mechanisms 
include providing rewards for high-quality performance, 
challenging tasks, free choices of design components, immediate 
feedback, and idea sharing. The profound theoretical framework 
proposed in this study provides a valuable approach for creativity 
instruction through game-based learning or classroom instruction.

LIMITATIONS AND SUGGESTIONS

Owing to the lengthy experimental instructional period  
(6 weeks) and the limited number of desktops within the 
computer class (only one class per week) in elementary schools, 
it was challenging to recruit a significant sample for this 
experimental instruction. Further studies can include a bigger 
sample to replicate the proposed model in this study. However, 
the participants were positive about the game-based creativity 
program. The results also show positive learning outcomes. 
Further studies may adapt the designs of this program in 
classroom instruction to enhance pupils’ creativity.

Langarian mindful learning emphasizes the continuous 
creation of new categories, openness to new information, and 
an implicit awareness of more than one perspective (Langer, 
2016, p. 4). Based on these concepts, Yeh et al. (2019) developed 
a mindful learning inventory for game-based learning which 
additionally includes grit and emotional regulation. This study 
employed Yeh et al’s inventory and found such mindful learning 
is powerful in predicting learning outcomes concerning 
creativity, suggesting the importance of including the 
components of grit and emotional regulation in mindful 
learning. Furthermore, mindful learning interventions within 
classrooms have been found to be  effective in improving 
pupils’ learning of diverse subjects (Bakosh et  al., 2016) as 
well as in self-evaluation (Malboeuf-Hurtubise et  al., 2018). 
This study also found that enhancing mindful learning 
experience is valuable for helping pupils to achieve flow 
experience, and to be  more confident and competent in the 
application of creativity dispositions and strategies. This study 
incorporated positive feedback, rewards, peer evaluation, idea 
sharing, and product design through computers only. Further 

studies may integrate face-to-face discussion after each training 
session to maximize the learning effect.

Finally, flow experience can be  enhanced by matching 
difficulty level to ability, providing clear goals, unambiguous 
feedback, concentration on the task at hand, action-awareness 
merging, sense of control, and intrinsic reward (Swann et  al., 
2012; Kaufman et al., 2018). Our game-based learning program 
incorporated most of these mechanisms and found that flow 
experience was a powerful predictor of self-efficacy and mastery 
experience during the game-based training of creativity. 
Accordingly, these mechanisms should be  considered when 
designing a game-based learning program for pupils.

DATA AVAILABILITY

The datasets for this study can be  found in “mindful data 
available” (https://drive.google.com/file/d/1VPJa3WwgbGiNNsR
Z2vmupylLwd9jeEU_/view?usp=sharing).

ETHICS STATEMENT

This study was carried out in accordance with the recommendations 
of Research Ethics Committee of National Chengchi Universtity 
with written informed consent from all subjects. All subjects 
gave written informed consent in accordance with the Declaration 
of Helsinki. The protocol was approved by the Research Ethics 
Committee of National Chengchi Universtity.

AUTHOR CONTRIBUTIONS

YY conceived the theoretical conceptualization and designed 
the study, analyzed the data, and wrote the manuscript. S-YC 
analyzed the data, and contributed to the writing of the 
manuscript. ER contributed to the writing of the manuscript. 
C-SL contributed to the collection of data.

FUNDING

This study was supported by the Ministry of Science and Technology 
in Taiwan (Contract No. MOST 104-2511-S-004002-MY3).

 

REFERENCES

Ahmad, L., and Jaafar, A. (2012). Computer games: implementationIdiosyncratic 
deals and employee creativity into teaching and learning. Procedia-Soc. Behav. 
Sci. 59, 515–519. doi: 10.1016/j.sbspro.2012.09.308

Anglin, L. P., Pirson, M., and Langer, E. J. (2008). Mindful learning: a moderator 
of gender differences in mathematics performance. J. Adult Dev. 15, 132–139. 
doi: 10.1007/s10804-008-9043-x

Bakosh, L. S., Snow, R. M., Tobias, J. M., Houlihan, J. L., and Barbosa-Leiker, C. 
(2016). Maximizing mindful learning: mindful awareness intervention improves 
elementary school students’ quarterly grades. Mindfulness 7, 59–67. doi: 
10.1007/s12671-015-0387-6

Bandura, A. (1997). Self-efficacy: toward a unifying theory of behavioral change. 
Psychol. Rev. 84, 191–215.

Bandura, A. (2001). Social cognitive theory of mass communication. Media 
Psychol. 3, 265–299.

Bandura, A. (2012). On the functional properties of perceived self-efficacy 
revisited. J. Manag. 38, 9–44. doi: 10.1177/0149206311410606

Beard, K. S. (2015). Theoretically speaking: an interview with Mihaly 
Csikszentmihalyi on flow theory development and its usefulness in addressing 
contemporary challenges in education. Educ. Psychol. Rev. 27, 353–364. doi: 
10.1007/s10648-014-9291-1

Bellanca, J., and Brandt, R. (eds.) (2010). 21st century skills; rethinking how 
students learn. Bloomington, IN: Solution tree.

Bercovitz, K., Pagnini, F., Phillips, D., and Langer, E. (2017). Uilizing a creative 
task to assess Langerian mindfulness. Creat. Res. J. 29, 194–199. doi: 
10.1080/10400419.2017.1304080

Buzan, T. (1996). The mind map book: How to use radiant thinking to maximize 
your brain’s untapped potential. New York, NY: Penguin Books.

https://www.frontiersin.org/journals/psychology
www.frontiersin.org
https://www.frontiersin.org/journals/psychology#articles
https://drive.google.com/file/d/1VPJa3WwgbGiNNsRZ2vmupylLwd9jeEU_/view?usp=sharing
https://drive.google.com/file/d/1VPJa3WwgbGiNNsRZ2vmupylLwd9jeEU_/view?usp=sharing
https://doi.org/10.1016/j.sbspro.2012.09.308
https://doi.org/10.1007/s10804-008-9043-x
https://doi.org/10.1007/s12671-015-0387-6
https://doi.org/10.1177/0149206311410606
https://doi.org/10.1007/s10648-014-9291-1
https://doi.org/10.1080/10400419.2017.1304080


Yeh et al. Mindful Learning in Creativity Games

Frontiers in Psychology | www.frontiersin.org 11 July 2019 | Volume 10 | Article 1593

Caldwell, K., Harrison, M., Adams, M., Quin, R. H., and Greeson, J. (2010). 
Developing mindfulness in college students through movement based courses: 
effects on self-regulatory self-efficacy, mood, stress, and sleep quality. J. Am. 
Coll. Heal. 58, 433–442. doi: 10.1080/07448480903540481

Cohen, E. L. (2016). Enjoyment of a counter-hedonic serious digital game: 
determinants and effects on learning and self-efficacy. Psychol. Pop. Media 
Cult. 5, 157–170. doi: 10.1037/ppm0000052

Csikszentmihalyi, M. (1990). Flow: The psychology of optimal experience. New 
York: Harper & Row.

Csikszentmihalyi, M. (1993). The evolving self: A psychology for the third 
millennium. Vol. 5, New York, NY: HarperCollins publishers.

Csikszentmihalyi, M. (2014). Flow and the foundations of positive psychology: The 
collected works of Mihály Csíkszentmihályi. Dordrecht, Germany: Springer.

Davenport, C., and Pagnini, F. (2016). Mindful learning: a case study of Langerian 
mindfulness in schools. Front. Psychol. 7:1372. doi: 10.3389/fpsyg.2016.01372

De Bono, E. (1995). Serious creativity: Using the power of lateral thinking to 
create new ideas. New York, NY: HarperBusiness.

Eberle, B. (1996). Scamper: Games for imagination development. Waco, TX: 
Prufrock Press.

Fessakis, G., Lappas, D., and Mavroudi, E. (2015). “Could computer games-
based problem solving positively affect the development of creativity in 
young children? A mixed method case study” in Young children and families 
in the information age. eds. L. K. L. Heider and M. R. Jalongo (Dordrecht: 
Springer), 207–225.

Fink, A., Grabner, R. H., Gebauer, D., Reishofer, G., Koschutnig, K., and 
Ebner, F. (2010). Enhancing creativity by means of cognitive stimulation: 
evidence from an fMRI study. NeuroImage 52, 1687–1695. doi: 10.1016/j.
neuroimage.2010.05.072

Gärtner, C. (2013). Enhancing readiness for change by enhancing mindfulness. 
J. Chang. Manag. 13, 52–68. doi: 10.1080/14697017.2013.768433

Gong, Y., Huang, J.-C., and Farh, J.-L. (2009). Employee learning orientation, 
transformational leadership, and employee creativity: the mediating role of 
employee creative self-efficacy. Acad. Manag. J. 52, 765–778. doi: 10.5465/
amj.2009.43670890

Greason, P. B., and Cashwell, C. S. (2011). Mindfulness and counseling self-
efficacy: the mediating role of attention and empathy. Counselor 48, 2–19. 
doi: 10.1002/j.1556-6978.2009.tb00083.x

Hamari, J., Shernoff, D. J., Rowe, E., Coller, B., Asbell-Clarke, J., and Edwards, T. 
(2016). Challenging games help students learn: an empirical study on 
engagement, flow and immersion in game-based learning. Comput. Hum. 
Behav. 54, 170–179. doi: 10.1016/j.chb.2015.07.045

Hawlitschek, A., and Joeckel, S. (2017). Increasing the effectiveness of digital 
educational games: the effects of a learning instruction on students’ learning, 
motivation and cognitive load. Comput. Hum. Behav. 72, 79–86. doi: 10.1016/j.
chb.2017.01.040

Hennessey, B. A., and Amabile, T. M. (2010). Creativity. Annu. Rev. Psychol. 
61, 569–598. doi: 10.1146/annurev.psych.093008.100416

Hieftje, K., Pendergrass, T., Kyriakides, T. C., Gilliam, W., and Fiellin, L. 
(2017). An evaluation of an educational video game on mathematics 
achievement in first grade students. Technologies 5:30. doi: 10.3390/
technologies5020030

Hsiao, H. S., Chang, C. S., Lin, C. Y., and Hu, P. M. (2014). Development 
of children's creativity and manual skills within digital game-based 
learning environment. J. Comput. Assist. Learn. 30, 377–395. doi: 10.1111/
jcal.12057

Hung, P. H., Hwang, G. J., Lee, Y. H., and Su, I. (2012). A cognitive component 
analysis approach for developing game-based spatial learning tools. Comput. 
Educ. 59, 762–773. doi: 10.1016/j.compedu.2012.03.018

Hutton, E., and Sundar, S. S. (2010). Can video games enhance creativity? 
Effects of emotion generated by dance dance revolution. Creat. Res. J. 22, 
294–303. doi: 10.1080/10400419.2010.503540

Inal, Y., and Cagiltay, K. (2007). Flow experiences of children in an interactive 
social game environment. Br. J. Educ. Technol. 38, 455–464. doi: 10.1111/j.
1467-8535.2007.00709.x

Ivtzan, I., and Hart, R. (2016). “Mindfulness scholarship and interventions: a 
review” in Mindfulness and performance. ed. A. L. Baltzell (Cambridge: 
Cambridge University Press), 3–28.

Jackson, L. A., Witt, E. A., Games, A. I., Fitzgerald, H. E., Von Eye, A., and 
Zhao, Y. (2012). Information technology use and creativity: findings from 

the children and technology project. Comput. Hum. Behav. 28, 370–376. 
doi: 10.1016/j.chb.2011.10.006

Kabat-Zinn, J. (2003). Mindfulness-based interventions in context: past, present, 
and future. Clin. Psychol. Sci. Pract. 10, 144–156. doi: 10.1093/clipsy.bpg016

Kaufman, K. A., Glass, C. R., and Pineau, T. R. (2018). Mindful sport performance 
enhancement: Mental training for athletes and coaches. Washington, DC: 
American Psychological Association.

Kee, Y. H., and Wang, C. J. (2008). Relationships between mindfulness, flow 
dispositions and mental skills adoption: a cluster analytic approach. Psychol. 
Sport Exerc. 9, 393–411. doi: 10.1016/j.psychsport.2007.07.001

Kiili, K. (2005). Digital game-based learning: towards an experiential gaming 
model. Internet High. Educ. 8, 13–24. doi: 10.1016/j.iheduc.2004.12.001

Langer, E. J. (1989). Mindfulness. Cambridge, MA: Da Capo Press.
Langer, E. (1993). A mindful education. Educ. Psychol. 28, 43–50. doi: 10.1207/

s15326985ep2801_4
Langer, E. J. (2016). The power of mindful learning. Boston, MA: Da Capo 

Lifelong Books.
Langer, E. J., and Moldoveanu, M. (2000). The construct of mindfulness.  

J. Soc. Sci. Iss. 56, 1–9. doi: 10.1111/0022-4537.00148
Liao, H., Liu, D., and Loi, R. (2010). Looking at both sides of the social 

exchange coin: a social cognitive perspective on the joint effects of relationship 
quality and differentiation on creativity. Acad. Manag. J. 53, 1090–1099. 
doi: 10.5465/amj.2010.54533207

Liu, D., Jiang, K., Shalley, C. E., Keem, S., and Zhou, J. (2016). Motivational 
mechanisms of employee creativity: a meta-analytic examination and theoretical 
extension of the creativity literature. Organ. Behav. Hum. Decis. Process. 137, 
236–263. doi: 10.1016/j.obhdp.2016.08.001

Malboeuf-Hurtubise, C., Joussemet, M., Taylor, G., and Lacourse, E. (2018). 
Effects of a mindfulness-based intervention on the perception of basic 
psychological need satisfaction among special education students. Int. J. 
Disabil. Dev. Educ. 65, 33–44. doi: 10.1080/1034912x.2017.1346236

Nusbaum, E. C., and Silvia, P. J. (2011). Are intelligence and creativity 
really so different?: fluid intelligence, executive processes, and strategy 
use in divergent thinking. Intelligence 39, 36–45. doi: 10.1016/j.
intell.2010.11.002

Perrotta, C., Featherstone, G., Aston, H., and Houghton, E. (2013). Game-based 
learning: Latest evidence and future directions (NFER Research Programme: 
Innovation in Education). Slough: NFER.

Reid, D. (2011). Mindfulness and flow in occupational engagement: presence 
in doing. Can. J. Occup. Ther. 78, 50–56. doi: 10.2182/cjot.2011.78.1.7

Ribera, A., and Ceja, L. (2018). “Flow: flourishing at work” in Personal flourishing 
in organizations. ed. J. Mercado (Cham: Springer), 91–119.

Scott, G., Leritz, L. E., and Mumford, M. D. (2004). The effectiveness of  
creativity training: a quantitative review. Creat. Res. J. 16, 361–388. doi: 
10.1080/10400410409534549

Skadberg, Y. X., and Kimmel, J. R. (2004). Visitors’ flow experience while 
browsing a web site: its measurement, contributing factors, and 
consequences. Comput. Hum. Behav. 20, 403–422. doi: 10.1016/
S0747-5632(03)00050-5

Starks, K. (2014). Cognitive behavioral game design: a unified model for designing 
serious games. Front. Psychol. 5:28. doi: 10.3389/fpsyg.2014.00028

Swann, C., Keegan, R. J., Piggott, D., and Crust, L. (2012). A systematic 
review of the experience, occurrence, and controllability of flow states in 
elite sport. Psychol. Sport Exerc. 13, 807–819. doi: 10.1016/j.
psychsport.2012.05.006

Tierney, P., and Farmer, S. M. (2002). Creative self-efficacy: its potential 
antecedents and relationship to creative performance. Acad. Manag. J. 45, 
1137–1148. doi: 10.2307/3069429

Tierney, P., and Farmer, S. M. (2011). Creative self-efficacy development and 
creative performance over time. J. Appl. psychol. 96, 277–293. doi: 10.1037/
a0020952

Wang, S., Liu, Y., and Shalley, C. E. (2018,). Idiosyncratic deals and employee 
creativity: the mediating role of creative self-efficacy. Hum. Resour. Manag. 
57, 1443–1453. doi: 10.1002/hrm.21917

Yeh, Y. (2006). The instruction of creativity: The past, the present, and the 
future. Taipei: Psychological Publishing.

Yeh, Y. (2017). “Research development of creativity” in Reference module in 
neuroscience and biobehavioral psychology. ed. J. Stein (Elsevier), 2017, 1–11. 
ISBN 9780128093245

https://www.frontiersin.org/journals/psychology
www.frontiersin.org
https://www.frontiersin.org/journals/psychology#articles
https://doi.org/10.1080/07448480903540481
https://doi.org/10.1037/ppm0000052
https://doi.org/10.3389/fpsyg.2016.01372
https://doi.org/10.1016/j.neuroimage.2010.05.072
https://doi.org/10.1016/j.neuroimage.2010.05.072
https://doi.org/10.1080/14697017.2013.768433
https://doi.org/10.5465/amj.2009.43670890
https://doi.org/10.5465/amj.2009.43670890
https://doi.org/10.1002/j.1556-6978.2009.tb00083.x
https://doi.org/10.1016/j.chb.2015.07.045
https://doi.org/10.1016/j.chb.2017.01.040
https://doi.org/10.1016/j.chb.2017.01.040
https://doi.org/10.1146/annurev.psych.093008.100416
https://doi.org/10.3390/technologies5020030
https://doi.org/10.3390/technologies5020030
https://doi.org/10.1111/jcal.12057
https://doi.org/10.1111/jcal.12057
https://doi.org/10.1016/j.compedu.2012.03.018
https://doi.org/10.1080/10400419.2010.503540
https://doi.org/10.1111/j.1467-8535.2007.00709.x
https://doi.org/10.1111/j.1467-8535.2007.00709.x
https://doi.org/10.1016/j.chb.2011.10.006
https://doi.org/10.1093/clipsy.bpg016
https://doi.org/10.1016/j.psychsport.2007.07.001
https://doi.org/10.1016/j.iheduc.2004.12.001
https://doi.org/10.1207/s15326985ep2801_4
https://doi.org/10.1207/s15326985ep2801_4
https://doi.org/10.1111/0022-4537.00148
https://doi.org/10.5465/amj.2010.54533207
https://doi.org/10.1016/j.obhdp.2016.08.001
https://doi.org/10.1080/1034912x.2017.1346236
https://doi.org/10.1016/j.intell.2010.11.002
https://doi.org/10.1016/j.intell.2010.11.002
https://doi.org/10.2182/cjot.2011.78.1.7
https://doi.org/10.1080/10400410409534549
https://doi.org/10.1016/S0747-5632(03)00050-5
https://doi.org/10.1016/S0747-5632(03)00050-5
https://doi.org/10.3389/fpsyg.2014.00028
https://doi.org/10.1016/j.psychsport.2012.05.006
https://doi.org/10.1016/j.psychsport.2012.05.006
https://doi.org/10.2307/3069429
https://doi.org/10.1037/a0020952
https://doi.org/10.1037/a0020952
https://doi.org/10.1002/hrm.21917


Yeh et al. Mindful Learning in Creativity Games

Frontiers in Psychology | www.frontiersin.org 12 July 2019 | Volume 10 | Article 1593

Yeh, Y., Chang, H. L., and Chen, S. Y. (2019). Mindful learning: a mediator 
of mastery experience during digital creativity game-based learning among 
elementary school students. Comput. Educ. 132, 63–75. doi: 10.1016/j.
compedu.2019.01.001

Yeh, Y., and Lin, C. S. (2018). Achievement goals influence mastery experience 
via two paths in digital creativity games among elementary school students. 
J. Comp. Ass. Learn. 1–10. doi: 10.1111/jcal.12234

Zheng, X., and Liu, X. (2017). The buffering effect of mindfulness on abusive 
supervision and creative performance: a social cognitive framework. Front. 
Psychol. 8:1588. doi: 10.3389/fpsyg.2017.01588

Conflict of Interest Statement: The authors declare that the research was conducted 
in the absence of any commercial or financial relationships that could be construed 
as a potential conflict of interest.

Copyright © 2019 Yeh, Chen, Rega and Lin. This is an open-access article distributed 
under the terms of the Creative Commons Attribution License (CC BY). The use, 
distribution or reproduction in other forums is permitted, provided the original 
author(s) and the copyright owner(s) are credited and that the original publication 
in this journal is cited, in accordance with accepted academic practice. No use, 
distribution or reproduction is permitted which does not comply with these terms.

https://www.frontiersin.org/journals/psychology
www.frontiersin.org
https://www.frontiersin.org/journals/psychology#articles
https://doi.org/10.1016/j.compedu.2019.01.001
https://doi.org/10.1016/j.compedu.2019.01.001
https://doi.org/10.1111/jcal.12234
https://doi.org/10.3389/fpsyg.2017.01588
http://creativecommons.org/licenses/by/4.0/

	Mindful Learning Experience Facilitates Mastery Experience Through Heightened Flow and 
Self-Efficacy in Game-Based Creativity Learning
	Introduction
	Related Work
	Mindful Learning and Mastery Experience of Creativity in Game-Based Learning
	Indirect Influences of Mindful Learning on Mastery Experience
	The Present Study and Hypotheses

	MATERIALS AND MethodS
	Participants
	Instruments
	DGLC-B
	Inventories
	Experimental Design and Procedures

	Results
	Effects of Aptitude × Treatment Interaction on Self-Evaluation of Creative 
Ability and Confidence
	The Path Model of Mindful Learning, Flow Experience, Self-Efficacy, and Mastery Experience
	Results of the Proposed Model
	Results of the Revised Model

	Discussion
	Conclusion
	Limitations and Suggestions
	Data Availability
	Ethics Statement
	Author Contributions

	References

