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Abstract

The Moroccan educational system has been influenced by the digital wave since the beginning of the 21st century,
reflecting the global trend experienced by other countries. This impact has become particularly pronounced in recent
years due to the decreasing cost of digital devices and the widespread use of mobile internet. The COVID-19
pandemic has further emphasized the necessity of digitization in various aspects of daily life, including education.
Consequently, schools find themselves directly confronting the increasing needs of learners who are accustomed to
the abundance of information and easy access to it, as well as interacting with programs and applications that align
with their Preferences. In response to these challenges, educators have diligently sought more effective and
productive teaching and learning methods. Examples include active learning and flipped classrooms, leveraging the
resources offered by modern technologies such as Iearning libraries, educational applications, and even electronic
games. The discussion of smartphone and tablet applications leads us to consider the topic of electronic games,
where children and teenagers spend extended periods without boredom. However, parents face challenges as this

behavior can lead to addiction and potential health or psychological side effects.

Keywords :Education,  Self-directed Learning, Electronic ~Games, Assassin's Creed

game

289




2024 Jud- 331 Geadl - 1 aadl- 1 Adyally agluddl pglall § Cuxdl alms

o oe

Addld

=3

Gl 8,1 ALy oo sdiadly a3l 00 a ) Al die A yal) Augyall o 35
5eadl 225 (oladil pe BsYl gl § Lols spanll Dy S diiye
By9e (v LigeS Amily diiyd Loy Liayly e ¥ Jlanil HLAT1g (Auad)ll
@ Ayl cmol Uiy Apagdl Bl w¥ilzs puer & Aiedyll ) ¢ 9l
cologlall 5,89 s 19357 (el ccrtalazeld 5l il Ll ae 8y lea Az lga
sludy e Jelaw Slagdaty el po Jolatll 138y L) Josmsll Agus
Loy ey du o0 Slagdaty oralaall Loyl aas)) (530 4z o0 ol
Lo l95T pazms A9 ASTY lat¥ 58T A ptg ( £laia¥l o lgall alge

Gy sl U1 (0 0939001 gt Lls g lall et Gllasll s (e

eladly Ja gl @lasdl JUL Jiie (e Lrag ‘Zg_?\.up 1l 45T @ady oy
Ao ASIYI LY s s (Aaglas zoln9 ol oilaShy cedazl!

Al Sl ASU Casledl molpg wlagdas e Couxdl o]

fia e QL(‘A;}’b Y (;’L*é. ety Llase ‘3 e g9 a.l.:)la Q\jji ‘Q}E.A‘Jlb

o Ao Asila (o lyel (0 Lra selay 0B Loy colas¥l I oy a3 gl sl

"I*‘ ..

wﬁﬂkznbajww a._pja.l‘ a..w)..\.].\ J‘).SY ‘ea}.” ‘J.A‘GLAT
QLALC.)j aé)ﬁ.” ‘_sL'iS.” e 2\.:‘9.’)3 MB ij).} cé\xﬂ @5).” d../.._'zj‘ Y

Dlail (aa8s dele cilulys 90 ST cpekanlly Laddle (§ cloalan¥l (e Aegaze Ao AT Glal¥l gty
FOURMY, Elise. L'impact des jeux vidéo utilisés en tant qu’objet documentaire sur la motivation des

apprenants. Mémoire de master, université de Toulouse, 2017. P 7

290



2024 Jud - oW &l - 1 a0l - 1 o acdpally dsludy! ?3—'—‘-"@1*%5-" azo

folall Bolo Liwg Alssle ilgie ke s o ol oy galios «Auutelds Az st
Sl dal e clianlly Laslugll oda JI & Ll 3155 cao f g9l mulazlly
ce9rldl (3o Aegazd Bagddlly Aarkl palls cLa sy of ¢ a3l § pdgatdl ilal,S)
Bydiag Uos (555 08 (&1 Hglxlly

ISy

g AT lad¥) ledas o ol el LY iy b (3
b2l laydes @l Ayall UKl o Oselaill Ldusy &1 GByleall alals
slediunl 418 oo Joladd! (Sas .8 y90udly o9l LS sgen Jilae (2SI
ol 1A @lailly celandl @ dal oo 2uig ASTYT LIS Gl i)
(Salilly golusl 4l goiltd) @elatdl § flidl 3ol

e | ab:ij@.u

paze) Bylazad¥ly Wilaza¥ly ¢ ool madl slazels cemdl lda 5l @
39 (Sl Sl (Stun duadli mag Abuud] sl o Aplas] clilasas
«(8lreliy duals 90) galue] o3l ALl (Sotun dupadls (o Algdie Liye e
Sl larll lucigo S (o (Bselsy ueals 90) LysdIS do (S giuns dnadliy
LpaaddY) Lpaaell Aagls altll g93lt)) mlazl) Sluga Sy cgalacyl
caly ool 120) dudlall cilealy oLl e Lanies @3 Byleial ) 28La) «ulay
cilga¥l sda ) B8LYL (eld Lyuies golue] $oilh Al Sgiue ol
Js> Aale clae; Blazudl ao Lirgasnn Juliy (g AS0) duad ey Liod
s Ao ASTYN 2all

291



2024 Jud - oW &l - 1 a0l - 1 o acdpally dsludy! ?3—'—‘-"@1*%5-" azo

gssalal| sy .1
149 ASTYI lad¥ 1.1

Slibeai 3 OIS Alain LE DIBERDER v 29 SN Clal¥l 59 o]
tdo e pe helas Clat¥l sda cd e (¥ ) a4l el diwg Crydeadl Oyall
Slelddl sag paye Sy darws Sl e poled Aapun olall cillal oo
38,4 "PAC MAN" sl dasg "ATARI" SlL> ssls o3 (PONG Zad Jta)
o 2b¥l e i Jer Jss s 415l AL s Legd 45LLII NAMCO
calll A pe el cll3 uay @3 1" Play Station” 3l gag ("SONY" 48,4
SEYRE PPN} (VS SINERIPURORSVL JRIPIICT S (B 00 3Py Pes|
Aacalll Sl s Uy S il g Il il Jrameill cilimia e Loyl

LS| iy IS e o) ccaalll ) Gsdalylly Skl Jeay Lyl
Ssiwdl Holatiy Apasndll ol § peud G Blally bl (o dogazme
Jo> byl e dpuall 45uST Lo g2y 2 peall 2iall dila s (wlally STy
liydiyd” J 3zl Aslall )las Lia Sy pudanll cbylattl Lae ccealll
JCaT 8ue 8 L as oy Bl A8l Jalall 1 Joas 1 ¢ e 08" ¢ alews
Byt coalll iy gl " ooyt LE" TSl (e ol dlasg calll L
2ol sleell sluedl dal e copilly cOpetlly Jalall o dpasds
" J o) delmall Al Laag ccuall Bppolall wlylaldl cads o>
Sl il sga 31,881 gl Qs o I cliags 1 < "agyd wigeSiw

" LE DIBERDER Alain, « Le modéle économique des jeux vidéo, un colosse en péril », Hermés, La Revue,
2012/1 (n° 62), p. 136-143
48 = 1990 ya5¥! cpagdly yadall Sl s e ¥l A atl ( JLalY 02l QA (as yle (liae 2

292



2024 Jud - oW &l - 1 a0l - 1 o acdpally dsludy! ?3—'—‘-"@1*%5-" azo

A Al g Blaaed| 1 § bl cuili Bloy 8oL, 8Y1 LS (o007 (01 5,81
L Rge 5is59 s (389 (Al s il o o0 duilay Lo cagasal

adgn (e Jiludl Liadas cobylaall sda Lee cduxs @I olad¥l oda
¢l 29 ASTY Lt

& Lol Buaie caalll yaay ()" 2l Os2" @bylas ) L il
o KK eans G S o) Al Glal¥l (e Bllay So (Jalall g
po Jelan Adlge AUspe 3 3 Al Jloazal JI <l way Jazid . aluc¥l
S Jalall cdSs glatll (e 2aoY > lre @9 Apyamall Asa,ll lal¥l
515y olos¥l Jalay cdalll uelsd widy coglanll) callly Aalazll dee Lozl
a1l Al Ll aelgally ceualall qd (BsY @ (Lpd @oSoxilly cabolgall
3 Cle byl e 13) BN 2. e pannlly dyzeald el bigtune callaty gl
T AT lad¥ ayas () (Say i (6

degame s cdungalo oLl of i s ¥ e ulad¥l e goall lda o
(lguadly o1ty souall sia . oguaill oy LTy gty Heuall oo
2 63T eleal Jiad Ll (doey cleesn e ol oldle 13] (2 (lS,=llg
oaedi Ja b e cldlall s Jleatal § JbYI 593 Gl a4 cels gl
il Sradl (e 06805 LS punlgl @llus iy s aleo i) of oYl
s 3 g eayelin Slbly dae cladsy dolxis whlall dsl e
Agg AT Aallly g5 s Slpasd

31-30 o 1962 j1mn & pmn-glai¥ll LuiSa (2lal] Aaidadl Ayl 1 2ussilly Coalll AumgleSun ccingy !
% Quinche, F. Enseigner et apprendre avec les jeux vidéo dans une haute école pédagogique ? Journal de

I’Association Comenius / Journal of the Comenius Association, 28, 2019. P 12

293


javascript:void(0)
javascript:void(0)

2024 Jud - oW &l - 1 a0l - 1 o acdpally dsludy! ?3—'—‘-"@1*%5-" azo

:%.a.l.‘iﬂ 21

rnge Sy iy wJg <2008 i (Gamification) cualall wllsian ,ls
oo sl ealardl wadl aze dogl Al Jlll 0pald 2l 2, dall 3 ¥
12017 e

bt Jleazul ga s ccaalll 9o (ud Coalll T 2l @ ST A
52 oo coaldl 0T LS 2l e 5t Ulaall A5LaLI « sl (i) calll
Jleazil 92 slazs b coaldl o) elasdl oLl ¥ et ¥ il coladl call
SLISL Jto (ad,l 8,50l 2Slge Ayala Aty @ ccalll Sliaity « uolic
3oall & daally o L) &udailly (aadll 48 « goyluadl

cedaill g #SANg ccanddly Aadll Ggude o 28,0 Coalil oo
Lol was d Wasg eudazll Gudaall Glall 3 S axl uEzay e ga
Aas Fago slof e cllay Lovie ecalll oLl ddany gl 5Laai¥ls

e OF ol sl 3 s (0,45 Cumpal coaltll 35la0 0
o0 0Sad Ll LS Paslaglall zaldly colaadatll pe Lole sbiel Jladl cpalazl]
o095 § Budiy drlizmi w8 Lo g Aate ] wzng Joe illazd (o (sl Jsges
cnaalylly JULHI (e (365 a1 Ay yanll 2l ol

sl Sl glgiSall My 2edyll 8523l By9pall coaldl Loy, ¥
Aud Sl o1 ¥y Cilg> 095 Ayl Jgumsll Js s g solere! (S Eos
cadsgry elldg Asleglall melally wladatll pe Jiadl @ilu 3ax= 4l a2

12 o APT2C g9, Ao gSall Apdizedl cpasds " cogadil) Juds” o 339
% BRASSIER Pascal, RALET Patrick, « La gamification pour apprendre : perceptions des acteurs et pistes de
développement », @GRH, 2021/2 (N° 39), p. 29
3 BRASSIER Pascal, RALET Patrick, op. cit, p. 33

294



2024 Jud- 331 Geadl - 1 aadl- 1 Adyally agluddl pglall § Cuxdl alms

iU dlasdlag (les badges) el olylivg « @laill cibigiue Bedzeiy cBISL
bl 3Ll «(les classements)

el e Aoyl bgiad ) calisel Colanll ol Jloaiw! (Say
Sl ez e L bl 3azy o (S LS alzdl G Gilam¥lg Jo¥1
Ledlazelly o lidly ceLipally ool bl Led Loy cduwly !

ey Laddle g dg ASIYT Lolat¥l 13 .2

2o colad¥ e @lall eulatl las @3 " guays Olej A J Aulys 3
clat¥l e @l @latdl” o ) dolyld] dila cals udy M gadanl) qgladll
Loy ponalall Bylall sy (Liuyds 20% deudy dudio eladll 285 (o s
cilyz Sl o i3y e 1da "832ill aL Al 0 300% () bias de s alig < 11%
LT 9l ¢ ne bLAIS elgu ceulatlly Leddle (§ 2o ASTY LIS Al
Auylan (rasd o pall dila Hladiul (Sag cllisg . Gl @latdl U (e of (Aasls
i gl hasll Usls G ol Auwsll s Aaall wlsed cnalall
oyl Bl

Sluwsll o degamay oredadll e ciedy (S 255Lerudl mlud
e Logs caalll e Ogibslgy calazll e 95% oof I curad ¢ uliy 2uaglazl]
lia .(les consoles de jeux) calll 33Ty duelll cil>gllly (ASIN casly ]l
L L By Lazadd) 5,81 i o6yt (1 bl (o Ao gazma 4 o laza]

Y|

bo gl Al 8108 sl s (8 inye " oua 3 oy e J Ay !

Sitzmann, Traci. “A Meta-Analytic Examination of the Instructional Effectiveness of ComputerBased
Simulation Games.” Personnel Psychology, 64. 2011

cool® Lyiey Ldla Aa s oL el (golae) g3l il (ggtuns) duadls ﬁb 1120 (e Lassss @3 8 leiasl 2

Ll 5]

295



2024 Jud- 331 Geadl - 1 aadl- 1 Adyally agluddl pglall § Cuxdl alms

(U3 e aaly (§3 casla) ) 5l e 5395 Sl puen @
(aadine 9lo) il Loy (e H9955 Sl ppe @
é d}"\fj @.c_?.n ‘_J_g\.u.a ‘3 L%Jjag‘ .144)3 EPPEN E}(‘_';Y\ WLs o
Ao il U Jo¥ Slelaza¥)
LY Dl HLad) 3 dle Sy meud (&1 bogyddl (o asla
cola¥ oda ¢ lssl Joo J3ludld Lnds Lo gag . oupall awgdl (3 Ag ASTY|
aigas O ey ! Van Eck &byl e slog @lad! lia @ ealaslls Leddles
(P9 Aty Bl AU ) 2 ASTYI CLatY
Alaal oIy ol R :(Serious Game) deoylazll salxll ol (1
Aadad dlual gd=d Calll Ay doadl GLKRY! jeilud (48 ,s dadas
edadl 3 bplaaiel Sey & Byledtl GlLIYI(2
calaad LayLeiiwl o Say <Al ERES olali 29 :(Commercial Video Games)
felladl 8 Bl olad¥ ST L9 « Minecraft” 8 aadl dalll Lrag duaylal
cebipnally calualydl dis (alhaazdl o aydall i Loyzs @ dus
tLdlyazedly crlally
"Seratch” Gilel) melidl Jie cdpaglas! Lt Aoea s yuss = 3
Bodaieg dcgite yulas 389 wlat¥l Ladiay S (531 4> o

TFOURMY, Elise op,cit. P8

296



2024 Ju - Jo¥1 dd - 1 sl - 1 4dpally dsluddl pslall § cmdl Ao

(Jeux éducatifs) Ladazll laI¥ ®

(Jeux d'aventure) =l ,olall Clali @

(Jeux d'Action) 5,L¥! wlaJi ®

(Jeux de Puzzle) 3Lat¥1g «oSllg (2l Saxll Ll @
.(Jeux de Simulation) dw gl 5Lzl 5€ s ilali @

& Opataitl Lowpley @1 lad¥l dess Joo Joludi B Lo LaMs!

Aoty Lied cll3 e sling 4y o3l oularlly Lops 1 peadl asall

Leouds 3 Slibas¥l letlul 1Sy Tonelasll oo Aegome e Bletul
Y S e bl colSs 2 ASIYI QY Juons i

m PUZZLE = SPORT = ACTION = EDUCATION

oyl L Mases ASH 8y diall Cowes g ASTY olat¥) tl}ai 295
2023 ke (PLAY STORE dais)

Lys38L Jof S9iuns (o Bpalig dsali 90 ¢ solue) 93l Al (Gytun (po Jsali 90 (e Bylatus! pr3e3 3 !
2023 Loyle 14 &)Lb PLAY STORE 4niw &ilslas| slaiel o~ 2

297



2024 Jy,0 - Jo¥1 dedl - 1 5adl - 1 440 adpally doludl aglall § Comdl dlme

Al Gl geliad, pllaad! el of coled! 1da I (e iy
Apaidanll LI b bt Jilie cilpalally (Y

olas) Sy (g3l @alatll ibgiucay (yoputs GI A el Al Lo
(Y IS e bl cslSs (ealdls

-

m PUZZLE = SPORT = ACTION EDUCATION
(55l 1) Colaid] cilo cyo 3kl ASYI uig ASIYI CLat¥l 51551 i
G9 BUY Glall ol (sl Adlial) lat¥ glias, de ASIYI Gl
2o Araslaall GLaIS als Lt pe 5Lty e Silly celiantl Llall Jaf s
Lesarnns wlal¥ll Legs 3 &lidly 1Sl oy CoMlisl wmgy 4l Lia 5,1
Aaslasl)

Jasd o il dabe ol 31 85150 F I ByLaY e ¥ (Bl 1 3
2009 Zie olad¥ s cyiial Com calatll (§ 39 ASTY) LY o0 dpcal
"Minecraft Education” $9,4e pe a9 ASTYI ol ploadl cdanl @

298



2024 Jud - oW &l - 1 a0l - 1 o Acdyally dgludy! ?3—'—‘-"@1*%5-" CEE

elatld B Gyl BLAIS) L (o9 Bluadl (e Aegazme 4 Casg Lois
Alad Aaglad AliwwsS callly (ols (il paiizea Blsd e Lidly ccalll M5 (00
Lz "Minecraft” At aluziwl Joo BA5LL Baslal A oSs cilityg ealaisy
Alasialy (eays zl) e 3L s (e cloe LS Apaglatll 3l
Loy "Scratch” pe dpadlil] o pdl mueatd Joo mealiyy § cboyseily .l Siula
Ay ATV Glat¥l el

alozal 481y LAl Bgaim 3 Auig ASTY) LIl Wl alexa¥l 1ia
e A9 ASTY) lad U A yalll 2SI B ledl o5 (03 G £liinyl 058>
Sl @alaisg olad¥ sia duglas Byl iy puzmdid Ja (e 2021
20l 1 § dladl ddyay ) pobatll 8,k il

Assassin’s zigai) Ll (uayds @ awig AN clal¥l leiiul 3

: (Creed

aS,adl Bb e 2007 B By Jo¥ "Assassin’s Creed” dal &yiw
fud ) @3 (oY) Axad)l dzias> il zladl dag "UBISOFT" dpuiyall
A o ladl Ol l slaiels (e gite Ayl lusTg (Sl (e Siamis 555
36 a4z e aa 80 ALl ldaall 1Sy

oosidl s> 2021 diw os,45 Romain Vincent* &Ll 2ulys cdolis
Eoldl Bale (poyad 4SS s Ales Assassin’s Creed dal Hleiiud 4ol
ol e (2155 @ Aadadl Slucwll gua] (§ golaed! goildl ealaslly

2021 415387 06 gyl 8,3Lall 0900/21 03, 15511 5,S3L1 Jlasf
frmje.ma :a9 ASIY) LU 4 ,al) AL Analel) (o) sl Llasi 2

2 https://www.ubisoft.com/fr-fr/game/assassins-creed
* VINCENT Romain, « Du jeu vidéo au document de travail : la scolarisation d'Assassin’s Creed'», Le Temps

des médias, 2021/2 (n° 37), p. 183-199

299



2024 Jud - oW &l - 1 a0l - 1 o acdpally dsludy! ?3—'—‘-“@%—" azo

Bydolie Zealll dila @05 w3y s yall 553 Jogo O oyl oyl g9ung
Js> O Lalll aalolis ol ¢ 52l umall U5l Ayl Lpasedl lams] g
il G L) s 2alll ciad> w8y " laBastille” (S e ud) aleid] dlax]
date e Oselaill e LS lusYl ae Jelanlly Goaall ped o (0 Lo
el dall tla Jeo il @ dealadl Auhyudl . opadl ) olisT 58
«(médiatique) eyl AEtly cayudl 1Ly il Aa)l e s giall

(ludique) 7, L1g Aally Li>geusdly

2255 @ oy Lo b Apall Ayl GLaTY) (e ol Tia slasl O
oo eByglate da Aad)y Lus gy LISk -serious game Balzll Clat¥ ae 45 las-
G gl Clat¥l po 2550 aBlsll 4,8 Slguoly < sgamg ctlyyniy culagasd
lda Jie 3 Loyl uidl ol oSt Aaislgte 7] bilSs] L paiases
Slasgll o degezl 2alll lls Jigms ol cdumstll o Clal¥l oo goull
Assassin’s Creed 4ca) lia 7 3901dls . cralatall (ol oiud! 389 Auaylasl)
& wlad¥l Leale (@1 sls2¥1 Sl dal A3l dasss I caedaslly Jazis (&)
Adall Aesl jacy Aapuall Lall 3laxtl Liag (dShly yome buc
Ayl By9tlly (Auudyall §y9illg AL
g AT Clad¥l Lados O oSy (@I 2umgeladl Hloa¥l J) A3l
il Lagad Lells 3 James Lils i lill Ly (§ Assassin’s Creed e 0
Bpelall Syl o Aogame 4y cuold Lo i Lo amall Ay Lkols
oo Lagd Aalll il clia (any Lgals (301 Jlad¥l 393 day o ls (894l
Ol «dalll 45l dzull UBISOFT 48,4 5 15 Llall 8 % Lee (zmodsasd) ol

" Quinche, F.op,cit, 28, p 14
2 VINCENT Romain, « Du jeu vidéo au document de travail : la scolarisation d’Assassin’s Creed», Le Temps

des médias, 2021/2 (n° 37), p. 187

300


javascript:void(0)

2024 Jud- 331 Geadl - 1 aadl- 1 Adyally agluddl pglall § Cuxdl alms

Aoy | ldaall A8 me as e g oyl 3 coim L) BIGLASN (0 L,
cispll e Aogame wilymiad ctoldl aol ads L lds calll Lonas I
3 ol Lass " Aylilly odadl Garmll paies Logd 35,401 o wgtyLidunl ol
Syl 3lens i e a8 Sy Lagiie pud Gmylall Gl o bl g 0.
Ludidl § G b oloadlly acimell duogdl Ll (§ Gondy gudadll
Juolasy A8 JSCag «olilll £939 ! (o 2385 I8 3 leal] 2uslaall
sl sl lee] BT (6,5

Leoylad Aeud auds Assassin’'s Creed dald AT A8, 411 o1 «5,Lapl
@bling e dual sl @il egatiy caiall dalde o &l Lee
& bl Lpe of Aigeyall dyuall Bylamt) e (Aage 2usyl5 BlusT cpole
5Ll ealadly gl 8AsLael amy putdy ¢ Bl (i 3 A ol B9l e
ool (e uadl (§ Al Gl (e daldieg gautid abolae (Aewdyall (uyludly
Zonelaiald

(JSLEL e Ao gazma dBgad AL Aead I LIS olie Bt Hlatiuel o)
‘Ll o0

(23 500 Jlg>) Aadsye slasels gl lasy ciilma e Lalllsdn @

e 18 Jaazaad] 3obes Tuae ) Leadll Lot @

" Ethier, M-A. & Lefrangois, D. QUELLE LECTURE LES HISTORIENS D’ASSASSINS' CREED FONT-ILS DE CE
JEU VIDEO D’'HISTOIRE ? Revue de recherches en littératie médiatique multimodale, 7. Mai 2018
% ibid p. 191

301



2024 Jud - oW &l - 1 a0l - 1 o acdpally dsludy! ?3—'—‘-"@1*%5-" azo

Jadly carall dalie dalll cillast (el cpanzs @

e Lol 4oy8 Grelatall miad Yy cBjale Akl @li> dalll puss ©
Lele Galatlly Lauas G ol ¢ pogumiy 3l
1ilo g9 s
dnased sby @ cealll Zal Al asley (il ele Slylas uSEs
1Sy udaglly 2ol woligl e 3yalall ABYI 55 LS . 3allls Jakll
OSlaad ) sae glasyl Aedadl Slucwsll oo lalatal & clibasyl
il 138y ol doadall calaloell ¢ i) oo dadoes W Ao ST CaladSUS
Bz G Ayl s1sll 8 Ao ls colal¥) e ol e dugizes &1 3agidll
zlos¥ o e Cemdl o (o el iy gladl e sganlly JIUI Gan
Bleelly Akl lin gl cuamnll Ala 2391 § 2g ASIY lat¥) s e oLigis
2o olal¥l Joams Sliaie pe Lilee 3,851k0s Lgntll Ll 2als ganyal
Oty dlly sl Byl (0 @31 duzgig s
Lo - 29 ASIY Glad¥ e 7 ias¥) Loyl w8 a1 SN 59lmaly
pagdan)) clucsll Lole 58005 (01 olalSayl ae Lediledy -ylzall colad¥l
A8 il s O e Ll Lilimgs (@) gilaald Slaillyg conalasll il
A Cilm ol
e d! (8 L 93T ey Ao ASIYN olad¥ Lt dpealy uiuxtll @
ol Bale Lutyts Liag
A9 ASIY) lal¥ Hlaiiad Joo (alaald cAale olelaly cnlous qilais @
fomyadl (8

302



2024 Jud - oW &l - 1 a0l - 1 o acdpally dsludy! ?3—'—‘-"@1*%5-" azo

Sy Al asle @ldy Aoyl Glulally colaizs gunls ®
G @ pudly (a9 ASTY) oY L= g Al Y ROLY
‘éyﬂ‘ I |aatl L? L«'&A&Mﬁ

399 cswlyd Gyiun JSpSMSL_gJ\ g ASTY gwwwﬁ&.‘éb\,\gl ®
4 all malidly el !

LGl> S alud 4 e cduyie 459 4] oladi molaiy zlul @
sl oo L) e lall e aoyall Aloull duie; 58 o> 9mmats
¢"ASSASIN'S CREED" 2] 5,55 aSLA (e (.. cxuglall

¢4 gy U1 Loy AT lad¥) Fyo90 3 @]a}ﬂ éq.l.a_ﬂ Sl il @

850599 &g ASIY! Lt S danledl cny &S, wace g sl @
Aol 3, A

Ayles A9 AST) Aall Apadall el 8L Aalatin Auale cilelal qdas

o9l cnatally «ssSEl 380

303



2024 Jud - oW &l - 1 a0l - 1 o acdpally dsludy! ?3—'—‘-"@5-"%" azo

2jallg jalnall dail

A pad) 43Ul ax L
Sadld JSall Hls o dadall (JLbY (sl § Ll mhas Ble pliae @
£1990 o causll
SPACE) ([EVELORETELE [ PN PETN IS [y [PRUPL [ DN X OUMPE SRV A I
1962 (A5l dadall pime (Hyuma
2021 coalidl Jds ciabeodl Al 5,059 @
25387 06 gyl 3y5Lall 0900/271 @3, &yliell 5,Sk1 (Aabegll A0l 5159 @
<2021
¥ Sl el

e FOURMY, Elise. L'impact des jeux vidéo utilisés en tant qu’objet documentaire sur la

motivation des apprenants. Mémoire de master, université de Toulouse, 2017;

e LE DIBERDER Alain, «Le modéle économique des jeux vidéo, un colosse en

péril », Hermés, La Revue, 2012/1 (n° 62) ;

e Quinche, F. Enseigner et apprendre avec les jeux vidéo dans une haute école
pédagogique ?Journal de I'Association Comenius / Journal of the Comenius

Association, 28, 2019;

e Gabe Zichermann, Gamification by Design: Implementing Game Mechanics in Web and

Mobile Apps;

e BRASSIER Pascal, RALET Patrick, « La gamification pour apprendre : perceptions des
acteurs et pistes de développement », @GRH, 2021/2 (N° 39;

e VINCENT Romain, « Du jeu vidéo au document de travail : la scolarisation d'Assassin’s

Creed », Le Temps des médias, 2021/2 (n° 37) ;

304



2024 Jyd - JoW dedl - 1 a0l - 1 adpally dulud¥l aglall § Cemdl dlme

o Ethier, M-A & Lefrangois, D. QUELLE LECTURE LES HISTORIENS D’ASSASSINS’ CREED
FONT-ILS DE CE JEU VIDEO D'HISTOIRE ? Revue de recherches en littératie médiatique
multimodale, 7. Mai 2018;

frmje.ma &9 AT ClatS 2 el 4,SIL Aaaleel) o]l adsll @

ubisoft.com:UBISOFT 45,4 (o ,Jl adsll @

305



