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& 40 28.56 6.04

fh ~ &R R

B BVINE S ERAE - R R HEME FERAS - SEECAHRR R A iy 5 ke
TrizEh - MR EARE H i DA A EA B i S AS O BB - BB/ N E 28R
AR A TR E T E T MER - (LR LR DR A R & (R
SHECER IR - MEPRDITETA AU (UHRH ERERT RS E L - (B2 BRI ER S
MR > TR ) ARV E RIS ¢ 1T AT TR S B R A AU
RS - Bk Bl ea RSt i S E OIS BARESER T AN TS
REVEE ) BN > NIt E AT IFTaG T B S RS2 > sEfE R
IR EER BRI ZE TT AR IR SR AN B 308 TR & 225 {5 -

AWTFELUEARERE T > S/ NER AR AAGE B R Ry (IR S SRAR 1 R 8 > DA
Unity3D /2 & B A EEAES - SRR ie i PRy 5=t - s
MIRVEEREIRBIECR - WS HEMECHIREN BRI > foa~EEM
WEsGTITHE ERYS5 SRR L A DU BBE AR - IO EIEERA Y
RMENE - HETH BRI S B AR - WE ARSI L TTR T
fY PBL » fERBEEREE ARG S WHTII P SERE AN B R A FS 2
B - HE2IRAEDHTR T - FELLAI IR (B Ay LB B e84 B0 Bl
Bk -

AL BB E AR - AR TRERYIZE - BRSEARE TR
FUBRHIRE | BERRE SRS TR T A AV ERE R - LR Ryt B/ N TL AR AR
HYERAE FiTaka TR SL B B B Y - 5 BIEERA S8 & A S ISE A BT HIER(FRG
B Wt BB R ILE AR S EHRE - I B B S HAR S F e H R
RERA: > HEAT(EFIMERTAL - FELE AT DAREORGZ SR B R A RIBE AT 1 » A4S
RURLAE S EOERE (BREFRYE - SR - WEE) - KRR
PSR SR M - A NERVB TR TR B e o KR Ry B B
BAHIRAH - BEERGEHRR - TS ANECR - R EEEBIE SRR
HRGHAIZES -



42 HEPHELIE 15 (2020)

S

S EHFEEZ B EREEER - NS EANTRITA A - 3
BEEGH -

S22 30k

P (2018) - BREGATAERGEREIHZEEES - 3L 64750

BEH -~ #EE (2013) - BN T4 L2 IRE ) BISBER BRI 2 B B
oo KT PHEEY 1 (2) 0251276 -

PRFHE ~ MRS ~ Hd0EE ~ Bk (2017) o FRESESOABERE =~ B A R ISN5A 3%
BHRCETAL » B8 ¥ #1409 (4) 0 109-131 -

et ~ Hevzss (2006) o (TENEREE BEE < SEAB IO EPRET - & f T
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Abstract

The learning content of historical subjects requires the laying out of many plot
lines. The information is plentiful, yet it is difficult for students to integrate and
understand. The complicated timelines and historical background make it dif-
ficult for students to find their focus in the course. This study aimed to develop
an educational and historical role-playing game based upon the fifth grade of
elementary school’s “Taiwan in the Age of Sail” unit as its learning content.
This unit is the first time that elementary school students get formally exposed
to the concept of international history, specifically the periods of Dutch and
Spanish rule and the Zheng Period of the Ming Dynasty, an era which had an
essential influence on the development of Taiwan. With the aid of the digital
educational game, this study added interest and learning to the texts in tradi-
tional classrooms. In this educational game, we designed different 3D models to
represent topics so that students could better immerse themselves in history. In
order to motivate students to have better learning outcomes, the three core ele-
ments of gamification—Points, Badges, and Leaderboards—were integrated into
the game. The results of usability evaluation indicate that the “Taiwan in the
Age of Sail”  game has good usability in terms of usefulness, ease of use, and

satisfaction.

Keywords: Digital game-based learning, History education game, PBL gamification



