RN £ & SLE S PR HE S ¥ 8 £ Lk
A A AL
Rz d A HT <8 el 1 F G Ee e
'E-mail : chang79222@gmail.com
‘E-mail : jenyichao@gmail.com
e
d ""&F]’J‘ BEBFAEN L TRY ] AZHFCER O ‘?]1}“ *
ATHE R - ER S BB RGAE T G bl 2 ﬁi—vﬁkmga

"*’?” W%ﬁf«aw’«‘%‘r RTfeREF L F m"'”imérfm“" we %*ﬁ
BN E Y PG o ik b S g e g B o B i e sk T SRS B
+ 3D s e B S RE Y B F o FHE A o AR
FVYAGF LM Y p B F 2§ S {riiir K- 0
_ﬁgﬁﬁimﬁyﬁ?—g’aé@A%*%*&wié7%ﬁ&*

MeET P B LS SR - F BT

Abstract

This study aimed to develop a set of early Qing Dynasty based digital game for
the sixth grade students, because the senior grade elementary school students often
can't organize and memorize the kind of knowledge about the history of Taiwan.

Through the analysis of document collection, interview and student feedback
form, the educational needs, purpose and a suitable game design method were
understood. Based on the concept of game-based learning, the table game combines
the characteristics of digital technology.

The content of the website, augmented reality marker and 3D-print accessories
were utilized to connect the corresponding knowledge, as well as discover the way
that students learn historical knowledge from game scenario. In the future, this digital
table game will enhance students' learning motivation and cognition. The digital table
game not only can be a teacher*s instruction aids in the social field, but also provide
reference for the game designer.

Keywords : digital table games, game design, the Early Qing Dynasty in Taiwan
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