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Abstract: The goals of learning history are developing students’ history abilities of presenting history, understanding
history, describing history and using history, meanwhile, enhancing students’ learning motivation of history. Most of
teachers using traditional narrative textbooks and pen-paper based assessments when teaching history. However, when
facing the complex relationships between historical events and historical people involved at the same time, students
may have to pay a lot of efforts and have difficult to learn. This study proposed a game-based history learning system
with interactive time series tools which are corresponding to the sengoku period events of Japan and assist students to
learn when playing the game. The result reveals that the interactive time series tools in a game-based learning could
improve students’ learning performance of history and learning motivation.
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