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Abstract: Digital games can guide learning through virtual reality, and well-devised game processes can trigger
learning motives, which can further promote learning effectiveness. With the advent of information technology,
classrooms are no longer the only type of learning sites. The rise of flipped classrooms has brought about another mode
which subverts traditional course learning. This study aims to apply digital games to assist elementary school teachers
to teach in the flipped classroom. Students’ learning motivation was investigated. The findings reveal that the positive
impact of game-based learning activity supported flipped classroom leads students to enhance interest and attention of
engagement in learning activities. The results of the study are discussed and implications are provided.
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