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Abstract: The 21st century is the era of digital information the Great Leap Forward, and the current situation is easy to
obtain information related to learning on the Internet. Nowadays, students can quickly and easily find content of
interest to learn from the Internet. In this manner, the traditionally progressive curriculum seems to be unable to meet
today’s teaching and learning process. Therefore, during a semester of 18 weeks’ interactive multimedia engine course,
the teaching process is divided into three instruction phases according to the degree of difficulty. “The difficulty of
courses” and “lectures order” are adjusted via the control group and the experimental group to explorve the
performance of students in the learning motivation, aggressively learning attitude, and finally learning outcomes. The
objects of this study were 120 sophomores from Department of Multimedia. According to the results obtained from the
activities performed in the experimental group and the control group, we can conclude that the adjustment of lectures
order may increase the learning motivation in students, and further enhance the possibility of completing game projects
and enrich the interest in the project development for students.

Keywords: stages teaching sequence, learning motivation, game engine

1. %%
%dr@%liﬁﬁjﬁ%*iééﬁ FoE AR LY ES BHSA RK T e

]? ——é-—g"h ’;’rlféei ﬁr'@‘?”ﬁﬁiﬂ EE}Q}?’L\ ‘ﬁl T % = ﬁ’-)ﬂ‘-? i E] i%ﬁi L_é)ﬂ{
ﬂ”m@ﬁﬂ‘ﬁ@b*hﬂ**%&W%wﬁ MG AR LB RN RS

? W*“iﬁﬂ*éﬁ#ié~ A R AT (F
1’ér_l’ WA B3 B R | AR o :%Px%/,,\;;ﬁ; Prg s A u L g d] s
Dot~ SRR A AR R B L F SN e B o B e BIERD

o

332



Wu, Y.-T., Chang, M., Li, B., Chan, T.-W., Kong, S. C., Lin, H.-C.-K., Chu, H.-C., Jan, M., Lee, M.-H., Dong, Y., Tse,
K. H, Wong, T. L., & Li, P. (Eds.). (2016). Conference Proceedings of the 20th Global Chinese Conference on
Computers in Education 2016. Hong Kong: The Hong Kong Institute of Education.

HRET PRI R RFESEN R E S S RS LD R AL FY ER - T
%‘%‘r} ﬁ;ﬁ:“'ﬁﬁ-;@ﬁg ) 91‘%2@@1:‘1? 48P Hs g zér;,,t;%,u o

2. % i

"far B A Ed EMEEREAENEREY > ABROKRERN T F4 1A E
PIRERA 0 LGD IS HPLRASLY 1 R OT Y gL

dIFERE N E- HEFYERBARE  BINEY N AR FESOV N o iTE KIF
TR Y S S L R RS 3 L e ) B
T RN E “FK* 55T 2T ¥ oAz ie * (Younas ,2015) o & H R 7 fiein 25k o
')? 4—":‘_ * ¥ ﬂ*mﬁmi%’urz? algpN gl B P H-5 B0 16 BT 30%“"/}4
T 23 Kéf‘*«/ﬁ g Hrih- X b (s Aty 2015) o KW ‘*’éiﬂii PR Rk
- ,Ehé‘fji—*zm%‘fjjﬁv#ﬁ’m NFER #2009 & = * chE RKFF X SHmEET >
% i O%méfrsﬁ)i:g,g,g SRR T R YEEYE (TR a1 2 (Williamson 2009) 4o i@
PERRE AR B F AL B EH R EF Y B ﬁﬁtpﬂc?ﬂtﬁrﬁ“& MR I
Nl KA FAF T eE Y > ERFENEE TV NS FRAR
e BEN AR AE VBT (YR 2011) g A 4 ik g 2 LR B, gy
?IEH"P\—:'F%—;E’TJP 7 ,{,§§§4 ﬁ*é}ik{mﬁ ﬁ:zJ u—h :L\F;wmp W ’l§§4 ]}gwﬁnmé};;{gg
end FEskBiaFHad > TE Yoo 387 fR05EN 2 K 2REN (T » 2013) -

3. F 7 B
TSRS R RS AR AT U Z R RSRG IR E BRR RS RS

x
A

"5
Y
p

ETNS

”
3.

S
g

»

49 v

CEJ
.

R

= M
7
ki

LS 2]
o ‘mk*

~=ie F_&l

-
-0 9]
ki
;\

’

ﬁw%¥éﬁﬁﬁﬁﬁmﬁ%F*éﬁ@ﬁﬁﬁﬁwﬂﬁ’Uﬁiﬁﬁ%ﬁﬁ“%ﬁé?ﬁﬁﬁ
EREF AL DR ARHERES R ASRKET HR LS BERE

o ¢ gL

o —\ S fE S g o

® %%Eiﬁﬁﬁw*

® M AHTFREIES o

d Luég{gﬁpwm,g ’#;g}i%{,#—r v iE- 3 ’@gﬁ B m'.aﬁﬂfhﬁ&;}:a Jw-g FIE % S IR
BB AL T e Py EREd CRERER S A gL 2@ ) e b A
WiTiTsE B4 By s T8 TR SEGK I A #H AR 3T "B‘%EH ?‘}@?

LI Sl Se R SRS Sk eyl il S p) R T
I N ERCEE LR E 2y
31 REHREFF

AL HEH LR AF A FF L1200 N ERETEFS BB T 5
&R R R (1) -

RS SES LT P A ER S L B S R REEE AR LY
A4 o H;Z—'g:}ﬁéfg FUBAR ™ 38 o d - REFRID BAP P ARARTI S > S e NE B
—ﬁﬁéﬁﬁﬁ’?ﬁzk%ﬁﬁ%?%ﬁoﬁ%@*%%@U—%#Fg?ﬁﬁr+£€
TR RS EFRRF I RETAHTTI R

AL ek FOE A AR

333



Wu, Y.-T., Chang, M., Li, B., Chan, T.-W., Kong, S. C., Lin, H.-C.-K., Chu, H.-C., Jan, M., Lee, M.-H., Dong, Y., Tse,
K. H, Wong, T. L., & Li, P. (Eds.). (2016). Conference Proceedings of the 20th Global Chinese Conference on
Computers in Education 2016. Hong Kong: The Hong Kong Institute of Education.

HE 2 HALK TR B B o RATK T B
® RPG Maker(%) ® Unity(ig)

® Gamesalad(” ) ® RPG Maker(%)
® Unity(sg) ® Gamesalad(*® )

Eﬁi;ﬁﬂé*zﬁﬁ%%é\@ WA TlB T R AT R PR L AN FAEE
B R RE 2 AR RSO NE Y SRR EH RS #Eﬁ & h’f%’*’ Foag o MR A
’J‘p?‘iﬁﬁr%’* FIenggpes | 8~ SRR F R - FE I B NE RS AR A5 kg
IR *3 bﬁikk?fgzz§+7&§4 g3 ﬁ"}’ﬂvf, rffﬁmﬁ 3?67’5"33 _ﬁgﬁo

4. Fg

ARy Y TEFHFEy 2 ) BT LA Fioatrid o a®2 i a B
SR R F R e T EXGE Lt SIFRIRL AF)E SR S 54T *%‘d
AL B T IERCE A E YO S M KE IR SonhL B

R R AT LT ER R S SRR ST Ty
SEESY S L ENEE T 38 12 L LR SR EEE Y LS L
m%*ﬁ%w%9&~ﬁ%m%94)ﬁﬂ%x@ﬁ»ﬁﬁm%4mﬁﬂ o R
PR ETHMANEZE > BV HRHER LR 77 FARALEEAIEG o d AT %S
B FEREAFESY P d W ARARIEDT V52 ¥ fgﬁﬁﬁhg P YRR AL
J g]ﬁ]«b% ﬁﬁ,}ég?gi—épu*fﬁg grg , I“’:a z,j%{g\,%mé}tg,gr’ s X iz g\.)ib':ilﬂé
S PR FR TN ER AR PR E T L FR R L
BB oo mEY e duEis BAFL A BPE TR o

5. A 2%

*
£

FAaFVREd N FHNLEEBGE TR GE G 7 o ST gAR N 5 302 R
& ?‘f;i?%ﬁﬂ‘g mﬁif}i‘if”#fr‘;(% P R .-afii m§ 33@5&"’ Y e % 4 AE - Fi B &
%»w@ﬁﬂﬁ@wmﬁﬁ’ﬂw$¥%$@@éiiw&ﬁ%ﬁ’&%ﬁ%kﬁﬁw&ﬁ
)\ﬂ]ﬁ'%’&]%§41if¢§;{gblfm&\7 B & liﬁrz%ﬁﬁo

FAT T 2 S do % i B T &&*?ﬁ‘fﬁ WA B Y i g s Feto Ligis
’éﬁcﬁ_qsc Pl E > B4 LR RIT g IR P £ 0 Fla ﬁ*?’ﬁcﬁ_? TLA A LR
TR o P A PARY VO Y PSR F ok 1T N ) e B IREE S N E AR o 4

FEAENEARY TENEERTNER AR ESE L RE R W E YRS KRR
gk R E- 5*5%\,?#?-§§'L%4§3g3 e 4 o
5.1. 255/ ) E 4 ¥

AT RFPEREZ @Y PRRBEIRZE THEAKEZEY NI I FRY | 3%
R R R A B BB GARRE R Y e 7 | F A  HORA - ¢
718* C.Vogler (2013) =2tz e & FH - HMA A FTH SR EMEFHTTE > nE T2
TEYARAEN F o BFEYREY kBT AT I8 8 N i F A4
%ﬁ'zwwmw%% v ek o BHHE YA 0 T RBBAERE L § SERIK
FPkHE>te-#HgY &F:Fé’”vﬁcj‘ FRE TRl p A Y F Y BAEL > Y 2 %
B L REFERD 7\ PR 2 B RRTADAE LG SR E Y o Gy R SN
TERzZ LR R A AP #éﬂf ot o Y Y R RRD 5 A AR R R ER

334



Wu, Y.-T., Chang, M., Li, B., Chan, T.-W., Kong, S. C., Lin, H.-C.-K., Chu, H.-C., Jan, M., Lee, M.-H., Dong, Y., Tse,
K. H, Wong, T. L., & Li, P. (Eds.). (2016). Conference Proceedings of the 20th Global Chinese Conference on
Computers in Education 2016. Hong Kong: The Hong Kong Institute of Education.

NIREFE AR ARRAR I B FEEY P TRk R P SRl e 2T & AN
é‘?ﬁﬂ?mf’\ 2’: 5‘333 =Y gg Al I,Lﬁ@‘.‘ m§ zsfi; ° sa % .-u__pﬁcﬁE_F'aiirvaNﬁ;»ﬁFF'& , rﬂ (B
8 Unity 3D 255¢ aﬁ*éf%#w SR ABRAEITEREER R o N H D N F%:ﬁi
rEHB > VURIEEFANEYERRLHEE L B A2 8B FE ] AR
A E WRERR D AT E d}\fp i‘éﬁ“-m? el e 5o F;"%/,}%frﬁ'fiw,‘? 4 |§§'JL
- Bw RBEFEREEERAFTIREF I EER Lo F B Y B % > T8 R
ERCIARE i NI
5.2. Rt BE4F7

i3 B ERREFAEAITY A REET IS Y 2 BIFEARER N F 4 Y p
EREEEL G FYHEhF By BESET - LB AKME Y BEE TR PHBE -5
FP TR FHRBERY PR T LR ﬁ_mﬁ}a_ Fg(yb;,‘rm M EeR AR feen g Y Mk
xernd B RERFREV S AL BRI CMESRARRE R R R R Y ) H hYs
BRNAIEE o B A PR S RGF D R R R e ﬁ“’f*@'m T AR R RS RE R
RELI SR EEE 2 LR LR -
6. Hw& B

BEARERERE G EERFE IO ARLEFERTR I TERP 0GR
FARREIHENRY REFTHELFTH > BV ERY € 22 {30248 (RGAT BLIF
2012) - SR B GG H W AR A 4ok i M VBRI ERE O REFLF RBERY A0
stﬁ)lb%**%m%‘f ER* cAFAMILE ARF PR RAIFY Hﬁ-%*"yfi%f AR N
B o e (B> 5 >0 )i b PP EOE B 2 skt R (B > ->§ﬁ;)j\mr§ D A Y Rl
?u?x%miﬁ% SN B KEME TG 0 MY F R LRI s s
e NEFEFEYE Eu PR - FERERRE SR eiv s B RSB ART Y
RN F’“ﬂ‘ BRI I G ERAERY RS RE DR AGE ] e iRE
FAFVYRAL X3 zaﬁf'r)%*«ﬁl'fmg T3 BT feokdess REL ATV P H
FRADER &) 2anflivs & oo

A e R BIFHIGE ST G E %Y MOST 103-2511-S-152 -008 -MY?2) -
Rl N
%f % (2013) o W B FY o T 4B ERT S
e (2111) - % &X—iﬁ&ﬁi)“i’t?%’* -(H)—F= ﬁﬁ%;‘?,ﬂ BNKE o 2T EY R 2011 &
1% » B~pa: http://www.huayuworld.org/
FRES® 2015 oS3 FEF DA% (FHI(2015-7 7 6 p)e Zrpatfhe
i‘a‘%%ﬁr’ﬁﬂ— F (2012) » S MR ME WA FH T T2 Y S T2y c EFT RS

B3 9(3) »1-29-

Vogler, C. (2013). iF 2 B @ Km ez ¥ ;’m— i# 4% ¥ (The Writer’s Journey: Mythic
Structure for Writers, 3rd Edition) (3fg4-3) o S 4 5 0 7 % 158 o (J (¥ 1987 & 1K)
Ben, W. (2009). A Report for Educators on Using Games for Learning: Computer Games, Schools,

and Young People. Bristol: Futurelab.
Muhammad, Y., Ahmad, S., & Hafsa, A. (2015). English language learning: A role of multiple
intelligence. World.info, 46, 6-10.

n‘k fvé

335


http://www.huayuworld.org/

