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Abstract: Enjoy playing comes nature to every human. Consequently, students can learn mathematics happily and raise
their interest in learning mathematics in game-based method. Recently, digital game-based learning is increasingly
popular, and be practiced more frequently. This study combined competitive mode and game-based learning to design a
mathematical learning activity for students to compete with their peers by cooperate with their group members, and
investigate students’ motivation and influence brought by this activity. This study planned to adapt a mathematical
ability diagnostic test and motivation questionnaire to collect students’ data. The experiment will be conducted to
observe and analyze the impact of mathematical learning activity in the near future.
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