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National Taipei University of Nursing and Health Sciences

Teaching Plan

Department Section:
(Graduate School)

Department Section:
(Undergraduate School)

0School of Nursing
ONurse-Midwifery and Women Health

oAllied Health Education and Digital
Learning

oGerontological Health Care

oTraditional Chinese Medicine with Western
Nursing

oHealth Care Management

oInformation Management

oLeisure Industry and Health Promotion
oLong-Term Care

oSpeech Language Pathology and Audiology
oInfant and Child Care

oExercise and Health Science

oThanatology and Health Counseling

DArtifical Intelligence and Big Data in
Healthcare

oSchool of Nursing
oNurse-Midwifery and Women Health

oAllied Health Education and Digital
Learning

oGerontological Health Care
oHealth Care Management

oInformation Management

oLeisure Industry and Health Promotion
oLong-Term Care

oSpeech Language Pathology and Audiology
olnfant and Child Care

oExercise and Health Science

oThanatology and Health Counseling
oSmart Healthcare Interdisciplinary College

Program:

oTwo-Year
oFour-Year
oPost-Baccalaureate

Course: Game-Based Learning: Design and Development

Chinese:(In Chinese) #5538 & ¥ K+ 2§ i

Credit(s): 2
Instructor:

Course Description:

This course aims to explore the theoretical foundations and practical applications of
game-based learning. Students will investigate how game mechanics can enhance
motivation, engagement, and knowledge construction in educational contexts. Key
topics include game design theories, learning models, cognitive psychology
frameworks, situated learning, role-playing, and flow theory. Through a combination
of lectures, discussions, and hands-on practice, students will gradually design and
develop educational game prototypes. Design themes include narrative integration,
interdisciplinary content, personalization, and adaptive learning. In the latter part of the
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course, emphasis is placed on playtesting, iteration, and improvement. By the end of
the course, students will present and demonstrate their original digital game-based
learning projects.
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