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Abstract

Vocational education and general education are two different types of education, with equal im-
portance. Since the reform and opening up, vocational education has provided powerful talent and
intellectual support for my country’s economic and social development. This research mainly dis-
cusses the impact of topic-oriented and game-based learning in programming courses. It is mainly
aimed at Python programming courses and constructs a set of problem-based learning (PBL) and
game-based learning (GBL) teaching strategies. In the teaching model, students and teachers learn
from each other in the course, students’ active knowledge and mutual learning situation is greatly
improved, and the interaction between teachers and students is better. Based on the discovery
and analysis of curriculum implementation, this topic summarizes and puts forward research
conclusions and gives specific suggestions. It provides future programming curriculum imple-
mentation topic-oriented and game-based learning courses, practical reference basis, and also
provides reference for similar courses.
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Figure 1. National higher education enrollment and the scale (From Sohu.com)
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Figure 2. Globally active software developers in the fourth quarter of 2019 (From Sohu.com)
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Figure 3. The stage of teacher designing topic-oriented curriculum
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Figure 4. The implementation process of topic-oriented learning
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Figure 7. Module and topic production
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