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Abstract

This study aims to systematically explore the deep integration path and actual teaching effect of
game-based learning in original art creation courses. Based on educational theories such as human-
ism, constructivism, and “learning by doing”, this study constructed a teaching program centered on
gamification strategies, covering four key modules: inertial/elastic/curvilinear motion, character
modeling, animal forms, and the representation of natural phenomena. A semester-long teaching
practice was conducted among first-year students majoring in animation production. Data collec-
tion and effectiveness evaluation were carried out through classroom observation, student work
analysis, and questionnaire surveys. The research results show that game-based learning signifi-
cantly enhances classroom interaction and student engagement, helping students more efficiently
transform abstract theories into concrete practical skills, especially in areas traditionally challeng-
ing to teach, such as character dynamic structure design and animal form representation. This re-
search provides a replicable and scalable practical paradigm for the systematic application of game-
based learning in higher education art courses.

Keywords

Game-Based Learning, Original Artwork Creation, Humanism, Constructivism, Learning by Doing

Copyright © 2026 by author(s) and Hans Publishers Inc.
This work is licensed under the Creative Commons Attribution International License (CC BY 4.0).
http://creativecommons.org/licenses/by/4.0

1 58

JEm AR EAR G B R LR, BA RSB, EsmEefERES, REA SO AR
7 s S HORSEELSEAT, S A HRE 1 b 9 IR A 5 WU I IR SRS, L i B ELRE 2 A 1Y
ROIR R A RS R4 5

feGilty “#. 2. 7 LA R REIR PR RIRALIE N R G, EAEBREENAEAI SN, R AR
I N DL K B SR R 5 BT RE 05507 THAFAE W B R R o e R SR A F R O T L 158 53
JIVERLA], Dy bR R R O TR RE . AR, IZHCEIRAE R R E QR S IR TP R G sk
B ST R AL .

N, A TCEBOTE R ICR R Z N, SO TR AL S 4 A ) T RGBS, W
LT T . BIESENACAESR, JHE BN AL, BV HAE PR SR P AR R
BRAE S 2, DASYI D i R AR 0 20 S AR 3 T 2 ) 1 S S R

2. ERBFAES=ABFELHRMEITENHR
2.1 AEENER]

ANA T SCEREEIR T 20 g ip ], EakEE M BLEAD O, BB R, AW
FAEFMEMAESINL. ZXMHAI S SHE AL R, e - EEEHSE. ARERN
JiRRE

DOI: 10.12677/ve.2026.151027 180 BV E R


https://doi.org/10.12677/ve.2026.151027
http://creativecommons.org/licenses/by/4.0/

>

REST %

‘_l

BRACEAR IR Rk S PR S . IR R, FAES SRR, AE RS
WAk, TRREWS 78 RAE L RIERIM M. e e, AT EIRR. PE%, L5 &Ema
&, AN ISR R BRI WoRBAENEEEER N, 5AART B A R G, whEE
TN A AR AL ) S EAL

PRIE, Reil R BCEAHERN R QIR A BT o e A M B AR, WO SIS BT
e, EBR AT R IRTIRRE S I RR 2]

22. BHEXFIER

R SCEARAE I B 22 P B0 57, SRR A AR AR R S8 1 8 rh i R A EEAT 2 3] o I A
W PMES 5 B AASiAE T iR LI A A ROR 1R[] [, AL BRI Z N2 A3t 7
BEI SRR . 2 5RARTTIR IR, 158 1A 3 SO ST AT, O IR ERAE R TN
B 2R

Rl RACAHE S B E SRS S, e IE B, M odpiEsE i [3], 51 A B A
KIS AT RIR AR S R o 3R B AL 5 R St o, 5 A RS L8 SE ik b AT AR 5 58
B E S ERE, TR ST HOR

Ik, —F 4G ACE B T sm 22 A (22 1 sl WA Jofgat 7 HA1E 1 5 MERE ISR & KR,
Il B I S A

2.3.John Dewey 1 “MHZE” HEEIR

RS EZH X John Dewey $22: A5 HUARSS & 1A 45 2 BURE B AN R I B Eh F20F - John
Dewey A7, MEAIHIESEERY:>], ARESKIAT SHSEGNRELS S, BRATHE LR,

“Nf TR B SR I AE SE B BRI AR, X A B T AL R T AR,
RE T BRI ER S RE ST SR QAR — TSR MR SR I 22 R, AUCEOR A B A QUF B e, HEORE
RERF B R Y SE B PRI, i AR B 3 vh U B B R B AR Y — RSB T [ i 2 77 5K
REfE YA RS O A PR Ve SRR (2 ST PR 8, AT B A At i JEL A i ) 4 ) 27 2] 5 R R

3. MBI FEEREIHEREFRIRU N A SERRLILT

BT R, B FON R R P A DR B PP i . A\
BB, S B AR B, R TR P W
o SR A LA 1

Table 1. Original artwork course module design and knowledge point requirements
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Figure 1. Step-by-step tutorial on using inertia, elasticity, and curves in original artwork
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Table 2. Comparison of classroom interaction behaviors between the experimental and control groups
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Figure 2. Step-by-step tutorial for character concept art
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Table 3. Score distribution for character turnaround drawing task
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Figure 3. Step-by-step instructions for drawing original animal illustrations
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Table 4. Comparison of scores for each dimension of the ARCS motivation model (out of 5)
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Figure 4. Teaching steps for original illustration of natural phenomena
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Table 5. Proportion of innovative solutions proposed
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