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Abstract: To boost student motivation and interest, scholars have integrated game-based learning (GBL) into curricula
to enhance traditional teaching. Previous GBL methods, mainly using single-tier tests, made it difficult to distinguish
between genuine understanding and guessing, limiting feedback and guidance. This study proposes a digital
game-based approach (TT-DGA), developed with RPG Maker, incorporating two-tier tests to support knowledge
building in art appreciation. Sixty-two university art students participated, with an experimental group using TT-DGA
and a control group using a traditional game method (C-DGA). Results showed TT-DGA significantly enhanced art
appreciation, motivation, attitudes, and flow, helping students self-assess and correct misconceptions, making DGBL a
more engaging tool for art education.
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2020) , 1EF BT ARAE R AR A E 8 (Troussas et al., 2020) o B KA BRALEE A A 2L
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09383 o B BR b 20 R R B IZAE L AR, M 100 5o % H h % I K 3% 3T 4R A Pintrich 5 A (1991)
It B . s EPA B4k, 3R A 5 BEadz ik, KIEFTARREN) BHEFREG) ,
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