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背景與動機I

一、背景

二、動機



一.背景
I 背景與動機

• McCoy (2013) conducted a survey for digital distractions in the 

classroom and results showed only 7.93% of students never 

used digital devices during classes. 

• The survey from CENGAGE Learning (2014) showed students 

texted (35%) and used social media (20%) during classes.



二.動機I 背景與動機

• Since discussion forums and smartphone are the two major 

reasons for distraction in classes, this course used games and 

smartphones to stimulate interaction and participation. 

• Blended Design: 

• Traditional game-based learning concept(Bingo Game) 

and the use of mobile technology(Socrative) on the 

learning motivation, knowledge sharing and critical 

thinking. 



課程目標、設計與規劃II

一、開課基本資料

二、課程教學目標

三、課程設計與規劃



II 課程目標、設計與規劃

一.開課基本資料

開課教師 張瑋倫

開課系級 淡江大學企業管理學系

課程名稱
資訊管理

Management of Information System

年級 3年級

開課學年度 104學年度第2學期

選課人數 50-70人



II 課程目標、設計與規劃

二.課程教學目標

 Goal of the Course

• The course “information management” is one of the five management 

concepts in core courses of department of business administration.

• The goal of this course was to teach students understand the basic 

concepts of information technology, importance of information 

technology, and the applications of information in enterprises.



II 課程目標、設計與規劃

二.課程設計與規劃（1/8）

 Teaching Strategy and Method

• The proposed teaching strategy and method is the concept of 

game-based learning. The instructor needed to prepare questions 

in advance for students and combine with：

• IRS (Socrative) 

• Bingo Game.



II 課程目標、設計與規劃

二.課程設計與規劃（2/8）

 Socrative-introduction

• “Socrative” (an IRS system) allows teachers to design/manage quiz 

easily through any device. The advantage of Socrative is to allow 

students use own device to input answers. Students can simply sign up 

and sign in designated classroom by student ID and answer the designed 

questions. Teachers can show the answers from projector by hiding 

students’ names and check attendance. 



II 課程目標、設計與規劃

二.課程設計與規劃（3/8）

 Socrative- application in class

• Students were required to read assigned article(s) every week and 

answer a pre-designed question through Socrative.

• At the beginning of the class each week, the instructor check students’ 

report and then show the right answers via projector during classes.

• During class, advanced or new questions are asked on Socrative; 

students are encouraged to share their ideas anonymously through their 

smartphones and the instructor may check the attendance as well.



II 課程目標、設計與規劃

二.課程設計與規劃（4/8）

 Socrative- teacher’s interface

login activities results 



II 課程目標、設計與規劃

二.課程設計與規劃（5/8）

 Socrative- students’ interface

wait to start enter your name Start to answer 



II 課程目標、設計與規劃

二.課程設計與規劃（6/8）

 Bingo game-introduction

• Bingo game was used to encourage students talk and share each other 

during classes. Students were allowed to flip bingo cards when they 

share ideas and thoughts on Socrative. When they get five numbers and 

achieve a line on the bingo card(either vertical, diagonal, or horizontal), 

they get a point. The group has highest points at final week get an extra 

point for each member.



II 課程目標、設計與規劃

二.課程設計與規劃（7/8）

 Bingo Game- bingo card set



II 課程目標、設計與規劃

二.課程設計與規劃（8/8）

 Learning Performance Evaluation 

• The learning performance was evaluated by midterm exam of written test 

(30%), final exam of written test (30%), attendance of participation (10%), 

assignment of homework (15%), and case presentation/discussion (15%). 

In addition, bingo game was the extra bonus on top of the final grade (up 

to 5%).



學生學習成效與回饋II I

一、成效評量工具及面向

二、成效評量結果

三、學生回饋



III 學生學習成效與回饋

一.成效評量工具及面向

 Evaluation Tool:

• (Pre-test and) post-test questionnaire

 Three major evaluation aspects: 

• critical thinking ability

• the use of mobile application

• the use of bingo games



III 學生學習成效與回饋

二.成效評量結果（1/6）

 critical thinking ability-1

• the average score of self-rated critical thinking ability is 

6.018 in the range of 1 to 10.

• the average score increased to 7.274 in the midterm week 

(i.e., increased 21%). 

• The outcome shows bingo game and Socrative indeed 

stimulated students and help them think critically. 



III 學生學習成效與回饋

二.成效評量結果（2/6）

 critical thinking ability-2

• The average score at the end of semester dropped to 7.162

but did not show the significant decrement. 

• The slightly decrement from midterm week to final week 

was acceptable because students may still lose their 

focuses on classes.



III 學生學習成效與回饋

二.成效評量結果（3/6）

 the use of mobile application-1

• 71.429% of students considered it was helpful for critical thinking process.

• Students responded Socrative can allow them see answers instantly and 

anonymously.

• 70.13% of students considered Socrative helped them share knowledge.
• Students may see others responses on projector instantly and they had 

pressure to provide unique answers. It’s more like an implicit competition 

to students.



III 學生學習成效與回饋

二.成效評量結果（4/6）

 the use of mobile application-2

• Finally, 63.636% of students mentioned Socrative increased 

their willing to share and interact during classes. 
• Idea sharing can help students generate new thoughts by 

stimulation. The advantage of Socrative is to enhance 

informal learning process instead of lectures.



III 學生學習成效與回饋

二.成效評量結果（5/6）

 the use of bingo game-1

•

•

•

•



III 學生學習成效與回饋

二.成效評量結果（6/6）

•

•

 the use of bingo game-2



III 學生學習成效與回饋

三.學生回饋（1/4）

 Question 1:



III 學生學習成效與回饋

三.學生回饋（2/4）

 Question 2:



III 學生學習成效與回饋

三.學生回饋（3/4）

 Question 3:



III 學生學習成效與回饋

三.學生回饋（4/4）

Question 4: How do you find the use of bingo game with  lecture?

 Question 4:



創新教學成果自評IV

一、教學評量結果

二、教學結果自評



IV 創新教學成果自評

一、教學評量結果（1/2）

 the comparison between 104-2 and 103-2



IV 創新教學成果自評

一、教學評量結果（2/2）

 the comparison between 104-2 and 103-2

• Learning performance was enhanced from academic year 103 (5.51) 

to 104 (5.54). 

• The overall satisfaction scores were close for two semesters (5.64 for 

academic year 103 and 5.62 for academic year 104). 

• In summary, all reports showed students recognized the used 

teaching strategy and good learning performance for both semesters.



IV 創新教學成果自評

二、教學成果自評（1/2）

• The student feedback and evaluation showed the used strategy 

worked perfectly for two semesters.

• Students had strong impression of each topic by playing bingo game 

and connect concept to real world practice (cases).

• The instructor should control the pace of bingo game depends on the 

students’ responses and participation.  



IV 創新教學成果自評

二、教學成果自評（2/2）

• The instructor could also provide feedback during discussion (via 

Socrative).

• Students’ learning performance was also stable and superior to 

traditional lectures. 

• This proved bingo game and IRS on mobile phone indeed improve 

participation effectively and brainstorm efficiently.


