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Goal 

 To Increase the quality of learning with 
an active and student-centered 
approach. 

 To make time for meaningful discussions, 
interaction and application of course 
content. 



Background 

 “If information delivery is your goal, the 
lecture is a bad way to do it.” 

 Attention span wanes within the first 15 
minutes. 

 Students in classes with traditional 
lectures are 1.5 times more likely to fail 
than students in classes that use active 
learning methods. 



Fig.1. Traditional classroom vs. flipped classroom.  
Adapted from "Basics and Key Principles of Flipped Learning: 
Classes Upside Down," by Eda Ercan Demirel, 2016. 



Gamification 

 
 The process of adding game elements 

or mechanics to an experience to 
increase engagement or enjoyment. 

 Potential to foster motivation, behavioral 
changes, friendly competition and 
collaboration. 



  Gamification: Two Processes 

 
 Gamification can target a behavior or 

attitude that we already know affects 
learning.  
 

 Gamification can target a behavior or 
attitude that makes existing instruction 
more effective. 



PR in COPD – 
An  Interdisciplinary Training 

 Step 1: Planning 
 Topic 
 Target 
 Content 
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 Step 2: Selection 
 The appropriate 

activities. 
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 Step 3: Tutorials 
delivered 
 Videos 
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 Step 4:  
 Online pre-test 
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 Step 5: PBL 
activity 
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 Step 6: Questions 
and discussion 
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 Step 7: Post-test 
and reflection 
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 Step 8: Learner Satisfaction Survey 

75% 

25% 

非常滿意 

滿意 

普通 

不滿意 

非常不滿意 

非常滿意 滿意 普通 不滿意 非常不滿意 

課程滿意度 31000



Model 
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activities Reflection 

IN CLASS 

OUTSIDE 
OF CLASS 

OUTSIDE 
OF CLASS 



References 

 陳介宇（民99）。從現代桌上遊戲的特點探討其運用於兒童學習的可行性。國教
新知，57(4)，40-45。 

 黃國禎（民107）。翻轉教室：理論、策略與實務（2版）。臺北市：高等教育。 
 Demirel, E.E. (2016). Traditional classroom vs. flipped classroom [Digital image]. 

Retrieved from “Basics and Key Principles of Flipped Learning: Classes Upside 
Down,” in IJLLL, 2(3), pp 109-112 

 Francl, Thomas J. (2014). Is Flipped Learning Appropriate? Journal of Research 
in Innovative Teaching, 7(1), 119-128. 

 Freeman et al. (2014) Active learning boosts performance in STEM courses. 
PNAS, 111(23), 8410-8415. 

 Landers, R.N. (2015, January 28) How to Gamify Your Teaching: The Processes 
of Gamification. NeoAcademic. http://neoacademic.com/2015/01/28/gamify-
teaching-processes-gamification/ 

 Riddell, J., Jhun, P., Fung, C. C., Comes, J., Sawtelle, S., Tabatabai, R., Joseph, 
D., Shoenberger, J., Chen, E., Fee, C., & Swadron, S. P. (2017). Does the 
Flipped Classroom Improve Learning in Graduate Medical Education?. Journal of 
graduate medical education, 9(4), 491–496. 




	翻轉遊戲
	Goal
	Background
	Slide Number 4
	Gamification
	  Gamification: Two Processes
	PR in COPD – An  Interdisciplinary Training
	PR in COPD – An  Interdisciplinary Training
	PR in COPD – An  Interdisciplinary Training
	PR in COPD – An  Interdisciplinary Training
	PR in COPD – An  Interdisciplinary Training
	PR in COPD – An  Interdisciplinary Training
	PR in COPD – An  Interdisciplinary Training
	PR in COPD – An  Interdisciplinary Training
	PR in COPD – An  Interdisciplinary Training
	Model
	References
	Thank you for your attention.

