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In recent years, information technology is developed, and
it be considered an important issue to develop the
programing talent. Nowadays there are many programing
courses 1n the technological and vocational education, but
it still has many learning dilemmas, including low learning
motivation of students, difference of practice topics with
students, and so on. Besides, digital game-based learning
can enhance students’ learning motivation and they can
immerse in the learning environment. In view of the
advantages of digital game-based learning, in the project
we 1mport the coding game in the programing course to help
student learning programing and analyze the behavioral
intention of students about these games. We analyze the
data of students’ questionnaire and found that perceived
usefulness and perceived enjoyment affect not only their
attitude toward using but also their behavioral intention.
So, 1in the future the researcher may introduce the fun of
the game and the game goal in the course to enhance
students’ intention to play these games. The findings will
be benefit for researcher to know how to combine digital
games and learning activities, and research can refer to
these findings to extend other studies in the future.

: digital game-based learning, programing, perceived

usefulness, perceived enjoyment, behavioral intention
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Abstract

In recent years, information technology is developed, and it be considered an
important issue to develop the programing talent. Nowadays there are many programing
courses in the technological and vocational education, but it still has many learning
dilemmas, including low learning motivation of students, difference of practice topics
with students, and so on. Besides, digital game-based learning can enhance students’
learning motivation and they can immerse in the learning environment. In view of the
advantages of digital game-based learning, in the project we import the coding game in
the programing course to help student learning programing and analyze the behavioral
intention of students about these games. We analyze the data of students’ questionnaire
and found that perceived usefulness and perceived enjoyment affect not only their
attitude toward using but also their behavioral intention. So, in the future the researcher
may introduce the fun of the game and the game goal in the course to enhance students’
intention to play these games. The findings will be benefit for researcher to know how
to combine digital games and learning activities, and research can refer to these findings

to extend other studies in the future.

Keyword: digital game-based learning, programing, perceived usefulness,

perceived enjoyment, behavioral intention
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