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Abstract—
Under the influence of Covid-19, distance synchronous learning has gradually become popular. Online history courses are a major challenge for teachers, as the one-

way lecture and assessment may make learners lack motivation and even cause learning anxiety. The highly realistic game situation is expected to provide learners

with a good learning experience and further reduce learning anxiety. In this study, we designed a historical strategic planning game, "The Battle of Yiwei", which

incorporates a real-person NPC mechanism. The instructors acted as NPCs, and the learners would play the role of historical figures in the game and explore and

interact with the real-person NPCs in a realistic historical scenario to complete historical strategic planning. This study also initially measured the game acceptance

and activity anxiety of the learners. The preliminary results indicated that learners rated the game highly, both in terms of its usefulness for learning historical

knowledge and its smoothness of operation and activity anxiety was low.
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History courses have been severely affected by the epidemic, distance learning is a test for both teachers and

students, and technological advances are a challenge for learning history in this era (Sulistyo, W. D. et al., 2021).

We always know the successes and failures of historical battles and the historical progress in books, but rarely

do we know what actually happened in the battles (DeFreitas, S., 2016；Y Fatih et al., 2018). Therefore, our

research team (National Taiwan University of Science and Technology e-Learning Research Center Mini-

Educational Game Development Group, NTUSTMEG) developed a historical strategy game using Gather Town

to restore historical scenes, allowing learners to understand the history of the time in each event and to piece

together the historical context through the acquisition of information, and finally to complete the planning. The

challenging tasks can also motivate learners to learn history (Cruz, S. et al., 2017). Learners took on the role of

historical figures in the game and performed multiple tasks guided by real-person NPCs. The purpose of this

study was to analyze learners' game acceptance and activity anxiety through a historical strategic planning game,

to evaluate the initial results of the game, and to explore the future development direction.

INTRODUCTIONⅠ

Figure 1. The starting screen of the game

Figure 2. The answer page for a task

METHODⅡ
The participants of this study were recruited through a recruitment process, and there were two groups (6 participants in total) who conducted the learning

activities. To assess learners‘ game acceptance, this study modified the Technology acceptance scale proposed by Davis (1989) and included two dimensions,

namely cognitive usefulness and cognitive ease-of-use, in addition to the game design elements proposed by Hou (2016). To assess learners' activity learning

anxiety, this study adapted the Activity anxiety scale of the Learning experience scale by Hung (2001) and Han (2002). The objectives of the learning activities

were to complete the experience of three historical tasks in the game and to conduct strategic planning.

RESULTS AND DISCUSSIONⅢ
In this study, SPSS was used to analyze the Activity anxiety scale and the Game acceptance scale. According to the results, the overall anxiety (M=2.15) was

lower than the median (median=3 on a 5-point scale) and was significant, indicating that the learners were less anxious during the game. According the results

of game acceptance. The overall acceptance (M=4.35), sub-dimensions of cognitive usefulness (M=4.50) and cognitive ease of use (M=3.94) were significantly

higher than the median; game design elements (M=4.37), sub-dimensions of uncertainty (M=4.67) and sense of achievement (M=4.00) were higher than the

median, while the sense of control (M=3.83) was not significant. The results indicated that the learners' acceptance of the game was high and the game helped

learners in cognitive aspects, acquired relevant knowledge, and the game was easy to operate.

CONCLUSIONSⅣ

This study designed a historical strategic planning game with a real-person NPC mechanism that can help learners explore and plan in the game. Learners were

low anxiety, highly receptive to the game, to the knowledge given, and to the way the game was played. The presumption of being guided by real-person NPCs

reduced learners‘ anxiety about the activity and gave enough time for strategic planning. In the future, the ARCS motivation scale and the Flow experience

measurement tool can be used to explore its correlation with gameplay anxiety and assess learners’ flow status during games. This is an opportunity to gain

insight into the degree of learner motivation and flow experience in the application of the strategic planning game designed and developed by the study, which

incorporated a real-person NPC mechanism for teaching.
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