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Research on the Adaptive Mixture Game-based
Teaching Method in Distance Education

PENG Li'

WANG Li?

( 1. Hubei Radio and Television University Wuhan Hubei 430074;
2. The Open University of China Beijing 100039 )

Abstract  In the development of science and technology online education has gradually become the main
teaching method however the problems of online education are also becoming obvious. Based on the research results
of experts in recent years this paper proposes an adaptive mixture game—based teaching method for online teaching
which adopts the adaptive teaching strategies. Firstly we automatically evaluate the basis of the students according
the information of students and so on. Secondly we choice the game difficulty for students according their evaluating
results. Finally the trajectory of student are recorded in game and students”scores are obtained according to the re—
corded action. This method not only can adjust the difficulty of the game adaptively according to the students”basis
but also reduce the cognitive load and obtain a good flow experience. So this method can stimulate the students”sub—
jective initiative 1mprove their cognitive ability and promote the development of subjectivity.
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