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Study Junior High School Students' Attitude towards Game Assessment Module of
the WATA System
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Abstract

The purpose of this research is to introduce a multiple choice game assessment
system, named GAM-WATA (Game Assessment Module of the WATA system), and
to investigate on student perceptions of integrating this module into an e-Learning
course of ‘Nature and Life Technology’ of junior high school. In this research, the
survey method was adopted and there were 108 junior high school students from
three classes in Miaoli County. The results indicated that students perceived
GAM-WATA has more advantages than traditional assessment. Special strategies of
GAM-WATA (‘Ask-Hint’), help learners understand the learning contents and
recognize concepts of test items, facilitate knowledge exchange among learners,
increase learners' motivation, and confidence when they take tests. ‘Ask-Hint
strategy’ also promotes learners' motivation of pursuing correct answers and deep
understanding in learning concepts.
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