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The board games can promote attention and
motivation in learning. and create autonomous
learning, also it can better implement the goals
of spontaneity, interaction, and common good.
This course focuses on the concept of learning
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Can cultivate the ability to transform aesthetic
appreciation and Chinese narrative
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Be able to complete projects, develop works,




and achieve action learning
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Coverage Rate of the Course Subject Correspond to the Ordinary Ability and Professional Ability
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