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Abstract 
Since the beginning of the 21st century, the continuous innovation of educational 

concepts and the rapid development of technology have prompted traditional teaching models 
to shift towards more diversified, interactive, and interesting directions. As an  emerging 
teaching model, gamified teaching method has been widely applied in various subjects, 
especially in primary school art classes, due to its ability to effectively stimulate students' 
interest in learning, enhance their learning initiative and creativity. However, in the actual 
promotion and implementation process, gamified teaching methods also face a series of 
challenges and problems, especially in rural primary schools, where the promotion of gamified 
teaching is particularly difficult due to limited resources, teachers' insufficient understanding 
of new teaching models, and traditional parental attitudes. This study takes the senior art class 
of Wuhai Third  Primary School as an example to explore in depth the design and 
implementation of   gamified teaching and its impact on students' learning interest and 
motivation. The aim is to provide practical and feasible improvement plans for art teaching in 
rural  primary schools, promote innovation in art curriculum and teaching methods, and   
provide useful references for the professional growth and collaboration of new and old 
teachers.
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Fig. 1 Treasure Map creative painting

Fig. 3 Storyboarding

Fig. 5 Stickers Art Master Challenge

Fig. 2 Color Relay Race

Fig. 4 Master of Art Challenge
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Grade Total 
number of
samples (n)

Score
distribution

(f)

Percentage (%) Mean (X) Standard
Deviation 

(S.D.)
Grade 5 66 36 54.5 75.2 10.5
Grade 6 66 30 45.5 78.6 12.3

Grade Traditional 
teaching mean

Mean value of   
gamified teaching

Performance
improvement

Grade 5 75.2 85.4 10.2
Grade 6 78.6 89.2 10.6

Conclusion
The gamified teaching method has achieved significant results in the practice of art classes 

in the upper grades ofWuhai Third Primary School. In the future, it is recommended that schools 
continue to promote and improve gamified teaching methods to provide high-quality art 
education services for more students. At the same time, we also hope that more educators can 



pay attention to and explore the application of gamified teaching methods in other disciplines 
and fields, and jointly promote the progress and development of education.


