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Application of Immersive Gamified Instruction Method in Computer Networking Courses

Ting Yao, Yangsheng Zhou
Weitang University of Science and Technology

Abstract: Immersive gamified instruction combines immersion theory with gamified teaching,
integrating theoretical knowledge, practical skills, and social—emotional elements into games. By fully
engaging and challenging students, it helps them discover the joy of learning, refine their knowledge and
skills, and achieve personal growth. Currently, computer networking courses suffer from abstract
theoretical knowledge, complex equipment configuration, and low student interest. This paper first
analyzes the feasibility of immersive gamified instruction in computer networking courses from four

dimensions, identifies three key aspects to focus on, and provides specific applications of immersive

gamified instruction in the pre—class, in—class, and post—class phases.
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