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Effect of animation in learning declarative and procedural knowledge:

Measured in the blood circulation system with an eye tracker
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Abstract: Cardiac blood circulation is an important and difficult learning unit that contains both declarative
knowledge and procedural knowledge. It is appropriate to use animation to help learners simulate their dynamic
systems in their minds. In this study, the eye tracker recorded the learner's viewing of the film material with
animation or slide comics. Further, we delve into whether there are different eye movements in the animation
effects of different knowledge types. After analysis of data from 55 learners, it was found that complex structures
(eg. heart, microvessels, and blood vessel profiles with blood cell flow) can cause the learner's attention and gaze
for a long time,; In the presentation of procedural knowledge, the animation quickly attracted the attention of the
learner, but the comic film had a long time of gaze which implies longer cognitive processing; in the declarative

knowledge, there is no significant different on attraction, but the animation groups gazed objects for a long time.

Therefore, the animation simulation would have different cognitive processing modes under the presentation of
different types of knowledge.

Keywords: eye movement, animation, knowledge type
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A preliminary study of developing the Learner-centered E-learning System
in Medical Education for Facilitating Dermoscopy Image Analysis and

Diagnosis
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Abstract: How to apply the advanced technologies to enhance learning has been a goal in medical education.
Dermoscopy is a noninvasive imaging technology that supports more accurate diagnosis in early stage in
melanoma. In this study, we aim to design and implement an e-learning system that provides well-designed images,
interactive and intuitive learning environment for learners to actively learn dermatopathology diagnosis more
effectively. The development of the system focuses on learning content design and instructional design. Numerous
image contents can be synthesized based on pigment and noise recognition from deep learning; we have applied
4 core ideas for instructional design. In the process of system development, the formative evaluation was
conducted to 10 potential users and eventually we receive positive results.

Keywords: Medical education, Self-directed learning, E-learning system, Dermoscopy image
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The Preliminary Study for Automatically Detecting Academic Emotions In

a Smart Digital Classroom
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Abstract: 7o solve a carry-over problem of digital learning and classroom face to face learning. The problem is
called “low visible problem for digital learners and teachers” indicating that for teachers it is difficult to observe
students’ cognitive process during conceptual understanding and problem solving and for students it is difficult
to see teacher’s cognitive process and decision making during instruction. We offer a solution composition to
tackle the problem. This study aims to (1) provide suggestions for the experimental design and (2) discuss the
developments of automatically detecting technique for academic emotion at the current stage and in the future.

Keywords: Smart digital classroom, facial expression of emotions, FACS, academic emotions, deep learning

model
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Applying Text Ming and Visual Analysis to Build a Traditional Chinese

Medicine Learning System
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Abstract: With the continuous development of medical care, contemporary Traditional Chinese medicine is
gradually receiving attention from the global medical care systems again. Therefore, a more scientific
transformation of the entire Traditional Chinese medicine study is unavoidable. Moreover, combining Traditional
Chinese medicine wisdom with modern scientific methods is a future trend with significant value.

This project mainly researches Traditional Chinese medicine from ancient Chinese text copies and aims to
establish the relational databases for unstructured ancient Chinese text copies for facilitating future analyzing.
Moreover, this study analyzes the similarities and differences of research results with public’s use of Traditional
Chinese medicines. For achieving the above goals, the project performs data cleaning on Compendium of Materia
Medica. Performing feature extraction and utilizing organized structured text copies to create relational databases,
as well as visualizing them on Tableau dashboard.

Keywords: text mining, data visualization, traditional Chinese medicine, medicine learning, exploratory data

analysis
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The Inspiration of Al Education in Taiwan from China Al Programs
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Abstract: The rise of Artificial Intelligence (Al) changes the means of knowledge transfer and thus has
tremendous impact on ways of education. Various countries in the world are surfing on the wave of Al and
promoting universal Al education. This study, taking China as a research starting point, seeks to explore its
current state of Al development and application by looking into the government policy reports, commercial
activities and Al education industry. Suggestions and implications for Taiwan Al educators are provided for
future research.

Keywords: Artificial intelligence, Al education, Adaptive education, Technology education
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The factors that influence undergraduates’ online learning performance:

cognitive capacity, sport, and distraction
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Abstract: We discussed three factors that affect students’ online learning performance: cognitive capacity,
exercise habit, and distraction frequency. Twenty college students from Taiwan were recruited. Participants were
asked to simulate the situation that they learned online before, and searched for information with computers which
had screen capture software to record their behavior. The distraction behaviors were also documented by the
trained observers. After the coding process, we calculated the distracting frequency. Then multiple regression
analysis was used to investigate the influence of online learning distraction frequency, executive function, and
exercise habit on online learning performance. According to the results, distraction behavior influenced learning
performance most, updating function and sports time per week were the next.

Keywords: online learning performance, distraction frequency, executive function, exercise habit
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A Case Study of Self-Active I-Learning (SAIL) Program: the Research of
Self-regulated Learning Readiness and Learning Process of College

Students in E-learning
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Abstract: This research describes the implementation of the first year of Self-Active I-Learning Program (SAIL),
which is part of the NCTU's MOE Higher Education SPROUT Project and developed by the College of Science.
Based on the learning progress, learning performance, and learners’feedback, this research provided the students’
starting point of self-regulation and the learning strategy and the learning process in online learning.

Keywords: Self-regulated Learning, scholarship of teaching and learning (SoTL), cross-disciplinary

undergraduate programs
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Innovative and Blended Teaching Approaches and Learning Performance:

Community of Inquiry Perspective
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Abstract: Blended teaching approach is a raising teaching approach in recent decades. The key point of this
approach is the thoughtful fusion of face-to-face and online learning experience. The purpose of this study is to
investigate the effects of an innovative and blended teaching approach to learning performance at the university
level with social, teaching, and learning presence as mediating factors. To explore using/or not using the internet
in the class, the effects of students learning performance. The result demonstrated a positive impact of innovative
and blended teaching approach as influenced by COI model. But teaching presence is not impacted on learning
performance. This finding highlights the key roles that social and cognitive presence play in inspiring learning
performance.

Keywords: Innovative teaching approach, Blended teaching approach, Community of Inquiry, learning

performance
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Curriculum Design Transformation under the Trend of Modern

Technologies: A Case Study of Hands-on Courses for Embedded Systems
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Abstract: The university mentioned in the paper regularly examines and refines the teaching strategies, and
finally sets "inter-disciplinaries ability" as the primary strategy for next few years. The university sets up an office
to coordinate learning resources, design novel courses for emerging technologies, and train young talents with
cross-disciplinary expertise and hands-on capabilities. This paper explains how the university breaks the barriers
between colleges and departments, re-engages professors, and re-integrates resources, to create a new teaching
environment for aligning with the needs of emerging technologies. The paper shows how the university, the
professors and students benefit from this new teaching strategy. The paper also shares the experiences and
recommendations for promoting similar strategies.

Keywords: emerging technology, hands-on course, resource integration, learning-by-doing, multi-disciplinaries
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Communication Technologies to Assess Students’ Argument Performances
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Abstract: This document develops information communication technologies to integrate socioscientific issues of
concept mapping (SSICM) into scientific curriculum assessing 139 university students’ problem-solving
performances. There are four perspectives in the following way: (1) to design the SSICM texts with thematic-
based function, (2) to improve students’ 16.4% higher-order argumentation even if their major responsive focus
on simple reasons, (3)) to make a teacher’feedback of SWOT analysis in finding students can active their strengths
and opportunities, convert threats into vitality, and conquer weaknesses into strengths and opportunities to higher
thinking performances, (4) to analyze students’ SSICM text feedback in escaping traditional learning, promoting
their learning motivation, scientific knowledge, and problem-solving abilities by semi-structure questionnaires.
To sum up, this research presents the academic paradigm in thematic comparisons, analysis and criticism with
documental sources. More future advantages wait for students’ engagement of thematic confluence in cultivating
scientific learning abilities with the courses of technological society and life.

Keywords: information communication technologies, concept mapping, socioscientific issues
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Abstract: The study was to apply in the field of high school Science and Technology with micro:bit, it combined
with campus security environment issues, teaching in the way of design thinking, and designing curriculum
activities for the realization of STEAM education concept. In this study, the action research method was adopted.
Twenty-three students in the second year of the senior high school conducted four teaching activities. Besides one
instructor, there were three other teachers of collaborative teaching. In the course of teaching activities, research
materials are collected through teachers' observations, the results of works, and teacher-student interviews. The
results show that teachers had a significant feeling for the improvement of students' learning motivation, students
were interested in the campus safety environment as a curriculum design; students could actively try to solve
problems in the learning process, students had a great sense of accomplishment for the works. It will be used as
a reference for campus security issues in conjunction with STEAM teaching activities. It also discovered that
teachers from different fields of expertise had made the course more complete and smooth during the process of
designing lesson plans and teaching.

Keywords: STEAM, micro:bit, design thinking, campus security
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Abstract: This study mainly discusses the school guidance counselor’s views on the content and teaching situation
of the career course, as well as the suggestions for digital storytelling into the career course. The research invited
three career planning teachers to interview . After the literature discussion and interviews, researcher based on
the interview content and digital Storytelling 8 steps to design digital storytelling lesson plan. The project that
can be applied to high school career courses.

Keywords: digital storytelling, career courses, high school
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Abstract: This article will take part in the experience of guiding the summer camp of painting creation, and
analyze the characteristics of the party group creation in art learning in a few years, with the recent high-profile
historical relics in the area - the Japanese Navy Sixth Fuel Plant Hsinchu Branch of the Second World War
(referred to as 6th Plant)realize the real-life version of the board game Monopoly, re-plan the course content, use
simple scientific principles, apply daily life science and technology tools, and propose inspirational logic to let
students learn through historical background and local The ecology, the historical site/buildings / landscapes are
activated into symbiotic artistic assets, to achieve the purpose of applying science to humanistic care and visual
arts education, and to develop five kinds of training.

Keywords: Visual Arts, The Sixth Fuel Plant, Monopoly, Color-painting Camp, Empowerment
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Abstract: Research on the application of virtual reality (VR) technology in education in the 2018 Scopus database
contained a total of 363 articles, which is more than 7 times higher than that of 10 years ago in 2008. It shows
that the application of VR technology in education has gradually become popular and growing faster. However,
its quality as VR instructional materials seems to lack consistent standards. In this study, the authors reviewed the
quality evaluation criteria of several instructional materials in the past and the related research designed by VR
technology in recent years. Then, the guidelines for the quality VR instructional materials have been proposed
and summarized into 4 aspects with 31 indicators, which are suggested as a reference criterion for those who
want to use VR technology for implementing into education.

Keywords: Virtual Reality, Quality Assurance, VR Instructional materials, VR in education
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Abstract: This study aims to explore the learning effects of Dynamic geometry software Desmos integrated into
high school linear programming unit. The van Hiele geometric thinking level will be used as the theoretical basis
of this research to design the questions to understand the differences in two groups of students. Two classes of
high school students in the northern Taiwan will be involved in this study. Each of the classes contains forty
students. They will be divided into the experimental group and the control one through traditional teaching and
dynamic geometric software teaching. The new course integrated into Desmos is still under development. The
experiment is planned to be conducted in the upcoming semester in the Fall 2019, and data collection and analysis
will be executed afterwards. If the results are good, we hope that, there will be good opportunities to promote the
teaching of Desmos to in more high schools for benefiting the disadvantage students in the future.

Keywords: Dynamic geometry software, van Hiele geometric thinking level, linear programming
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Abstract: When agricultural products become involved in illegal advertising, the event not only affects customer
confidence in the specific agricultural products, but also causes a market price crash for the product, and thereby
resulting in a food safety crisis throughout Taiwan. This study uses online surveys to understand consumers’ detest
attitude towards illegal advertising as well as advertising involvement. After information regarding the illegal
advertising is published, consumer purchase intention towards the illegally advertised product is analyzed. Results
found that the detest attitude towards illegal advertising has a negative impact on the consumer purchase intention
towards the product. This means that consumers feel more and more dislike towards the illegal advertising and
acknowledge the importance of legitimate advertising, and therefore has no intention to purchase the product.
Advertising involvement has a positive impact on consumer purchase intention towards the product, meaning that
high involvement consumers may still continue to purchase the product despite the illegal advertising. Products
with low consumption frequency may still have a relatively high consumer intention in the event of minor violations,
while products with lower prices and those with more alternative options will have lower consumer intentions as
compared with other products.

Keywords: purchase intention, agricultural advertisement, advertising involvement, advertising attitude, illegal

advertising
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Abstract: Gaming YouTubers are the best creators at bringing customers quickly. How to use customer
relationship management to increase its competitiveness is a big issue. We apply in-depth interview in this study,
visiting representative Gaming YouTubers in Taiwan. The results of the deconstruction are as the followings: (1)
The core customers are male students or office workers who play games; (2) Gaming YouTubers can understand
the main customers better through the data of back-end system, game videos and comments below, (3) Interaction,
increase in click rate, share, and subscribers, and sustainable management are their main goals; (4) Slogans call
for subscription and extension from the game to find connections and direct contact can both be used to establish
relationships with potential customers; (5) Continuous release of videos and holding regular dinners are methods
of maintaining relationships with existing customers, (6) The effectiveness makes an increase in feedback and the
number of subscribers.

Keywords: Social network sites, Game, Taiwan, Customer Relationship Management, YouTubers
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Abstract: This research is to explore the impact of the specific AR interactive ebook on primary school students’
learning in the course of visual arts. The research selected 22 year-3 primary school students as the research
participants. Observations, questionnaires, and interviews were used for collecting data for the present research.
Findings showed that the AR interactive ebook was beneficial for students in learning attitudes towards visual
arts education and aesthetic experiences. Students generally enjoyed using the AR interactive ebook for learning
purposes in visual arts classes. Further studies may use the long-term research approach and include large-scale
research participants to gain a full picture of the effect of the AR ebooks in visual arts education.

Keywords: Visual arts, augmented reality (AR), interaction ebooks, digital game-based learning, cognitive theory

of multimedia learning
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Abstract: This study explores the interrelationships between Taiwanese college students’ self-directed learning
readiness (trait self-regulation) and smartphone addiction. A total of 800 public and private university students
across Taiwan participated in this study, wherein the participants completed a survey comprising the Self-directed
Learning Readiness Scale (SDLRS) and the Smartphone Addiction Inventory (SPAI). The correlation analysis
indicated that SDLRS negatively correlates with SPAI. Suggestions were put forward based on findings of this
study, and we hope this study to stimulate more research on college students’ self-regulation and smartphone
addiction, in turn develop and validate effective strategies for teaching and guidance

Keywords: college student, smartphone addiction, self-directed learning readiness, trait self-regulation
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Abstract: The purpose of this study is to examine the differences between cyberbullying and cyber-aggression in
severity and frequency. According to the characteristics, cyber bullying and cyber-aggression can classify into 4
groups: (1) Intentionality, Repetition and Power imbalance, (2) Intentionality and Repetition, (3) Intentionality
and Power Imbalance, and (4) Intentionality. This study uses an online questionnaire to survey 6,393 social media
users. The results of the study show that cyberbullying is significantly higher in frequency and severity than cyber-
aggression. The Intentionality, Repetition and Power imbalance group has high severity and high frequency, and
the group of Intentionality has low severity and low frequency.

Keywords: cyberbullying, cyber-aggression, severity, frequency
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Abstract: The current study investigated the relationships among mother-child communication patterns, mother-
child interaction on Facebook, and adolescents’ online risk. The participants were 814 senior and junior high
school students in Taiwan. Among the samples, 633 students had FB accounts, and 547 of them reported to friend
their mothers. The results indicated that mother-child conversation communication positively predicted
adolescents’ perceptions of respect and trust, affect exchange, and friend-like interaction on FB with mothers;
mother-child conformation communication negatively predicted adolescents’ perceptions of respect and trust on
FB interaction with mothers, but positively predicted friend-like interaction on FB with mothers. Perceived respect
and trust on FB interaction with mothers negatively predicted adolescents’ online risk.

Keywords: mother-child communication patterns, mother-child FB interaction, online risks
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Abstract: Although researchers have emphasized that Transactive memory system (TMS) will accelerate the
impact of team learning performance, the impact of learning communities through social media is not fully
understood. In this study, we develop and validate a model of how to influence TMS through social media by the
three dimensions — specialization, credibility and coordination within teams. The results suggest that social media
can facilitate the formation of TMS and the three dimensions of TMS are all. The findings in our study bridge the
literature gap about social media and TMS. These results have an impact on organizations that want to leverage
the diversity of team members to make the team more creative and efficiency.

Keywords: Learning community, Social media, Transactive memory system (TMS), Team learning performance
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Abstract: The issue of academic research ethical in the digital age is more and more worthy of attention. It is an
important introductory first course for those who are involved in research study. This study integrates problem-
based learning (PBL) into a graduate course on academic research ethics to explore their combination and
evaluate their outcome effects. The results of the evaluation mainly are twofold: (1) The course evaluation is 4.63
out of a 5-point scale, which shows that the students give positive feedback to the course planning and design,
and (2) The questionnaire feedback scores to the case videos are above 4.30 out of 5, which shows that the content
and quality of the videos fulfill the intended education objectives and that the video makers have the ability to
propaganda the core concept of the cases violating academic research ethics. Continuing work can focus on
collecting evidences for the reliability and validity of the study, and developing more forms of activities and
standardized assessment for the course.

Keywords: Academic research ethics, Problem-based learning (PBL), Curriculum design
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Abstract: Mobile phones have become very common among young adults. Although the wide range of availability
and services have made life more convenient, the heavy reliance on the mobile phones may distract university
students from academic learning and deprive them of needed sleep. This study aimed to probe the relationship
between mobile phone use and class distraction as well as sleep quality among university students. The results of
this survey study revealed that Taiwanese university students were inclining toward mobile phone addiction. Their
mobile phone use was highly correlated with class distraction. The overuse of mobile phones also affected the
quality of their sleep.

Keywords: mobile phone use, mobile phone addiction, class distraction, sleep
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Abstract: The purpose of the study is to assess seventh graders on learning process and effect by using Flipped
Classroom Pre-class and In-class which adopts Quasi-experiment. There re three classes of students, studying in
Jjunior high school in Hsinchu, involved two classes are chosen and divided into two groups as Pre-class (watching
the online lectures at home) & In-class (engaging the online course in the classroom). The other class maintains
traditional learning environment as control group. After seven-week experiment and interviewing the students and
teachers, there's no significant differences on the effects of flipped classroom between Pre-class and In-class. But
there 're significant differences between Pre-class and In-class on improving learning attitude, a higher proportion
of completion and the effects of self-regulated learning.

Keywords: Pre-class, Flipped Classroom, Self-regulated learning, Technology enhanced learning, Edpuzzle
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Abstract: The study investigated the changes of math motivation and math anxiety, and how they predicted math
achievement after the 53 junior-high students received the interdisciplinary investment curriculum. Results
showed that students’math motivation didn’t change after the curriculum, but math anxiety decreased significantly.
Furthermore, we used motivation as a grouping variable, students were separated into two groups, high and low
math motivation. The results of multiple regression showed that the relationship between math anxiety and
achievement was moderated by math motivation. In high math motivation group, math anxiety can significantly
and negatively predicted the achievement. But in low math motivation group, math anxiety couldn’t predict
achievement. We concluded that the interdisciplinary investment curriculum can help learners to decrease their
math motivation. And we also found that the relationship between math anxiety and achievement will moderate
by math motivation.

Keywords: math motivation, math anxiety, math achievement, interdisciplinary investment curriculum
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Abstract: Teaching competence is an essential requirement for all quality teachers. Regardless of many official
regulatory reform documents that underline teaching professions, more and more Taiwanese schoolteachers have
organized grass-root professional development initiatives and led changes of classroom practices. Seeing the
promising trend of flipped classroom in recent years, the researcher believe such gross-root initiatives in teachers’
professional development will shift future learning landscapes The present case study will investigate Mr. Shi, an
elementary school expert teacher in New Taipei City, who have implemented his flipped classroom as well as
conducting professional development community for flipped classroom for years. 10 gain a deeper understanding
of his teaching practice, a case study method will be used. The researcher will examine theoretical basis of the
flipped learning literature, collect data from a variety of sources, and analyze the teachers' classroom practice,
student learning and classroom progression through interviews and observations. The researcher will also reflect
his own flipped classroom practices with Mr. Shi’s for meaning-making. The dialogue between Mr. Shi’s and the
researcher’s practices will — provide a local reference about flipped classroom and will empower future
practitioners who may want to adopt flipped learning in their classrooms

Keywords: Flipped classroom, Teaching practice, ICT integration in education, Self-directed learning
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Abstract: The research explores the preliminary on the result of immersing virtual reality into fire education for
fourth graders for promoting fire prevention education in elementary schools. The research employs the “Fire
Line Mission” virtual reality game of the Fire Agency as teaching material and deploys experiments on 70 fourth
graders. The experimental group went through the virtual reality game while the control group the PowerPoint
presentation teaching.  The results indicate: 1. For fire-prevention, there is a difference in the experimental group
between the before and-after-teaching, whereas no significant difference in the control group. 2. For fire-escape
capability, the experimental group outperformed the control group. 3. For learning motivation, the experimental
group is better than the control group significantly.

Keywords: 3D virtual reality game, Fire-prevention education, Learning result, Elementary School
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Abstract: The present study used over 2,000 WeChat article headlines on a specific food safety event and used
content analysis to enquire the relationship of headline strategy with user clicks at different phases of the issue—
attention cycle. Two major conclusions were highlighted. First, diverse types of headline styles influence user
clicks during different phases. Second, the ‘treatment recommendation’ headline frame, which clearly summarises
the core of texts, generally lacked executability and had a poor effect on audience mobilisation.

Keywords: food safety, headline strategy, user clicks, WeChat public platform
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Abstract: The present study aims to investigate the entrepreneurial intention of deign graduates, and to analyze
the influential factors of the identified entrepreneurial intention. The research team invited the graduates from
three design schools in northern Taiwan to join focus group discussions to fulfill the research goal. The results
revealed that entrepreneurial attitude, social pressure (subjective norms), social capitals and support (external
behavioral control), and self-efficacy (internal behavioral control) all influence the entrepreneurial intention of
media designers, and entrepreneurial alertness, academic background, and work experience are also critical
influential factors that have not been reviewed in prior research. The results also indicated that entrepreneurial
attitude is the strongest factor in triggering the designers’entrepreneurial intentions, followed by work experience,
academic background, self-efficacy, social capitals and support, entrepreneurial alertness, and social pressure.

Keywords: cultural and creativity industry, design entrepreneurship, entrepreneurial intention, focus group

discussion, media design
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Abstract: The textbooks for the second foreign language, the publisher almost every year to promote new, for
undergraduate or non-undergraduate departments, the content is profound or not, but the main theme is almost
similar. In view of the rich information on the Internet is always updating. Therefore, we try not to use textbooks,
but with the article as the main axis, we try to use Socratic's questioning method to stimulate the learner's thinking
ability, let them from passive to active and generate a sense of learning. After class, they can also go online to
supplement their knowledge at any time. This method focuses on the questioning style of the classroom, extending
to the depth of knowledge as a process, with the group discussion and task-oriented results of presentation, to

explore the feasibility of no textbook.
Keywords: Socratic question, Depth of Knowledge, Dogme ELT, task-based learning
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Abstract: This study mainly discusses the needs of first-year students of the National Primary School in the study
of Mandarin literacy. After exploring the literature and analyzing the characteristics of learners, Take Gagné's
nine teaching events as the theoretical basis of design and design multimedia course materials “First-year
Learning Vocabulary by Visualization” according to ASSURE teaching design model. This course uses
hieroglyphics to perform animated animations of radical texts. Through vivid images, students can feel the
sensibility of words, let students understand the meaning of the text, and finally explore the learning outcomes
through digital assessment games and improve learning interest.

Keywords: Learning Vocabulary by Visualization, ASSURE model, multimedia material
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Abstract: This study is designed to explore and analyze two instructional dialogue materials from Overseas
Chinese Affairs Commission, “Fun with Chinese” and “Let’s Learn Chinese”, which are selected at level 2 to
level 3 in Children’s Chinese Competency Certification (CCCC). Researchers commence a close study of the
compositions of the context through the method of contextual analysis to explore the context of situation in the
texts under level 3 of the above-mentioned two Chinese textbooks for children and divide the context of situation
into two parts: communication field and communication theme, by using language communication theory as basis
and CCCC as the standard.

Keywords: Let’s Learn Chinese, Fun with Chinese, Language Communication Theory, Context of Situation,

Instructional Materials for Young Chinese
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Abstract: English has become an indispensable language. In the past, most of the researches only focused on the
level of students’ reading comprehension in foreign language, but not explored students’ perceptions during the
process of reading. Therefore, this study focuses on the impact on students’ feelings during L2 reading, and the
changes of students’ flow experience during the activities. There were 46 students in Sth grade who use English
as a foreign language participated in this study. The results showed that English comic books reading guiding
activity can effectively reduce students’ discomfort and anxiety during English reading.

Keywords: reading attitude, flow, comic book

34



2019 & KT RIETHHT ¢ & ¢ ONCTU RS 5 ior 34 ¢ TAECT 2019

AR wBERNFERTR & &SN EFEY #FF PP E
The Influences of Incorporating English Listening into VVocabulary

Learning via a Digital Game: A Prior Knowledge Perspective

%ﬁ?\mﬁi
R S LA
sherry@cl.ncu.edu.tw

[(HR] AFTRE TSRS EFFTREY 8 P IANEFRS 9 AW EY AV EFR AT
ek &3 > X0 BEFEFMLRFHAAE THENEVLEVRRTEF ZFPPF - TR %
BMr o 3AEEYFIRFOGPEFEY T 4 MAREY FRILG RKObPBEFTY ik o
o MARFY H U@ LAes S a3 AREY F R AL oS L g o ¥t A Eg
A AR AR FAFEY F AL BT FINMATEY F o PR T 0 2 B AT i
FEREY ko NI A G o %m'gq‘;

[Méir] B EY Lo w38y

Abstract: This study developed a Game-Based English vocabulary learning system to help learners acquire the
knowledge of synonyms and antonyms via English listening and we also investigated how prior knowledge affected
learners’ reactions to this learning context. The result showed that high prior knowledge learners had high
motivation for learning tasks while low prior knowledge learners had low motivation for learning tasks.
Furthermore, the former emphasized on enhancing the chances of answering question while the latter focused on
avoiding deductions. Additionally, the former performed better than the latter, in terms of the tasks scores and the
remaining hint score. These results can be used to build personalized English vocabulary learning system that
can accommodate the needs of different prior knowledge learners.

Keywords: game-based learning, prior knowledge, synonyms/antonym
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Abstract: This study aimed to investigate how blended learning model as a remedial program affects English
remedial learners' English learning achievement and attitudes in rural area. A quasi-experimental design was
implemented and the focus group interviews were also carried out. The subjects were 27 eighth-grade English
remedial students including the experimental group for blended learning and the control group for traditional
face-to-face. The research findings are: (1) the blended learning model helps to improve the learning outcomes in
the summative evaluation , even though not significant in formative evaluation ; (2) no significant difference in
learning attitude between the experimental group and the control group, (3) most experimental students have
positive opinions for Cool English Learning Website, (4) the challenge of the remedial program is that learners
lack of motivation, cultural stimulation, persistence and family support.

Keywords: Blended learning, Remedial program, English achievement, Learning attitude, Rural area
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Abstract: The paper is aimed to describing the growth background and schooling experiences. It was adapted
from the first author’s newly graduated master thesis “Prof. Sheau-ting Chang’s life course and audio-visual
education of this country.” It was written by utilized based on oral interviews, relevant literature, journals, local
chronicles, photographs and other materials. “Prof. Sheau-ting Chang’s family background and early life” and

“Way from National He-nan University to Provincial Taiwan Normal University” are two main sections of this

paper.

Keywords: TAECT, Honorary President, Prof. Chang, Sheau-ting, life course
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