ey

B = -CEED)

2023%F3H9H(M)~3810H(H)

@ NN - ORREEFRHEARTERN AR RHENTRER
A HEEAARNLRENAEEN

e s
_\9—/ UM - BRI EE AR BRA ERARATRR



BADHHA B e 7

TWELF2023 + € 3RABIFEIER oo, 9

S TRA N AC K P BEA S HRAL DROTA 2 ek . 24

BB S E AR A B RITE 2 A T e, 25
RAYE U RIE R FRALABERTZLEBITL 26

A BT IR R 2 I AT T e, 27
BEHIMEAIEL B % ORA T G A PR P R R

APERTWRA TR B ERFR BB T kEka 4 30
Ara A 238 % R B PLa DB E SL2 B T sk A &

B TR B B B BBl 31
R Y AR RERE L RRT BEPHZGFREN VR R R LR

Fadban 2 QP RELE R TE Y S22 77 34
RN B YR R A AR Bai 2 R 35
PRI REREFRCEY 2o EHE Y Sn ML 36
PARTESR R L TR Y 2 B 37
Effect of Personalized EEG Biofeedback on Relaxation and Learning Achievement:
A Case of Infectious Disease Prevention Course on MOOCS...............coeneenen 38
FHEABA - FRGFEY FABPFETHFPITE 39

2 BERT otk 8 R * > i D38 A 32 4748 ., 40

A e R AR R T Ak 2 LBk FenLul Al



Vi ’Fa“?;m GRS HEAF AR T RS Y T SHR R BB 42

208 & 5C e 4 B4 th STEM B Az 2 B Y 2@ 8. 43
GMAET EN L FREETEY 2 BEE U, 44
FI* 2R F AR APt e BN E Y 2 206 45
FHI B S BT P AL s T D R Y R R G B)L46
?i?%ia‘ai@f%—%ﬁ?%‘f? T o A BT e 47
ARl L GNP Rd L amBF R 48
" 'f*ﬂr“’ FHF RSN EY AR RE R RS Y S ns
B 49
ANIFNATFIUAFEDL GRTFBEVRSHEL FLEAX2 p A E
B 2 B, 50

B P 3BT L 5 Bl 51
BEIE AT PR YER AR E R BRI 52
BB R R HE A pABEEY E L 53
et BT BRBEMTEF D ARREREF 2 28V S 54

o
%Jﬁ%@%

5 HEER T +ﬂ§+&§i@@47%§ ................................... 55
Pir X g& %L m/;‘ﬂl;mq«eg;@wx«);ﬁ@?{,, Z2t 4 gﬁymﬁgﬂtgss%)\
LR A R st 56
ANEEITER 2 BRF BN R ) B AR WG 57

AERTEETEEE LY A PHRLR 2P %‘if"r* 58
%‘:‘ﬂsﬂg o gf ISTE K7 iR r g § 4 o g fr e B v 7 12

R 59
A Short Evaluation to Comtemporary Indonesian MOOCs Learners................. 60
FHENFTRE 2T FRISRMIE FRZ B 61
IR L oW Y A Pz A BT BRSRE Y T2 2%
T D - P 62
Makey Makey S & F fJ " ¥ $#H AR RE 2 A EFT S @2 EY BRI R
2 B et 64

CIRS k< AR CRTENERAE U S < VARl & TE-Selizgy o8 - T LTNNNOR 65
%@ﬁﬁﬁy*ﬁiﬁi%ﬁ%$¥ﬁﬁﬁﬁ%£s*ﬁﬁﬁ% B E....66
VUVU 2 $ L 2558 40 il ~ p 3Aoni BN S % e gy § e p 552
B R Bl T g 67



o B E BT EER A BT e 68

FREEERFLMSNE LB KT 2L ME ST TEH 69
BHABGELELBHRA I RAZPEHEZ R 70
BB Y AAFBF LR AP E R S PR 71
A AIFra 8B A RE D b ol F 84 RETR 2 A0 8. 72
SR o FREREH - RRY A em 2 B 73
AR EATFNE Y REHR L FL EFFRF BRI 74
&*ﬁ%%&é@ﬁﬂgﬂﬂ$ﬁ4i%%%ﬁ ................................... 75

FAR T i B2 SEAN AR R R AR 76

WHEKZTWETEY 2L KE 2 EY s a8 77

Effects of JFL on the integration of programming into university Japanese listening

0 6] 78
ErPHBREEFSYRAFI 2P Ee Bivin 4 A BAN S B
A B B L 79
PHAFFREEY (FY 22 i%q*?{@éi ................................... 80

The Effects of Robot-Augmented Textbook Learning on Third-Graders’Oral English
Skills Performance. ... .......o.ouiiiiiniiiiii i 81

Development of Technology Enhanced Total Physical Response for Learning EFL

and Its Effect on Elementary Students’ Learning Performance........................ 82
B PHENEFIIREH AR A BF L ARG a2 Y F R
B B BB 83
MERKRTHBEMNEIFHEBR T FFZF Y 320 84
AN EYERH R HH “Wkﬁj’%\fﬁﬂ‘mﬁaﬁ—; .................... 85
BEHT A BIpF R RER Y A7 12022-2023. e, 86
AR FY D E BookRoll T L F A 4 BlE L e pb Y Sk
B A e 87
et AN E T RAEZHERF ATV 50 88
AN E Y RAZ W EHREY S 89
B AN BIEE L. 90
BAPFELAABTELLAMAEHRZ AT 91
Boafl p B4 FUNRFHEp A GARE FHARE Y EHB 2 HEME.....92
BELAFAEVARCAFESF PN R ENEY 93

% 52 STEAM Se ek L a2 T A H Y ERZAPMAT . 94



FLRRPFIFRRBARRTAFRLBHEM G 95
FEHII BB FAMBENER NG 2 TP ELL
] PP 96
Frx 5 B A i At < ?3‘_ fi;‘é{?é%ﬁi&#“%ﬁfiﬁ’“ ................................ 97
EHE A EYREELTLAMARY I STEM F T8 Y EH . 98
AEEP ) %‘?&fiﬁi:}iﬂqf’é"ﬁ ARV R IE TG . 99
252 STEAM 8 B A kAT 2. 17 5 A 1T i, 100
RSN P AL BV AR EEEY OB AT 101
BREEEEC AR FA LGS BF Y Sk B 102
- % COVID-19 £ F R IARS Y B cnpe R a2 2 FF ~ F PR3
#ralfe COVID-19 £ F& 4 engip A & @ AR 103
et PR RO R AR AESNE RS 104
Fra s mA G B Y FRAFE LA 105
SRR TEAECRTBEAHHOFATLE A CEVRX AT R
FAIE B A L Bl 106
Er ARSI BREFBVRFFT A AE SR TR A 107
#E OE R & B PpATRERIET AF P A A FEFIRER TEH - FE
B IR T G Bl 108
ATMENELTEYRARFRT ~FF T oF T 109
#%i‘g?’ﬁtf}isfr WEE A EEHAAZ KT 110
FRBHRENE Y S N EF AN R T Y 2 B 111
Trends of Robotic Education Research: An Automatic Content Analysis.......... 112
PRGBRARIZIERSFELIR?2AALZEOR) RBP4 113
HUENEE. SIS A i - R e P ﬂg}?iriﬁ*mf’fgﬁ ................ 114
#&* ARCS ik F 8 om BT B8 ¥ #5541+ ?51% FEPR A% e 7205 e
]I T - L 115
Y B E e BB E YV HT A AR L TR 2T 116
BERTEARENS CBALTRFEINEMEAM BT 117
B B B0 o, 118
RV sl T ashg it ) 2 ARBBRFERF 119

A BRI RFRTEEL CAE A L FY S5 120
AN EFARFE L EEY T 02 BB 121



Online Game-Based Learning Via A Self-Regulated Approach To Promoting Nursing

Students Leopold’s Maneuvers Performance.................cooevviiiiiiiiiiiinnnnn. 122
FH SRR ARIERE TR 2Z I BMEEER. 123
Application of Augmented Reality Flash Cards in Children's English Vocabulary
752 401120 124
Adding Immersive Virtual Reality to a Science Simulation with CLII
APPTOACK. ... e 125
Exploring pre-service language teachers’ multiliteracy and their perceptions toward
adopting SVVR for language teaching.................oooooiiiiiiiiiiiiii, 126
R e R o e A 127
PE RS 2 MRRETEBERG WO PSR E YA 128
WA R 2 BY - TR AR SEEAR. 129
Rt ™ B3 fFAHASNRP PV R BAE S5 130
FrH R LY HE S E e B Y 3D IR TR A 131
7 e évi*urmfi#:*»p S B A 2 R T A A T 132
TP A Bl » A2 B o W R Y A EE LA B p Aonin 2 B
e 133
AFEHT S N RIERE A R T 134
A T 135
J&* Python 3 & fif 04 /&30 35 * %‘.EL.‘%%#;‘ Telk BB 2w BT 136
LINE Fra i BA S & R T R 3 ERmE 2 58~ 3 FEHELN
2 137
*OE B HLF T R Bon JiF 2 STEM AR K 347 & 2 stk
T S < 138
o ik fhend W2 A fF- R R S TR G b R 1
422 RPG Maker @ Feerid * 4146 B ahFT 3 140
Anki #33F STREIE Y g ARFTEAF Y 20k AR 141

FIABEIE TN 2 A1 Y BN E Y BE R L Gk 15 5...142
@%E‘? X2 B S E VRZMEHRNFE YA H AT 7T BAR2ZP

BT § e 143
SDGs it » FAER 3 HEF BT § oo 145

What’s Fun in Podcast Making? Using Podcasts to Enrich University Students’
English Productive SKillS..........cooiii e 146



SRSV AL A RRE ) KE § 3] RERE 2R

20 P 147
Effects of VR-based situated learning into professional training on nursing
students’ learning performances. ...........oovuviiiiiiiiii i 148
TPR'}éiﬁ%ﬁﬁaﬁfg“—"ﬁri ;u%‘f?"*‘%‘fﬂi BEFEROREE 149
T Y S SRS L AR Y RERTY Soee
T OB T EEE A G B 150
FRERDRFFEE o B 151
FE RSN HR T H A DRPBEE S R R 153
SE& ¥ ﬁ?ﬁ WEARNFEEFRSRE 154
FEHFBRZZERTBENS 2 L FTARTREZFAF. . 155
iwfﬁmﬁ SR B RERT A SV ALAL P E— B i
B 157
SGATHH VR » HE2Z HFEF Y S50 8F 159
W ERIENE R L A A A R T 160
FEL B AR R BN S R R A A R A AR 161
Effects of JFL on the integration of programming into university Japanese
JISEEMING COUISE. .ttt ettt et et et et et et e e et e e ne e e en e 163
BP RS BUE R FLE RERRS E TR 2R
I P 164
ER B Y ATPE N D Instagram F S F Y HRELG Y K AT 165
FEREFVHRPREE: ERE-F T KERAF - NFEVFER
== T 166
PR H E FMAE R L B R MR A 167
et A 1A ENF L %‘iix‘i%é P RARE Y A 168
FHp ANSEYHE S R RRASRIEY S BF 169
PIRIE 3 N T AR 170
Ja 5 1 M"ﬁ?ﬁ«ﬁ&éﬁ%ﬁ;%?;ﬁgﬁ% B2 AT 171
B HT B AIRTZ R 'lﬂt—}%/iﬁﬁg BB XTI 172
IR R £ RS-y B ?{H’? BITn 173

Can we develop students to be entrepreneurs? Provoking intention is the key-

evidence from co-citation analysis of the digital entrepreneurship literature....175
J&e* MULTIMOORA i {7 4 F B 2238 AR = A 47, 177



From Learning Spirit Energy (LSE) to Social Spirit Energy (SSE): The Practice of

Electronic-based Learning Theory in Individual Learning and Cooperative

L aIMINE. ...ttt 178
“%wﬂ%ﬁﬁﬁﬁ? ................................................................ 179

BRRERNBSFEAEFRIRFZBEFTT 180
MetaClassroom : 73" WebXR B # 2 R A BT HKE T T ..., 181

AR R R RKE e L B R A2 S 4R 182
A)%ﬁﬁ)\lfbf)\*ﬁ;i?i—éﬁ_}.w &gﬁuﬁ {7 /Eﬁ - I,{]'F]Hi'—: "t?f}?]’%{

B e 183
AEA S M REE Y AR EFZ T 184
IENERIEANELE LS Y R AN RARRY 28 Y 2B e
BT e e 185
S RECAMA BHEAAHERZ EFR L FRTF T 186
u@%ﬂﬁﬁ%?iﬁﬁﬂ%ﬁépi .......................................... 187
ot B2 R A B TR 188
%awaﬁﬁﬁﬂm4%£&ﬁﬁW%%$ IR B 189
BT w2t ?ﬁ;%ﬁ? ........................ 190

£ %i;—i%*%i}iﬁ PHEFBEB Y A I ESIREY FERZEY
B TR g e 192
- AANPEANGEG - FRRAEEEL B4 G4y DS FIZ APP...193
BHFETRANEZ L &g+ BRHH AZBFEFR.........19
Pre-service Teachers’ Conceptions of Learning SDGs-related Issues in an
Augmented Reality-enhance Learning Environment.......................oo.. 195
PRRAESN R PR TR SR Y 2R A e RS KT T BAF...196
B BRI T, 197



§ g
jﬁ%ﬁﬁu

CEARRRPE R LR § 4 2 A PR R
PR S S LRI TS

B 22 S
Rz F 2 FPFRT ERAKTF LA

XL EVE

T RrRepEis RE

BrY R iR EVEP FRERI L ELRAF ARV T AL EFRAR IR AL
~EAR

Eod RrA SRRV H N FEE NI LTI E SV T AL LSRR
ENE e S GERY

X EAKRPEILR
itk Wi%ﬁﬁ%*%%%ﬁ?%&ﬁﬁ?F;ﬂfﬂ%ﬁi%a
A EHRMRLEEFAIRASIGELAFELEL):

fRREEFY ADL:

T2y RZLBFF-FEFRETE &
&g ivaip Lt 8y CSCL&CSPL :

P 4o BB LA FRT AL R
A ger3 o ¥ Y CUMTEL :

ik LI < FTREPE F BlRE
BlERpE TA:

FRGE Mzt e ~FHEEFYPHT L BIHRR
PR 2 AIFTR R T ¥ GamelT :

hedh BlE A g Y P 0T o
PawtF &Y TELL:

FAF R 2HRPHEFRY HF L FRER
7 * #dy BigE:

3 [&] ﬁ/w FRIFATRRE e I it
? '

Job Tl
s ’? H

m wsmp& R PEELE B o



CERBLRAELRGRY AL R

# R g Y ADL:

W FAFE Y BARERTE L KR
2EYRYT A FARETE & Bk
ng"@i § FARETE  PIRRR
B4 B8 PARRTE & plEE
Bod? 57~ F FREVE  BlER
REEi<F FARETE L BlEE
AR Bk s ok BlE
IR I -aﬁ FARFTH & BlEE
2 Wzt F FRETE R
B RZLBFF T FARERTE L BlRR
FOREZALCE FARRTE b Bl
T P EFI PR Foook s PEKRR
réi.%rﬁ@‘?l ia‘\ § FARETE & wlEE
S OEAKTE & K
FF% § 1 ERv eIk KR
B OFARKRTE b Rk
CEPFRETE KR
TAE Y & KR
FF% FRFAETE § R
BB ORTE § PIRR
B ERKTE b PR

ppritgY CSCL&CSPL -

B A ARTIRE- S o =gl - N (S e
R LB RTFAY A SRR

AF TR R
PHRTAFFRAIES ) R
ELH RTHEYPEFL T K
EZRE - ﬁi%l—)‘!fijiﬁﬂ"m.r Yo
WA F PERT LT B RR
B A BT B
P EPRAE BT R RIRE

2V F R E Y PP SRR R
LESZNEE S JLE R I IR S L TR e

2

SR o

g

= >
P -t A S L Jw

AN

# % %
I

=
gl
R

sxrn
SR A g b
wf»w—sw

My
\“:\.

T
&
\e . j::,n -
E
4 B |4
A

o
fhee
het
HH3H3
| 4
BB

| 4

’8?
‘;’1§
AN

| 4

EE

ol

e £E
W
b

|4 dmp |4

11

ﬂ**

11

r’
=i
- F
-4

11

11

=
G+
i



M TS ER R SRR 8 Bl
i3 AP MEPHAETAPE L BIER

R A Y A AFEFYARFFLT KR

wFE Wi FEAE Rk Mg

wER R T#ﬁi%i g v E LR a Al
WP R E&c 8 KEFYRFEFEE b BRI

e Eerd a8 Y CUMTEL :

.

vk A58 FHEAE L xR
B _f‘_fé,a\«’g;{ B % eI s

T4p % 2hex 8 &g 3351;}133/},‘ &l Fcas

FEE LI E Fadeg i Beg

T WMEE A E FRleR )l Mmggg

Fomdr W4 AEREE L H Pﬁ’ﬁmiﬂzw%” kB4 TR B

Bl g
P?i“r PR
PR FAMLE R R
AN Y R SRR R
%’*E%Hﬂ%ﬁ% ELE:s
ElE- SRR S8

|4

AT S S R
- :w
=
N;%%%‘
ﬁ’%f“’ﬁ*ﬁ*

~ -

-
o3
A-

|4

1 |4
Piopl 0 R T b b

.
=

e
“s
gl
-Emgggggﬁgg

%%Q\%ﬁ*&?&%
=}
A=

LS
WE N

A-

f

%‘r

R e~ FHREEYAET  BlRE

LA F Mk RE kPR

C R A EREE S F Fh?i?m Fhc &Yk 2 amiie
REBRP L ~F B* gk BlRE

RN AT B T ¥ GanelT :

Whods W LA BB Y PR L T KR

e R F KT PHE L Rk

158 R f‘_/?ﬁ% 5 A g:?I's g Bl
PRz E R FRIES L R

Tt W2ds ~F BeFY T BlRE

TR R EL S PEORE L Bk

HER ca Bt PR JHMEE IR

HE R T g KT RS B

HEm Mo BAff 8 Biad o BEkEaE] f

Hpdt W de 2 F YR 1

3

NI

E?

o
full® \Elé z
X WK



’%%&é A TRk K
8% 2 W_:%z%?'?fiiiﬂﬁ Tt PP T FERR
réim— Bz 488 TRy AT &R
pE W 2B FTARTFALT KR
Mook &~ B mﬁvrazzwt"fﬂz%ﬁf@? gk Bl E
FAH Bz R ARY A PR E KR
BRk Mides 8 &gV PR kR
FRR R BAPKAE 2 QRT L K
FREE R LR PHRBEYE A TREES N KR
ERE R L8 FY AR ay et &ff%r#
ﬂi"ﬁ% AL FTABRHE L BlRE
Fl- ~ Wi r TR P&E?ﬁ TV 5 BlRE
Rk Wt kY 8 K75 ¢ i
FEp B2 &5 TRGE FAEHTE L B RR
gEd LA FHEE - B MR
REE R FEAY ﬁ?ﬁ*%} B4 38 F g
RARE R ERH TPk B IR
TR W22 -Qﬁ AFPHELR TR BEE
fFizz P 8 23185 g
B R Eﬂ:i%ﬁi#ﬁt g B P T B R
BRY Nz L F RREYPREFAL T FERER
Farh W2 HpPHF RPEFT T BlRE
BAH®E s 2 fH 5 S HMAETREEPLT L BRE
FlR4 Wod &+ 8 Failid | 3k
EHT W22 WFFE 8 PREY S FTREEE P ELRR
HrAg EAFHAE FTaffg e Bl

b
H
>

%
=

TSRS
. g <
#

— b =
-
@ @&
4¢3

M3 2,
[ Y
M i
Ery
T B
HRE R

‘¥ 3 £ % TELL:

LM PR % EE N T
W= heff+8 314k &

N S
BlzaE § * ®EAT LT R

SRR LR ki

Rzt A8 RrE2 i plieE
CREEARF R SR S T I
B2 2 St hiE kB
By A g E k Mt

M AELE T2 ¢ o phamyggs

4


https://dcc.npust.edu.tw/teacher/chung-yuan-hsu/

L A YA \F%f%r%‘-’,: 2430 S
Flied e HFLF 7 hiF b ala
Bl Rz4# <8 357 ¢ oy
By LR Fo0 o B

.
s}
A

ol

% Bigk:

Eod Brrter § LIATHR TR Il

WEF FzFecF FREmk Bk

FEZT AL AR B EE L PR

R EE A3t d Mg El BErg

Faao W L F KT e MK

gk W4 PHAS FRER L mmyge

¥oare M i g < N T o Bl kR
FRpERT

FA- WL AFEF %J’ﬁ%%J%w%ﬁ R LR g
IR ETAE Tl es k Blke

TleE R F RYPHE PRk

I EHPE R FRERAF SRRl IR

T & Wiii?é*%*% TR T AL AT R

RIP RIS F TR L R

BRF A F TROBHE L PR

EERS I B S R X R ELE (S

FEY Rzt f%f?ﬂ’? BEETFARTF ¢ MR
B++ MBP A 77T B

Aiog A< F FABHF b RBlR

Fi 4 Rz g;f,q,smﬁ TaAg ko eIk

HES Rz hBFEAS FYPEFL TSR R
B Wz C B B TR

AL R LR T FRETEL T KR

gER EAFEF - BRE PR

FROR W ALK BIRT § K

EEY WY A A H RSV PR MR

Fl- o W2 AR F FERT FEREFY & Bl

B 6 R

HiEh Mg 8 PERT ERAKTAL S MR
I Bk R SRR REEIE L P i

5



T 4p %
At

5
3‘ ﬁ“‘m
L=
+ B
FY W P
e
% g
R ] 4

R

i

FRR WA

M g
[l 482 1%
7 %’”ﬁ
1R, 3¢
R IR 4
ST Y
AN &
HeAe 5

W

F’
/’LL» F]q ﬁ"’

A=

[ 4

A=

[ 4

by

g gY 7?“—%*‘-’%‘-’4 %“‘3"”%‘37& Bl oz
ii%‘-’ LE L Bl
KyeEYPHEE L Bl
RS F TRARTFLT BRERER
Rl o L S 4 ‘%“‘33’?4%‘3%‘3—‘%‘3'“%‘3%3 e
Rzt B~ F FERTTAFRAFPTIFL 97 BEKE
Bzi @i+ 8 FYPEFLILEFR i
Bzrcis~ 8 KT8k K
B8 8 PERTFLTERRPT L EBHR
Rzt B8 FYPFELTF8E KR
LA 8 % a7k KL
Fad? mv A8 KFLERLE -8/ I
REBP 228 RYFL7 Bl
Bz #< 8 R FAFFAE T BHRER
R A PHEAFFETRT Y FRNE RERT Y T PR RR
Bz #< 8 R FAFFE A '&"%-ﬁf%r#x
et P F JHNEG PRk
R g8 PERYTERRKTAL T BPIEEE
Rigapdg FEuy e o B

[ 4

|4
R i
o o
R
4%4%‘%”4%4%

=
= <

il

7

[ 4

[4

B RLFFFF FVYPEFLECRE KR

ﬁi:k?%%’z%;ﬂ’,a;& B4 I8 $ 48
WA ERRE T E"'E‘"?ﬂt&
Wz B 8 #5857 ERE KT AL B



E3wE]

TR A

W—:%I‘?EF%%g FM#‘[’""L’%‘L%‘?%‘?H: ﬁi%‘f &1”53‘33 ;:lfr'\ \ﬁilﬁ.ﬁfﬂ‘»
7}"‘??’%—;};{ ;L“ A BT by Iﬁﬁig &

g TSR

g FRPHLAEEL

ERbV A B OImE LD R X (2012/1-/8)
Wﬁgi*%iifﬁﬁ@%D

FaE SN Iy oy ;%<2017) .

B 4 8§~ B 3 B &l # £ (2013/9~2015/8)
B = 4 B %ﬁi?}fﬂ T g et L (2017/8~2020/7)
Rz 4 E g+ 87 1 m %3 (2018/1~2020/12)

BB 5% T
&35 1 (02)7749-6801 ~ 7749-6793
% 48  fangyang@ntnu. edu. tw

AL
FEBET RR PR Y 2R R

Exploring the visual attention during science learning in the AR-based environments

&
HBAFTBEWROFESDFEREFY H LI AP EEYREER LRI AR~ TP EF

VRELT L F T L RAFY 2 IFL"'*ﬁ"m\mﬁﬂ””’“bﬁ“”%‘f”‘7'15%‘3”**‘“’?@%
HPRBEY PARERL 2 RAFY I QEREFF LT ETHEIARF 5112

HAF AR P T EYHEHPETMERRE LY A ROPE AT HETE e B 7 FEmAR
b~ 2 ‘ﬁéﬁﬂtlﬂ'g”l@”ﬁﬂ*’(app) PFEETRRAGR TR T gt s s
T F ARk o B RIREHE 0 A A H“””"% TP T B R R L ARSI N R B Y 4
B (o 2 T Y FRHLOPF PRSI B EET 0 AR@ NI BPFEY T
GRS PEEY A Rt FrB F Y Kb i D 2 1R A R L ARIEE G R
TAER o pleh > BY A B AL RILT R e e 4 AT Kk o




Bim#n

Pl R 8k £
W:¢ﬁ<§ Be®mFEY T Y 2T FRAREE T
M ¥
R H kst

FRE 5 XA g hap g 1 (2003)
Rz ar x Febigd i i2(2010/8~2015/7) ~
£ RIS 30 B HHR(2015)

poAA S & B2y ?’,14‘2(2016)

FLLIMA < 7ri-§7fi§$ji ?oo F«:Fﬁﬁ-‘ﬁ
(2016/10~2017/7) ~

Rz A Feb2 & % 22020~z £)
Journal of Computer Assisted Learning (SSCI
Journal),Associate Editor (2021~iz 4)

5 T
? =5 1 (06)2757-575 #52201 ~ 52225

% 44 © gizen@mail.ncku.edu.tw

AP RAeW R E Y frm 2 & * Computer Assisted Learning and English Applications

BE

1960 & S F s> Trad B Y ¢ KA AF T FE N 0 TR SR
IS A 2023 F 0 APEEAE A RO Y IRG S TR UE Béf.x,\,;;, mﬁgéﬁé T Mo Bs
EFEYIRY S RS G o

R §Y 23 (WAL EYVERAH) TRV REHL L

) My (R E Y RmIoak g 2 VI 5 A E)hz BRI TER A4 AP AR
TGl g Y B RS (Db F F AT RATR RO R o e b B Y
PIfoivdanE R W BZEF 2 B FV ML > QU AL RTEEY 0 T
AR L S PR A EEFTY o DA YRS AR Y KT 5 S 4L
BMEY PF TR TEY AR RNFEI MG R Q)RS RSP ETIREMEY hiF
B3, Eﬁg&.&%ﬁi;}i’rﬁiﬁpg NER ?ﬁ? i IR foak g 2 LI, RAET ”mﬂ:ﬁ““ﬂﬂz
TEYPeAREL B e P RRPHIELIT R B AR A Pp o S
AP EY - e

hET T P TE L O E{od R uﬁiﬁmwmgﬂ fr® ol B el B R
AR e o R Rk PR HEY AHES m@*i’~ﬂ{£?’{
LRI EPREFZ  E 3 - La e MR EFAPRL s BEFLLEHFEL 0 A ELLPAT
AR TR By e PR mf’bﬁ”ﬂim BAIER Fo




TWELF2023 + ¢ 42 o

1M &#33%9p(ifn)

adi Y
8:00-8:40 75
P |
» kK P
s F A
M rogy | FE S FEFHT | SEKTHAE A FTHF ML QDL RS FYRL LA
8:50-9:50 SIG : % # # AL BRSNS AR B AR D)
:50-9: AFAIHRER BIFE | 608 PR MY | BB LR R R LS Y S B

224 Iy I AR L s B A i N

T AT

4956 | Mz~ P .  FHFRBE mAR AR EFHFH ALK
LR %
#-=x 1 M103 TG NEDR
i 8332 AY LSBTV HEL LR k2]
8:50-9:50 SIG : # 8 4L 1 Y BEe BTy HE LR LA )

AELFRR K




B iR N EE S
519 F R~ F3FE | %52 STEAM 8 B < 3482 (7 5 A 47 EE
TR R
1y B TE
Jsa0 | I F B | Ao ARCS PR AL QR RR AR VIS S F L PR IAIESEL |
R A I i L Mg 5
Fxoo o mA
5571 | i54f fi~ M > | 2 REP FARM PR AT B E AL 2 AR S 4T £
i
9:50-10:00 ke R
L
N
oo #E i 472
e M2 7609 L0 FREFSFHITREERTRHERL CAFEC A FLEY Sk -
10:00-11:00 S1G : CUMTEL 6050 fgﬁgi N SEREHE R TH? FAEFHLN S 2 BF £
FR B E i A E Y Ca IS A = R R I £ 5
AFA T AR BIER 129 HIET s Eddr s | METER N2 HH IR EY AR FE R R LR LEEY c o
e > rrz B =
1423 EAAERRE S [ BHETBREY AR AERE VAR RTRFHRE YR &S £ 3
iz R PRz - pET L L

10




3 HpEE S FARE
ﬁvski< 4 _ﬁ‘u‘a\“%ﬁ ’5»\"“‘% 2 2 3§ 4 £ %
2= M103 6353 s RN U HAERS BB T fa
10:00-11:00 SIG : CSE 3050 | EFE IS [ HARNGITEABTEN L aA R L A E ¥
FRfERY MUE R B ‘
aFFEA 4865 MR s 3 3RE "“‘ﬁ'lzg:%‘ﬁa_fﬁﬁilfi"ﬁjﬂiﬂiﬁﬁ.%%L—l‘h'ﬂ;\l’fbﬂg B kg E#
%R E IR 6981 | HRFEI S dh2 A | FrAPE AT 0L B AR R AT £ 5
2475 Wi~ I RAFEL DI 2 FRITAEERFNFZ2LREFFY EE
B= 1 M104
-00-11: : CHBII AT B H % QR F 2 I8 AP B LT I0 2 4 2
10:00-11:00 / iIG ADL 5655 s BERBEAFETE T ORBT IR Am b Pt mian 4 2 £
ARy i 4F
AFFEA I RMP B IR 7944 1€ﬂ;ﬁ;\ MR R BT 2 QP RELE B (PR Y X k2 BT g £
949 %?’@%\ﬁw QAT HRLY B L TR Y 2 B 7
7055 | PP R e SC i 4 MR ATE S ch STEM B e s 8 Y & el -
H-=x : M105 1:5 FEhE v AL R L el 2 2 PRAT 2 ;] -
SIG : CS?L&CSPL 2027 ¥t R H AL BT R A A T L R R fLEE L b £ 5
10:00-11:00 b iTEY & -
fﬁ A fu g sés
AFFA DT EE BRI | 7021 | AERER R A | AEEYRRIBATIEEE FHI TAn: 4 L8 E jeni v £E

11




11:00-11:10

K&

BRI E AR R EER
11:10-12:10 FHALM CEABATER > OPEEY AL F
- %

AL RS R RO

12:10-13:10

vda >
S }-‘f’i '/vv"léf"

) : . A5 E R
13:10-13:40 TWELF2023 2 };5\,
- %
BN ) s
ey R A 54
7 v‘»&\ -»—'—-/-{-"« L z' " ?x:—f“'_g‘;/]#'?\ 13 _'»/! r,%:/ r:,;" ;-% /. ;‘_»‘ 7'4,/:/:
Bkt MLO2 2785 74 AR | RS R g¥-nlgmih, s REILHE £
SIG : CSE _ o , ‘ ) N .
13:40-14:40 “ay s g g 4840 | H 443 5B ﬁﬁ%?m%ﬁ%i%ﬁiﬁﬁm%?ﬁ%\@&ﬁﬁ#A © 5
PR E RS
aFFA 1 PR R S 2 R R TR A Wi AN R E Y A
o - 2116 B4y g = ’ BB W AT R RV AR e 5
3 P A IR TR
7600 it Tl T T ke R A S e e wh
, % 52 STEAM S RAZ R R B T AR Y LR ZAPHA T ”
5106 | 2 pE- the £ A AT mEEY £
6216 M & FrAPFLTELE R EFY 3D I &7 TE A ®E

12




WP HEr>BFL I RIS A RE L BERF R Y

= 1 M103 9026 [ Fd4 gLy A
SIG : TELL 1831 Bow-Ju Ferng Effects of JFL on the integration of programming into university Japanese £
13:40-14:40 PHEptFETEY listening course
IFAHRES KR 75 Pei-Lin Liu and Application of Augmented Reality Flash Cards in Children's English o F
Chiu-Jung Chen Vocabulary Learning
6558 Pei-Lin Liu and Adding Immersive Virtual Reality to a Science Simulation with CLIl o F
Chiu-Jung Chen Approach
2568 | FEELEEN - [ARFAMED VA RHI PR L RS RAIRR AL G|
MR 2R | ARk R
B 1 M104 ca00 | T EER I ARREELET R A R T e L &
13:40-14:40 SIG : ADL T2 EER | BIERIRT B
PR T 3 F A7 -
AFAIMAR BRI | 6864 | AAE MBS | HFNBY T REE L BRT Bz fffn R Rk L% | Lk
4 B il
1931 Wﬁz‘;i T S R A PRE LR £ B
¥-= : M105 1206 WarEs ~ % MR~ | VUVU 24 4 £ 25k 00 itk ~ p Aoka ~ SR E%HEFY H ad £y
SIG : GamelT oz g EEAEF LB
. . 3 ,"'%7|"'f: j'f“*a‘" ERAE W | B B
A ﬁi—iﬁ Tﬁj}iﬁ gz{; 6856 J}%L'T;ﬁ Jf): = ECE Y A AFREF LR A S R EARR & PF e ¥

13




Intan Setiani, Ching- | Online game-based learning via a self-regulated approach to promoting o ¥
=
3166 Yi Chang and Jie- | nursing students Leopold’s maneuvers performance
Chi Yang
7319 | EREF T Emp | AEon kP ERES BERY A un 2 B £
e B RIERE T2 3 S8 R FRIRERTIHE R AT - TR
3209 | EMmEFRA e ? + i A ! B
! PR 5 O
o p e o _ W\ E R
14:40-15:20 BB AR T _
W RR
02 ) .
F/a% g Rl A 54
sy | B EEOA [ R IR K HE L AN ERY 23R £5
=& 1 M102 B~ R =
SIG : CUMTEL BRI RE
15:20-16:20 RN & % )4
Fo 2R T2 gy HE4E - A E
Lt B B AT AR KT RS 4 2 B Y A £
P 4124 BEA ERD - Bt BT RBEMTEF D R RFREF 2 2 B ES
*ET PR [
209 | IS - APUR | BRI T B TH SR RE LR 2R £
EES k2~
9499 TEE PR (BT HAFTRAERTFERFE T EY S PERIR T |
AR 1

14




4416 ¢ o o PR TR E Y FY CFY SRR Y FER £k
i’;‘:}\‘ :M103 A\ . /2 A ST 33 5 = Lol EL )\ - Y 2 o1 33 8 gz gy 2 = E %
SIG © TELL 691 Elp ¥ PRREVFTEVLI IRV RS RECE CFV R ew AT | £k
15:20-16:20 PinitFT Y Development of Technology Enhanced Total Physical Response for Learning
aAFA DM Bl | 7858 Riska Saputra EFL and Its Effect on Elementary Students’ Learning Performance £k
Exploring pre-service language teachers’ multiliteracy and their perceptions
9107 Rae-Ping Lin toward adopting SVVR for language teaching T
A - |
7183 | #EBEs 2L E S P pamp T askg igfmst | 2 ARBBREF;ERF E
PR FT
2= 1 M104 FRE - =L
4396 / Ey g—‘ﬁh B AL 272 B 33 /}‘ REgHET oy Ml E ¥
SIG : CSCL&CSPL gy g | Do PARHEEY i .
15:20-16:20 iz g TH Y & Chiung-Fang Chang, | Effect of Personalized EEG Biofeedback on Relaxation and Learning
BAEY Shih-jou Yu, Hao- | Achievement: A Case of Infectious Disease Prevention Course on MOOCs <k
» ap s L e 1832 :
AR IR KB Ran Xing and Jerry
Chih-yuan Sun
8286 | HE®% ~JFE | BHEXIEFYRLEFETLAMERE 0 STEM 7 78 ¥ EH % fa

15




Jia'ﬂ/—— N /‘/——ij" N N . o £ 5
6877 3 ATPra 48 B A R E T e 125§ # 4 R TR 2 i 4F
ERYS
fi*:'f. + M105 a3 | e g |HESEET O PAER AL S CEMEL SR EH N2 BE | LR
SIG : GamelT
15:20-16:20 | HENE AIFTHHEAT L H B R W | HHUIBRFLILELSHR ] FINSY AAZPHZPE
AL 6688 | thEAE - 1 TR - EE
3 7edh BT PdR FHT I
B B PR T T D R s B EF
347 | waapman |00 EESHEERESLRC SRR L SEBES
4816 Mt ~FlE4s | KPEFFBREAHTIZAZRFE2HEE £k
A5 &=
16:20-16:30 K
e ey 5o 53
L P ‘
520 % gk fr;"é@%f?g}zﬁj ARG BV R L TEY R B A 5 £
o , Fit AR~ A2 B B R Y A E S LA e AN p Akl | B
16:30-18:00 ¥z 1 M101 740 | tREE S F | o i "
R
IG : # %42 2 . - ”
> G , i fiﬁ‘ 3535 EEEE3 B AENRRT BVREF T AR ER R A + h
) “'% o 4043 | EES CHRET | HFBOERLTHPATRERRMET AR Y A FEFBEF FEH— | L]
gy e L S o
rl %Ef'?g‘ B &>
5253 F AxG T LRt RIERE L REAT 7




8747 fem . BERTEARENS CBALTREINENME AN G2 + fo
9349 | th¥id > R 42 _ £E
. ot AR EFREZ W ERRAFY 20x
aE . E AITAR 5 1 w g3
= 1 M102 1525 | EELTE~FRed | RANFYARHAIHEHTY 2 RFY SRF L i L * k
16:30-18:00 SIG : BigE 3558 B ERUE QN 7 BE A  E #m@% ¥ oA 2022-2023 % fa
RS S LE 4 R B Y 331 BookRoll T 5 F s 4 Bl e pbHE Y A& )
. 9067 e+ 7 PR i £
:_'.:JE"F Ao 3L 2 Fﬁg@
Ot JREELE (& FT N YL

g h F H AL ' A N 4 A

9422 _ , * BA 2 R Y Lot 8 £
PHE - F R ANSTRELFINEY ’ "
WA - ERER . , "
5265 o e N E Y S N HE A BT S8 Y 2 B EF
N L g3 g4 BT oFY 285 fa
2348 384 B PR RE o R RS K R E * f
2614 RS Y ([ FAPELCMSRIEY FRAT T % fa
. :M1?3 2339 | KB 5L ¢ 4 COVID-19 £ fFFCRE PIARS ) e pisc B g Z 5 ~ S e |

16:30-18:00 SIG : # & 3R4L SRR IEN b 4 4o COVID-19 % R 4 ST 2 60 40 b
AdEA R RT K2 _ —
6173 | A ~FIZF~ | o s o . *

. it PRSNIRIT RS ELR? 2AN LN WF Y F
]

6307 | 24% - FR® * kh




4434 IR R R | AMMENE LTSV RAR PR T AZTG L 5 (TG £
9108 fﬁlﬁrg;;gﬁ KT AFH2L B8P 75 045 E¥
W@%‘¢%%~
7961 R Eﬁ EP AT B L IFHEHETEY 2B PE £5
B 0 M104 BEL CEE D mweE LR
SIG : CSCL&CSPL 2P EFw
16:30-18:00 B f TE Y 8 FH% BT -
A 490 | HhimF 2 Em s | MEAHBEIESREFEH EERCF V2 R EHE Y o B £ ¥
EREC 54
BT BAIERE 2219 JL%”KEE%FF F1* 2 F AREHFLEFF 2R RN Y 2 30T ¥
ﬂgﬁ‘WJ%
FRE G | MFAAASCUFARE € Re VS SHETRELRE | £ A
7158 ﬁ*w\%@%
6563 | '”': f B BERT e gt R BR Y R ML A LF
¥-= @ M105 9748 i3 47 AL Arsh B2 PREN M AR N R e R £E
SIG : GamelT 9395 el N AR 4 SRR A g AB N4 L gy L
¢ 8 RIATH BT BrERPE S | ERGE LR BRI A RS AR T RSRTY @
16:30-18:00 a4F A 1769 | #lE % ~ =2 %~ | 232 R £
5 A I B AL 4E

18




: REFN A AT H AT Y RERK L e FRATERT £ 5
7641 SN P} ﬁﬁ"" = g% e g PP I ¢ w25
gy | I R | Nakey Nakey 3£ fCE ¥ H GBI CFL AR ET Soen VA |
T Rbt LRz F
6169 | HES RS | BFEHECTILMSNLLEE LT L HES P (FER EE
18:00-20:00 3" KA
11 #35% 10p (EH3)
2 i ol b B
A6 E R
8:30-9:00 3K 3 fﬂ
- &
e N P ol
¥ P
#= : MI101 5136 | § R RN | AVETARGEELAFY T L2 By =
9:00-10:00 SIG : TA ~ 8 g 39 X s gbw [STE %7 A L P B 4 @y fr 30 8 7
‘ e on 2905 é%@i\!‘ﬁ@éf{ i/??%‘fﬁ ijf i‘fﬁ i‘f’(’if'ﬁ:* *?:'F = %‘a -w—éf’(ﬁ i‘f’(%‘a ‘E»}fm
/P'J%Lf— e = ']1:"_7\1:'5 ;L“
AgFA R BlRR Nurul Annisa and ‘ ‘ .
8119 A Short Evaluation to Comtemporary Indonesian MOOCs Learners w f
Kenzen Chen
9280 G ELE | BT RE 2T TRIRRE 2 B k&
3 o 4 -
Rl kB4 T A N R XA 9385 2 B TR E ¥
Bz 1 MI102 4070 G RS AT LFLRAD S0l R R L F AT Y BB 2L W HE

19




SIG : CSE 5y | TER XL HRHETE R FAMBMERS NG AE TR ELL | LR
9:00-10:00 TR RY =
LA ERES BRG] 3403 ﬁ‘?’?’f CEE | B AR ALY BREE L £
2465 i e SL 5 FE A PR YEE K Sz 2 ¥ et £
= 0 M103 135 7 Wfré R3S ([ ANIEATITUGTY AR THAEVHSAHE LS LS p A .
SIG : CUMTEL [ = BOER B i
9:00-10:00 FREET Y 7838 | REFH-MmAM | ANHEFEZ R HASRR ) B LA EFTR L5
= ’f** : FHRERTSPFRR R~ | PrAPEALRE GRS R YRR NFHART D FH A RRRELE
e #opgg | 0959 SRR PR SEFL LA B Y S £
3507 B B | NERKTHAMEAPHRIFTEEY Ax T v
¥ M104 Hsiu-Hua Chiang, | The Effects of Robot-Augmented Textbook Learning on Third-Graders’ Oral
SIG : TELL 6382 | Vivien Lin and Nian- | English Skills Performance LE
9:00-10:00 PHpitFTEY Shing Chen
agEa 9339 PR 4 asﬁﬁw P R HE A 7
thop B B4 IR 045 o %J.,ﬁ;ﬁ@)\ﬁ; {5%@.?33&,1 P R A i
9082 7R R o g R 8 EE
SE 4L ~ .
8143 Tﬁ; %;im% M B NI e 4 e B B 2 5ok £ 5
H-=x . M105
9:00-10:00 SIG : ADL 97 | RERCBHE | PREEAFRE L TR RET AP Sn i | £ R
EREASE A )
5955 4 APERTHE IR RERPRPRE AN D RS LRER S | LR

EFo

EEEE

20




Hod B E
1484 | R4z ~ HRHE %~ | AAC w5 RBEL RS SR TE0E A Haf (T @ peds anf ol *h
P9 B,
Eamd kY ) FRCEYHES R 2 RHATRE ks
10:00-10:40 | 23+ :38iad RE %
A HER TE B KE
BALEH T Pl s Y
10:40-11:40 FHLM D TR RS Y feE e R - %
AEA G RE K
;s . s A E B
11:40-12:00 TWELF2023 B % & 28 & =g pE o 38 -

21




=
-

.
H




PHEEIFRELRARY JERFLRRE L
PEEY S0t i i
A Preliminary Study on Technology Integrated Biology

Courses in Rural Primary and Junior High Schools Students

B
B2 3 At £ HANT £

mingfu.nknu@gmail.com

5 B
Bz B 2efm g~ FALE K %

liaotonio@nknu.edu.tw

[ 2] 7&K THBER  ARTHFER L¢ > BAPETRT Bd g
TRALSPEEL G RO UPHAASN F oS EEAKT LAY
Boo AP AP RASE P EPEY S R R P ERT R R@RE L0
PEFBAPE RN PRIV EENR 25 2 BANE BREY | i
RAFGH&RE 82 FH 2 (% 12 10 THE) ~54HP ) #HRFY )T
ITE 4 R BpEE THEBEEEY o el g F R TR 50 A
B& T3D g, & T3DFErd | RATRPPAFREETHT S KT o el
ARPFASF DT FRREGORBPTHL DS e T B2 TR
BEFIEYVrGE R AN SR FRFR T3D fiig, 2 T3D
Y B RE (B EET LA AR RBBRRRY | ERR
WREmE L PR PRELEPEEA
[(Rats] FackmF 2 ~ 23435 3D #3] 3D 7L~ PEFY

7

23



BERFTHELIT AACKG ¢ BRAI BRENFOTR 2L 2% %
The Impact of Symbol Background Color on AAC Symbol

Display and Auditory Stimulation Sequence on Manipulation:

Results from Eye Tracking Data

ke 2y 2
Rz A EAFRTEFLRFE i RTELIIEHARKT 2
{sharonlin929, 810988108} @ {gmail.com, gms.ndhu.edu.tw}

s HhH B
Rzl Ez-FhoRmaye fmlsr
IR SE N =37 S G
{610986006, linkt} @gms.ndhu.edu.tw

PP B
M2 A FHART R

mtchen@mail.ncyu.edu.tw

(2] #7775 P AR Fd AR RRG ¢ Fi B A g
(F/E)ERE NP LR ARG DRD L it FARLHF L BEF d A2
AR BB A KK 65 DA FAEWLRIe 5 EFHFTT BEFR
B Tl tRe M2 B s > W TR R BT BEF B G A
FELP P BT ARG 2 aniE R T o B e BRE S N4
FA A EARDER o 3 BRG FELR S IR Y KRR 2R R
BR¥oAEHFLER -

(B3] i esifid s~ 5 m 2k et ~ Al AR

24



FrERACPFARD PRZLZHNES

Practicing body-language skills with a humanoid robot

to help children with autism spectrum disorder

R LT
SRR R R S ST B X S

{ m0831107, yfcheng, m0931106}m0831107@ { gm.ncue.edu.tw}

[4# %] p B (Autism Spectrum Disorder, ASD) 4 v fcik & + 2 » H ¢ 2 5 44
2 eZb e R 7 5 44 4F %83 5 (Body Language) v i = is A ERE TR &2 p
FALR A E OB o B EA AL EER Y S REP LG I e sk FR s AT
i%tﬁ‘“%$4ﬂ%s?&aa VHME TR AT RS TR EA -

M T RO A BARA PR EA SR B LW PR ch
WA T B RY o /Eﬂ’"’ia:?* H- s Tisx ;éﬂ % ¥ 333K 3 | (multiple

probe design) » B kS pelt AT H R L 2 FEEE o R T E A%
W BHT A0 A2 KE BRZFPPFPRZIEYDIEGFT L SDER
Mo A H A B RAT DB A M MRS ) R AR
R av S i =SS A S S e S

[BEiw] A Pk~ SHET A P E L > Kinect ~ B2 23 ¢ 7 7383

25



RAHREX RS F2LERARL AERFIFLREBFY
An Eye Tracking Study on Parents' Attention and Choice

Factors in Choosing Children's Food

Wi
W BLxE20kTE 4
M EAFRTHGHEFRT Y

banduna@mail.nptu.edu.tw

381 %
RERER &= 3L Y S X 3
610983027@gms.ndhu.edu.tw

[F&] 2 IHEREFTHRE; - EEPMEL LGP P TR mg;
fer AP A AW ERA AERE L I R HEH IS o
)R o AT BB LPIHR D S s g 2 g L r‘ﬁf"‘i‘r%lﬁ’“%&%
FoEFI 42 P FEEFE AT 0 B ARG 16 2 2
$8&~i9%#18&°i$%ﬂmmﬂ%§ T T AT TR
FRETHRY B TEREEP 5 B AL REER (1) pRE L
Py ﬁvzfﬂﬁ-m/{ﬂ{.é‘—;—%% SR PMEBEA T AT  Lh S AHED L
ERR A P ﬁ}»iﬁiJ’%ifﬂ’% (3)" # # &7 AOI( Area of Interest, fij £ AOI)
- L 32 AP I (Mean fixation duration, MFD ) # & ¢ AOl » {8 » &
PR A28 R E M ARR P R F EM S 0 e RanE

)

5

——\-

j\zr_ S

K3
Fﬁﬂ %4

[R4Eie] b g~ B2 28 L8R ~RELE ~pMEL

26


mailto:banduna@mail.nptu.edu.tw

BEREIBEFR A PR IH PRIV 2

e 3 4 B 35 SR S AL € BT IR S k2 SRR ]
The Effect Of Imitation Training Program Of Virtual Reality

Technology On Facial Emotion Identification And Social Skills Among

Students With Autism Spectrum Disorder ( ASD ) In High School

ru8rmph94@gmail.com

®E A
CEE SR
klpssandy@gmail.com

M b
SRR
ta895105@gmail.com

1 %4
CEEXEN
sam726627@gmail.com

(2] 477 57 FRB® 2
ag:f’]ii%?%—)&}%;g;}j:jﬁnb o Y ~
BT 2 p BPORETS y?#%g%]ﬁ

A ERAR AL LTI LG

LARBRT BRI ERA 1 LE R
EEl
g

FFA B AEA B Y TG ATH

m}. Y

AW B4 RS etk b
187 E‘J’#ﬂﬁfk’J r N~ BOER
27


mailto:klpssandy@gmail.com

r%ﬁé@yi%wr%%%%ﬁéﬂ%ﬂ%%‘FA%%%iirrﬂﬁi
AVERETRE A ER 0 TR A R (SRR T 2 By BT T AL 0 R F Ry it
M EA AR ATAN AT REE T BT B2 A eI A B
HIRA AR VEFRFHALR  REAEH NS AT %‘?l“* AR o isin
BAFL %R B- Bt TS BHFTIAMERL 5T -

[R4E:] fPEEY 2~ BT BRE0 S - G0 A F s A ¢ HIT

28



EENRBERETIEH 2 ORI LI R ramB RIS &
BizEa 4 243
A Preliminary Exploration of Double Coding Theory to Explore
Preschool Children's Eye Tracks and Story Comprehension

Ability when Reading Electronic Picture Story Books

HIER
MzBL-E22kT 5k
Rl E-FRyAGPEITY <

banduna@mail.nptu.edu.tw

(2] 73 2 EFY w}a«é;éj A F 3k 3+ (within-participant design )
U AIB R SR B TER R % 2F] 8 AT Qe AEROT g AL
HEVYREBRBFH - A S RTEAr 2T R OR I EARFA DT RIR ¥
—ELIRRTRE AIERF AR I EATR A FEEIIREPN FF S
AR T RRE M2 F PSR- e:rppa_ﬁa.mxg]ﬁfm 3 (e BF chiE
n ?Lfi’}%‘]‘#%—ﬁ;%?ifﬁﬁ?] HRe  $TEFEE - Bk ABE 0

TFoRRFREINERPES (LEHBESHL) Freiiae g ¥

RERI FRIEERF B §NRME (O HREOS L) PR
(1) pEw e 2 g Biad > 22 LHE v ROTEIRER F (2) B2
ThRES QaErRER S (3) HOEY T I AL G B KBS -
FREFEEAT SRS (1) B2 7 REefr? T REDRFRAFRRZG £8P

ME R YHRE (2) B> 7 Al QERMeER T % m@&a«uﬁﬁﬁﬁﬂ%f iE
| M4t AOIs % (Area of Interest, i - AOI) 7 =k pEAR® = p FFAF{ - o oo dic
BEF O R TRDOERT (3RS IRT I ADEY -

[RéE] RFEH - FERBEHR K FELfRN 4 ~RB Ry F0 22

29



APHRTBE IR B A RFRT B
W gL KFi
The Distance Between Us and Educational Robots:

Cultivating Teachers' Ability to Design Robot-Assisted

Teaching Plans

FRIF 4o
Bzd L FFRAKTF )
child0119@gmail.com

(2] BEAHFDKE? LHFAKTAHAR TN LIITERIE 2777 LS
BN S EA AL ¢ I E AP o B E A AH B ik T
LR GBI ERREAR 08 LB FIE A s iES N - gL
ERHRERLZERER PP BARBEAKTOREEF LI R ER L BEFR
BEARS SR RIT AP BN BEBEREE [ SFE T R
W B AP RS G G TS R K0k 0 R HE S oo RS RS
FEP-BWEAR L EERET OREFE -
[Rets] Ry BB - BBAHDRT -FFET P H - FRRY

30



FaREEFIF? BT BRI AP RR2ZH D R
HERIERIET LW
The Model of Using Virtual Reality Car Washing Skills Training
System for Students with Intellectual Disabilities:

Using Cognitive Engagement and Anxiety to Predict Usage Intention

PR RER > L3
CEEE LTI P
{61117006¢, 80209003¢, tfwu }@ ntnu.edu.tw

4
Rzt BFFE S8V PEBRTRFAE Y

hongjc@ntnu.edu.tw

(2] E*RABATLBREL IR TTE § 420 BIFTHA
pBET R AR L g R LR ﬂérﬁ’@ﬁm%%ﬁ%ﬁ?ﬁ
A FRFFREE L DR LR EA e AL 0 R REE AR
’**/*%iﬁf“ tobF1E o T R fw&;{ﬁ;b;»'ﬁ, KA1 E RS
HFHRTHE 02 ERITEER Y AR5 B FaummEd 22477
TrIFRs g T2 R G 2 B M ARR o SRR AR RS 2 i
TP ARG 0 F R RDR Y L RIARF o R ARR AR 0 4k end ¥ fiEas AR
BoRRYABME AL ERTEE WA 3 0 BRI NS o
FE S 24.6% AP H1HT F PR E L 40.6% 0 FHMEAIER Y LB
FRE L 46.7% AT 2 B A RS PHBIHG A RBFF AL T
- ”3%“# PR RS L R R B S TS o 2L R
[R4E] REFHE - FalBm i r BB~ 2% L8

\rﬂ

“\ﬁ

31



LR Y TR RRT LR AP HE L FRER IR
2 REIR2LHRE
Criterion-Related Validity of the Credibility of The Clean Skills
Training Program of Virtual Reality Technology for Students
with Intelligent Disabilities in Technical High Schools

R A EAFRTEFLRTE (ELriEdmkky e
yichengzhu83@gmail.com

-

=g
S

iF
L Y

sandy4796588@gmail.com

AR
Rz 4T g Bk ET 8 )

siaa@ntnu.edu.tw

e
M2 g kS F KT
ta895105@gmail.com

14 B
R LEx EERETHE &
ckyang@gms.ndhu.edu.tw

(2] B#&E f,?;;fi#:? IF;E/\,}‘_%{;EFII&’\%’EE‘?“ 1;\1%;3;~7r}_g]§¢ B ¥E g

Lo koo gAY BLAPABRR L ~ 2 T w A 1 m L

EE-2TER ?ﬁﬁiﬁ’«ﬂf?ﬁm“'ﬁ +J1Faiiﬁ=r“'lrs“7€mf‘%‘l =T S
32


https://scholar.lib.ntnu.edu.tw/zh/persons/yung-ji-sher

PR E

SFR AL ERNE Y221 BBk E G AR
BeodPy g limad» 2B R%T2FEREFLEAL ) ZAES L L8
# %% VRT j%> ﬁsﬁﬁxé Wi &z

FP 1B IR R B R A R o ¥
TfREp M R L RS (- )T AR BRI FE
EAE Sl S - g A i R DS F ¥ IS £

’f]’*,:,;\ T A5 B2

o RRE 4 R

L al'flﬂ'ﬁjié’fﬁ_i,{)i o A Y BevE st B 2 VRT ‘}f;—ifi’"" M XEF vV RERZG
i'{}i o

(R4 ] mstf B3~ FFEa 3 3 F3 8 57 IER - FaRmy s

33



B % IR RS e Y X0k Y

The Effectiveness of Learning Eye-controlled Mouse for

Preschool Children

2 ot
B> bt g kKT 8 )
s1043611@g.ncyu.edu.tw

F PP B,
CEEF Y S Sk

mtchen@mail.ncyu.edu.tw

(2] REFRILAKBFFROTRIBHL > Ths * AL R
R B EERIPFEE > EVFREIFE TV AP g AFHEE
m o SRR PRI RS R R R RS R F L R .
Fr¥Rs 380 %0 5 AB-AYE- XFF%MT 0 p %A FER
R RRIA LR BFER YR EPAFREEIBRZ IS - AT 2R %
Bepp LR A 472 e C Bm @ F A 5 R PR RR P AR g B
FHERGERA 2 HEE DL DA T R L oY RPFEHPEITE G 2
Pk B Ak o

[Matim] Pfnif 8~ 0 AR~ w0 %52

34



AAF YRR REE L ad Ha 2 S

The Effectiveness of Blending Learning on Car Washing

SKills for Students with Intellectual Disabilities

sEpd o BREp > 33T
Bz & A E g~ R R

{61017010e, 80209003¢, tfwu } @ntnu.edu.tw

Mo B P 28V PERRATLF] Y o

hongjc@ntnu.edu.tw

(8] A2 23MBTiRaRF2FRLELCN I OBIE > FIB £ ¢
AMEBE RN RAPM BN o BRSREHG IR FEARETHRY 51
R FHRAY ¥FLINFR{eoFE U - FLATH FRERTRDRELE
VT AR U (VR Y St AT T RET BB ERL
Fop PRunkS ol 28 VPG ER SRR RGE RSB e
BRED KE2 BV S22 S5 FR AL EY 23 2 HIFREFRNBR
KEeFd oAk AP EERFFLEL TR ST BRRLI RS
By st o

[Baie] REFY o~ mFE R BPER

35



NPEFEELENRREFEFKCEV 2 LR EW
By A2 B

Using Technology Acceptance Model Perspective to

Explore The relevance between the perceived value of

Business E-learning and Learning Effectiveness

% 8%
Rz d s SR 2 FREEE
3!43 ﬁlgﬁ%@@ilﬁz LINN

hssiu@ntnu.edu.tw

BEeF

PR g R ﬁvﬁ%&ﬁ!"‘“;}ggﬁ
kyj@faculty.pccu.edu.tw

-

Hag o L Em Eol
B d i SRR 24 FRERE
{shinue880620, 61171016H, 61171013H} @ {gmail.com, gapps.ntnu.edu.tw, gapps.ntnu.edu.tw}

[F&] AP UPHBIEN AT 2ERAH Ftfla i Pz
BBV ARG HNPREIR l%‘ BEFY N2 P AT R
PEEFY R ZFEETRA LIRS HEYFEIAALEZE 0 EE
SPSS #c#d ~ 47 % F ok I 12 SmartPLS #0838 {7 HhBo ] T 2 B4R AR A
o RIpFAT EEFRNEHEER OB E I HECFY Aoy F PREX
ﬁﬂiﬁ?%ﬁ:lﬁéﬁ@* VR R RAFY S X r it Es 5B
WHEI|RY H e

[Rati] PRESHES - FEFY R E - FY +%

36



The Impact of Sentence Prompts on Online Synchronous
Cooperative Learning

ST RRIE
SEAE TR LY

{ jlo, wen630403 } @{g.chu.edu.tw,gmail.com }

CiF 8] om0 AR L 4 B PR B e
fl":’ﬁr"?%? g /i‘a F\"_“"’k’%u,% g))i EH’“ ‘L-ﬁc)’fﬁ{_‘, l__/f_,ﬁ F\'?‘?-% =

4-_.

)

P BARRPEEANF I OF T A B FBHRE > D R ETHMEE 2
REPOFTABEREFRENHRBE - FYRLAN I AR ST T REA)
PIRERE - ERBLAZSFBALRIEFIHBE Ao frpd R IR

FRELE -
[B4t:])] AT ~FHEEEY S FELP T - EVRILR

37



Effect of Personalized EEG Biofeedback on Relaxation and
Learning Achievement: A Case of Infectious Disease

Prevention Course on MOOCs
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Abstract: The EEG technology has been used to monitor learners’ attention and
relaxation and provide immediate feedback. This study incorporated personalized
learning aspects to examine effects of learning style (verbal/visual) and designated
EEG biofeedback (auditory/visual) on relaxation and learning achievement. A total of
45 university students were invited to participate in a MOOCs course where their
attention levels were monitored with either auditory or visual biofeedback. Data
consisted of ratings of learning styles, relaxation brainwave, learning achievement,
and a semi-structured questionnaire, with their learning style paired up with each
biofeedback type into four groups. Nonparametric analyses showed the group with
verbal preferences and auditory biofeedback was more relaxed than that with visual
preferences and auditory biofeedback. Unlike the three groups with increased test
scores, visualizers with auditory biofeedback did not gain through the course.
Implications regarding the importance of auditory and visual biofeedback for learning

experience and performance were discussed.

Keywords: EEG feedback, learning style, personalized design, relaxation, learning

achievement
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A Short Evaluation to Comtemporary Indonesian MOQOCSs Learners

Nurul Annisa,Kenzen Chen

Institute of Education, National Yang Ming Chiao Tung University
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Abstract: There exist scarcity in studies talking about MOOCs learners other than
Western and East Asian countries. This study contributes to research on Indonesian
MOOCs students, their learner characteristics, and evaluating their learning
conditions. Data for this study was collected from articles from local scholarly
publications that focused on Indonesian MOOCs participants. Systematic literature
review (SLR) was performed by retrieving Garuda, the biggest Indonesian online
database. Using ‘MOOCs’ or Mass Open Online Courses as keywords, 55 papers
were found. After matching their relevance to the research topic, only 20 articles
remained to be reviewed. Five groups of Indonesian MOOC students have been
identified: university students, professionals in the educational sector, civil servants
and government employees, elementary and high school students, and general
participants registered with MOOCs. The five groups have their own learning styles
according to the needs of their work fields. The future research will contribute to
classifying learning characteristics that have not been identified before. The following
study is expected to generate data from primary sources with a broader range of
participants.

Keywords: Indonesian MOOC:s students, learner characteristics, Garuda database,

evaluation
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Function for Elderly
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Effects of JFL on the integration of programming into

university Japanese listening course

Ferng, Bow-Ju
Department of Japanese Language and Literature, Fu Jen Catholic University
japa2025@mail.fju.edu.tw

Abstract: In the digital age, students lack information technology processing skills and
listening skills. This study aims to investigate the learning effect of Japanese as a
Foreign Language on the integration of programming into university Listening Course
and to indicate JFL learners' perceptions of APP programming. The researcher
incorporated programming as a project assignment in the Japanese department's
listening course at FJCU in the fall of 2020. The experimenters were 57 students who
were majoring in a Japanese listening course and completed two app programming
assignments. The results of this survey showed that although the experimentalists faced
technical difficulties, most of JFL learners still considered the APP programming to be
educational. After completing the APP programming assignments, the JFL learners
improved their IT processing skills and Japanese listening performance, and they had
positive perceptions of the APP programming. The results of this research indicated
that the developed APP is feasible and attractive to be used as an application-based
learning media to train Japanese as a Foreign Language listening skills in the

university.

Keywords: learning effect, JFL (Japanese as a Foreign Language) learner, listening

skills, APP programming, IT processing skills, Japanese listening performance

78



?gigﬁﬁ;ypﬁgagsiﬁﬂg'ﬁla'i;;’ag;—\aayr,b N
FAfEAT A B AL B Y 4
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Abstract: This study explored the use of educational robots and tangible objects
to construct an embodied learning environment for developing young children’s
oral English language skills with a focus on phonics and vocabulary acquisition.
Through a number of RobotAugmented Textbook learning applications, this
innovative Robot and Tangible objects (R&T) learning approach engaged young
English learners with authentic scenarios. The learning material was based on
an elementary school textbook for third graders. Pre- and post-tests were used to
measure the participants’ oral performance. Results showed that this robot-
augmented textbook learning approach effectively enhanced third-grade oral
language skills.
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Development of Technology Enhanced Total Physical Response for Learning

EFL and Its Effect on Elementary Students’ Learning Performance

Riska Saputra

Graduate Institute of Network Learning Technology, National Central University, Taiwan

riskasaputra@g.ncu.edu.tw

Abstract: Taiwan will implement a bilingual language policy to incorporate English in
2030, titled Bilingual Nation. Technology is important in this era to support language
learning. TETPR, or technology to enhance total physical response, will give to the
student for learning English vocabulary in this study. Student in first grade in IDC
Experimental school and their English teacher will be a participant in this study. This
study aims to know the effectiveness in learning performance when using technology-
enhanced total physical response in learning EFL of elementary students and to know
the teacher's experience while using TETPR. A quantitative and qualitative approach
will use in this study. However, this study is still in progress.

Keywords: TELL, EFL, Total Physical Responses
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Trends of Robotic Education Research:An Automatic Content Analysis
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Abstract: This study used scientometric methods to identify trends in K-12 educational
robotics research. According to the screening criteria, 145 empirical studies in the Web
of Science database published from 2018 to 2022 were retained. A content mining tool
named CATAR was adopted to reduce the extent of researchers’ subjective intervention
during the review process through automatic content analysis and topic clustering
techniques. Based on the analysis results, this study offers the top five most cited
authors, most cited references, and most productive authors in K-12 educational
robotics research. In addition, the results of the co-occurrence analysis indicate that
the top five research topics in educational robotics include “Computational thinking, ”
“Educational robotics in STEM,” “Problem-solving,” “Early childhood education,”
and “Engineering design.”

Keywords: automatic content analysis, co-occurrence words, educational robotics, K-

12 education, scientometrics
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Design and Development of an AR Environment “Overview of

Global Climate” for Middle School Geography
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facilitate Computational Thinking
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Online Game-Based Learning Via A Self-Regulated Approach To Promoting

Nursing Students Leopold’s Maneuvers Performance

Intan Setiani
Graduate Institute of Network Learning Technology, National Central University,

Taiwan intansetiani@g.ncu.edu.tw

Ching Yi Chang
Department School of Nursing, College of Nursing, Taipei Medical University,

Taiwan frinng.cyc@gmail.com

Jie Chi Yang
Graduate Institute of Network Learning Technology, National Central University,

Taiwan yang@cl.ncu.edu.tw

Abstract: The appropriate labor interventions depend on fetal appearance and accurate
position assessment. In medical practice, doctors, especially midwifery nurses, need to
understand the position and condition of the fetus to decide the ideal delivery timing.
Furthermore, managing the patient during the delivery process is considered necessary.
Leopold's maneuvers method can be used to find out how the fetus is positioned and
monitored. Leopold’s maneuvers skill with the game environment using Gather is
proposed and developed in this study to examine students’ learning performance,
motivation, self-efficacy, and perceptions. This system enables nursing students to learn
through playing games with a self-regulated learning strategy by guiding them to set
learning goals before the learning activity starts. Learning by watching videos, doing
the task, and self-evaluation also enable students to perceive their learning status
regularly through goal setting and answer feedback which can lead them to obtain
solutions to the problems encountered. The proposed learning approach is expected to
improve nursing students' learning performance significantly.

Keywords: online game-based learning, self-regulated learning, leopold’s maneuvers,

learning performance, nursing education.

122



FHOAFFARERFIRLI S ibmd
Tf CARE

RS P E T § AR o
2*jttangO@mail.ntust.edu.tw

[FE£] g a4 Covid-19 B > e & F 5 8 2R B £ 46
ZFBFAY o AT R IERKS 1 E Gathertown XM K EZ R RBRE S
A RS ERERY NF A oAy FR AN RERE IR Y
FRFEL R TR BIERE 7 RN R KE O 4 21T f el
[Bi4E:]) 7 Mg~ REERS 2/ ~ (54

123



Application of Augmented Reality Flash Cards in Children's

English Vocabulary Learning

Liu, Pei-Lin
National Chiayi University Department of Foreign Languages

peilin@g.ncyu.edu.tw

Chen, Chiu-Jung

National Chiayi University Department of E-elearning, Design and Management

chenc@mail.ncyu.edu.tw

Abstract: The application of Augmented Reality (AR) in education has started, but the
research on its application in children's English teaching is still very limited. This study
aims to explore the impact of AR augmented reality interactive technology combined
with English single-word flashcards in children's English teaching, and compare it with
the teaching effect of traditional paper-based single-word flashcards. The subjects of
this study are estimated to be about 60 children aged five to eight, and the words learned
are 40 words commonly used in daily life. One group of children used AR interactive
word teaching, while the other group used traditional vocabulary word flashcard
teaching. In order to measure the effectiveness of these two methods, the experimenters
conducted pre-test and post-test on the vocabulary of the two groups of subjects, and

used paired sample t-test and independent sample t-test to measure the learning effect.

Keywords: Augmented Reality (AR), vocabulary flashcard, English Education
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Adding Immersive Virtual Reality to a Science Simulation

with CLI1 Approach

Liu, Pei-Lin
National Chiayi University Department of Foreign Languages

peilin@g.ncyu.edu.tw

Chen, Chiu-Jung
National Chiayi University Department of E-elearning, Design and

Management chenc@mail.ncyu.edu.tw

Abstract: The pedagogical approach called Content and Language Integrated
Learning, or CLIL, has been rapidly spreading all over Europe. CLIL consists of the
teaching of any nonlinguistic subject through the medium of a foreign language both at
primary and/or secondary level education. Science is a popular choice of subject to be
taught through a CLIL approach. People learn most easily about things they can
observe using their senses: visual, auditory, tactile, and kinesthetic. Immersive virtual
reality (IVR) provides a safe environment for conducting experiments. Many complex
experiments with complex equipment can be carried out using VR. Procuring all of this
equipment can often be a difficult task, and not to mention extremely expensive. Some
experiments may also not be feasible to be conducted in an elementary school lab set
up. Thus, in this study, the Content and Language Integrated Learning (CLIL) approach

is proposed for developing an immersive virtual reality (IVR) environments.
Keywords: Immersive virtual reality (IVR), Content and Language Integrated Learning
(CLIL), Science Education
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Exploring pre-service language teachers’ multiliteracy and their

perceptions toward adopting SVVR for language teaching
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Abstract: This qualitative study aims to explore how the production of language
learning materials using spherical video-based virtual reality (SVVR) affords pre-
service teachers multiliteracy development while also attempting to discover their
perceptions toward adopting this emerging technology for future language teaching.
Data from multiple sources was collected from preservice English teachers enrolled in
a TESOL graduate program in Taiwan, including videorecordings of the participants’
presentations on their final SVVR projects and their selfgenerated VR teaching
materials/artifacts, with two one-to-one semi-structured interviews further analyzed
based on thematic analysis. The author will present insights into affordance of SVVR
material production for their multiliteracy development of engaging pre-service
English teachers, as well as their perceptions with regard to this SVVR hands-on

experience.

Keywords: SVVR, multimodality, pre-service English teachers
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An Exploratory Research
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What’s Fun in Podcast Making? Using Podcasts to Enrich

University Students’ English Productive Skills

Yu-Ting Kao
Department of Foreign Languages & Literature

National Cheng Kung University
ytkao@gs.ncku.edu.tw

Abstract: Podcasts are a valuable tool for developing speaking and listening skills in
language acquisition settings, particularly within the context of the emerging Mobile
Assisted Language Learning (MALL). Implementing podcasts as a creative task can not
only transform students from passive learners to active knowledge generators but also
bring students real-world learning with authentic experiences. While much research
has emphasized the effectiveness of teacher-produced podcasts, this study seeks to
explore the effects of student-generated podcasts in supporting students’ English
productive skills.Thirty university freshmen students who enrolled in a year-long
English language class were recruited. Research questions focus on examining (1)
participants’perceptions toward the podcast-generating task, and (2) their development
of English listening and speaking skills. Data was collected from the participants’ (1)
survey results, (2) pretest and post-test scores of the General English Proficiency Test,
(3) outcomes of two podcast tasks, and (4) semi-structured interviews. Results describe
participants’ levels of acceptance and enjoyment of activities in which they had to
produce their own podcasts, as well as the perceived learning benefits and challenges.

It suggests that university students are interested in using podcasts for English language
learning. Although the test scores did not show significant improvement, participants
indicated that the podcast-generating tasks increased their metacognitive awareness of
English language accuracy and fluency. This study concludes with several practical
suggestions for the effective use of student-generated podcast activities in the language
classroom.

Keywords: podcasts-making, English productive skills, collaborative learning, digital

storytelling, learning technology
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Effects of VR-based situated learning into professional

training on nursing students’ learning performances

Ching-Yi Chang
School of Nursing, College of Nursing, Taipei Medical University, Taiwan
Department of Nursing, Shuang Ho Hospital, Taipei Medical University, Taiwan
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Shao-Chen Chang
International bachelor program in informatics and the department of information

communication, Yuan Ze University, Taiwan

shao.chen76@gmail.com

Abstract: Educators have recognized the importance of providing a realistic learning
environment that helps learners not only comprehend learning content but also to link
the content to practical problems. However, when learners interact in a virtual
environment with rich learning resources, they might encounter difficulties if there is a
lack of proper guidance, clinical sense, or a well-thought-out instructional design
process. Hence, this work developed a maternity VR-based situated learning system
based on the experiential learning theory to support professional courses in obstetrics.
A quasi-experiment was conducted to verify the impacts of this method on learners’
learning achievement, OSCE competency, problem-solving skills, learning engagement,
and teaching effectiveness. The experimental results indicate that the learners who
learned with the new method showed more active learning behaviors compared to the
learners in the control group. The findings of the present study offer concrete
suggestions for implementing effective virtual reality (VR)-based learning strategies for
medical and nursing textbooks.

Keywords: Situated learning, Nurse education, Virtual reality
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The Effect of TPR Activity on Visual Learners and

Multiple Learners in learning English Vocabulary

Siti Sulikatin
Graduate Institute of Network Learning Technology, National Central University, Taiwan
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Abstract: Developing abilities that are required for daily living is the aim of studying
English. As was already mentioned, English is developing into a global language that
makes communication between people easier. One of the key components of learning
English is expanding one's vocabulary. When studying foreign languages, the
importance of mastering vocabulary is frequently stressed. The various learning styles
are taken into account, as well as how the students will respond to the chosen approach.
The pupils' learning preferences are referred to as their learning preferences. This study
focuses on how the TPR technique affects visual learners' and multiple learners’
learning styles. As a result, this study focuses on how TPR activity affects visual and
multiple learners. The preceding study on the impact of TPR activity on English
learning is continued in this one. To arrive at its conclusions, this study used
quantitative analysis. The outcome showed that there was no discernible difference in
the TPR activity between visual learners and multiple learners. The TPR activity had a
minimal impact on both groups, although being without relevance for either group.

Keywords: Total Physical Response (TPR), learning style, vocabulary
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Influences of Situational Digital Games on Students

Executive Functions: Performance and Motivation
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Effects of JFL on the integration of programming into

university Japanese listening course

Ferng, Bow-Ju
Department of Japanese Language and Literature, Fu Jen Catholic University
japa2025@mail.fju.edu.tw

Abstract: In the digital age, students lack the initiative to tell stories and improve their
speaking performance and Japanese expression skills. This study aims to investigate
Japanese as a Foreign Language learners' use of digital storytelling in enhancing their
speaking performance in Japanese. In addition, the results of the survey indicated JFL
learners' perceptions of the use of ArcGIS Story Maps digital technology software to
present project assignments introduced by Taiwan in a digital storytelling. The
researcher introduced digital storytelling as an assignment in the Japanese
Department's conversation course at FJCU in spring 2022. The experiment was
conducted with 33 freshman students majoring in Japanese conversation. After the
experimental group completed the digital storytelling project, all six video assignments
were uploaded to the researcher's YouTube channel. The results show that the pre-test
and post-test scores of the JFL learners improved significantly after the digital
storytelling. The qualitative analysis of the questionnaires revealed that the digital
storytelling was practical and helpful for the JFL learners by providing appropriate
feedback from the educators. Although participants faced technical difficulties, the
majority still found the project assignment to be educational. Therefore, educators
could possibly use digital storytelling as a tool to expand their repertoire of teaching
strategies and motivate students to speak in Japanese in the future.

Keywords: digital storytelling, JFL (Japanese as a Foreign Language) learner,

JFL-speaking-performance, Japanese expression skills
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Can we develop students to be entrepreneurs?
Provoking intention is the key- evidence from co-citation

analysis of the digital entrepreneurship literature

2 1
W LS EEFTALFL

ky.nctu@gmail.com

Abstract: Successful entrepreneurs create substantial employment opportunities and
economic value for the public. Over the past decade, researchers have proposed the
inclusion of entrepreneurship and entrepreneurial training in educational programs,
especially digital entrepreneurship (Nambisan, 2017). Some researchers have
indicated that entrepreneurship entails challenges and risks that are not purely
economic and are beyond those encountered when starting a different business venture.
For example, the effectiveness of entrepreneurial training programs, activities, or
educational programs to stimulate entrepreneurial intention has been reported by
studies on university students (Galvado et al., 2018), graduate students (Ahmed et al.,
2020), and vocational education teachers (Ruskovaara et al., 2015), and science
teachers’ perspectives (Kaya-Capocci, 2022).

In addition to narrative reviews and empirical research, the main purpose of this
paper is to provide citation-based evidence to identify the highly concerned and cross-
referenced topics in contemporary entrepreneurship education (EE) research from
2015 to 2022. Using multiple search keywords based on the literature, EE-related
papers were retrieved from two renowned databases, Web of Science and Scopus. A
two-step refinery procedure was used to ensure the validity of the collected papers. A
total of 64 core papers with 2030 citing references were identified as the main interest
of EE research. A series of analyses, including co-citation analysis, exploratory factor
analysis, and multidimensional scaling, were adopted for the data analysis to construct
a conceptual framework for EE research.

Results showed that 64 papers had been co-cited 2,005 times. Among these, the
top ten co-cited papers were identified. Overall, the top three articles have been co-
cited over 827 times, comprising approximately 40% of the total co-citations (See Table
1). The top 10 co-cited articles were mainly focused on entrepreneurial intention and

entrepreneurship education. Moreover, most highly co-cited papers were published in
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the first quartile of education journals, which indicated that EE has gradually become
a key topic for educational researchers.

Subsequently, six mainstreams of EE research were extracted, including diverse
and recent applications (mainly in the International Journal of Management
Education), experimental & comparative analysis (Studies in Higher Education), the
identity of entrepreneurship and environmental influences (Education and Training),
organizational, and teacher’s perspective (Teaching and Teacher Education).
Discussions about technology use, theory, mediators, and barrier to entrepreneurship
education were provided at the conference.

Keywords: digital entrepreneurship, entrepreneurial intention, entrepreneurship

education, entrepreneurial training, co-citation analysis, conceptual framework
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From Learning Spirit Energy (LSE) to Social Spirit Energy (SSE):

The Practice of Electronic-based Learning Theory in Personal

Learning and Cooperative Learning

Yu-Yang Chen
College of Science, National Taipei University of Education

chenyuyangatoatom@gmail.com

Abstract: The electronic-based learning is an educational field that is different from
traditional teaching model. There will be many problems in the transformation from
physical education field to electronic-based education field, including concentration,
perseverance, and sustainability. This research takes the Learning Spirit Energy
(LSE)theory as the background, analyzes empirical research, and puts forward
suggestions for the current educational predicament. Social Spirit Energy (SSE) is a
discourse extended from the LSE theory. SSE points out that in the field of electronic-
based education, in addition to paying attention to individuals, there are also groups.
LSE can have a good discussion on the individual learning situation, while SSE can
extend the scope of discussion to the cooperative learning situation for groups.
Through theoretical exploration, this research points out that LSE and SSE can be
practiced in the field of electronic-based education, especially the possibility of moving
from personal learning to cooperative learning.

Keywords: Electronic-based Learning, Personal Learning, Cooperative Learning,

Learning Spirit Energy (LSE), Social Spirit Energy (SSE)
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Pre-service Teachers’ Conceptions of Learning SDGs-related

Issues in an Augmented Reality-enhance Learning Environment

Pei-Shan Tsai

Teacher Education Center, National Taipei University of Technology

sandra.pstsai@gmail.com

Abstract: The purpose of this study was to explore pre-service teachers’ conceptions of
learning SDGs-related issues in an augmented reality-enhance learning environment.
The participants in this study were 34 pre-service teachers in a teacher education
program in northern Taiwan. None of them had learning experience on SDGs-related
issues. At first, the pre-service teachers were given basic knowledge and concepts on
SDGs-related issues with the material developed by the Ministry of Education in
Taiwan. The content consisted of a brief introduction on SDGs-related issues, like
objectives of learning SDGs-related issues, fundamental ideas of SDGs concepts, and
potential learning topics in regard to SDGs issues. Then the pre-service teachers took
part in the augmented reality-enhance learning environment on green campus, in which
each participant worked on a mobile device equipped with an application to help him
or her interact with peers and the real contexts. Finally, all of the pre-service teachers
were interview to provide their conceptions based on their learning experience. The
results indicated that pre-service teachers’conceptions of learning SDGs-related issues
in an augmented reality-enhance learning environment could be classified into four
categories, including “increasing interaction between virtual and reallife environment, ”

) G .

“accumulating knowledge, inquiring activities,’

’

and ‘“‘developing independent
learning skills and problem-solving ability.” It was found that most participants held
fragmented conceptions of learning SDGs-related issues, such as ‘“increasing

interaction between virtual and real-life environment,” and “accumulating knowledge.’

Implications are discussed.

Keywords: conceptions of learning, augmented reality, Sustainable Development

Goals (SDGs)

195



BRI RPRTR ETEV AR A Er el RER B4
The Integration of Learning Together Method and Competency-Based Curriculum

into Game Programming Design Course Development and Implementation

s S
ArAH pREAF
kuanying@zcjh.ntpc.edu.tw

(2] L-2RKRA? FHAER w‘*% wuta Feie 4 0 B9 ezt
AT D E R RN § AR %ﬁiﬁﬁ*’§4ﬁﬂﬁ”
S R AL 6 MRS AEL S > AT %A ET e S RSP
w2 F ARG AFLIEY LIEEY B LSRR »»wé%%@ﬁgﬁy,ﬁ
FREFBFLZ FLHFARFNEFT S L3 F4 AR FAORE #f s
Tagd KEFTEr G247 AEFEE» 5 AR DRE R i%‘? EAVCRER o' 2
SRR AED T e HREORA > TR ETR LB AR B 2 2% ¥k
AV S
[B4Esr] AR B WiF- FH % - £1FFY

196



T

=

2

9’5’.“1‘%&@:7&&/‘2

9 2THE
EFHPS

it 4 88

3,

BB AR EA
Boab i 946 B A RE AR T B 25

T RED

/N B DB DR 9188 2B (ER(F

@D 24 F4> T P4 9189 2 2 (
@
79 %ﬁ)ea z,_—" )

/T/l

Y BBOEF LI DPF D DR 0188 2B (B F (A
PR Lk 235 53 )> 5 )

B> F E2D - S EADE R INT 28 (ERE(F 22

Ly
FZARERZETIE)D A
¥R ER9189)hd &7 gk 9188 o &

197


https://www.taiwantrip.com.tw/Frontend/Bustime/TimeTable/R0011

= B DT A 0189 2 2 (] ,gnmg,)
p B cE D3k 9188 2B (P b (B LB P T #RY L
&ﬁ235¥ﬁ >3 iﬂ

® X PR

@D &
R = 5a H i (4207 i D 2 W rR S B DL B ARG B (+
FE)($H3822)D520(93422) DR iaERBAR

@ 3w
3 2R(5IHMOIBLTH2ED 5 6(H3T2L)DE" RER
BAS L

!
-\

198


https://www.taiwantrip.com.tw/Frontend/Bustime/TimeTable/R0011

2023#3%9p (¢ )

14 : 40~15: 20

Ao E Rt AR
2
SIG B ﬁ",’;f 42 P
ADL 1623 FRFE T Js* Python % B #f 24 i E % LRSI TRARIRL © 7 T
ADL 5714 X 41 Ae LINEFrx 6 BA R e For ¥ 3 B 2 58~ FHEREHEL P
g
ADL 9353 X f1Ae & GEFF R K T B ?{EW 2_STEMAZ K - 47 H = o ¥F 31 A il
R
ADL 9486 FizE > ARIT B 2w ikl end B2 A E- G E o KRR L b
Bigk 7416 | R4 -~ jé2m ~ B A N - N NN - O op s R -l 1 S
%2
CSCL&CSPL | 6658 | 3+ 2@~ § %40~ £ & & 1 22 RPG Makerid ¥ ol # 3|46 #4278 507 3
CSCL&CSPL | 7272 X 333 Ankidd 32+ $CAEIE * G p AP Y 2 2k A 4F
CSCL&CSPL | 7597 | 4 & 45 ~ s ~ 48R AR E TR X A E Y NV HE YRR 8 L U h 15 6
3
CUMTEL | 303 TRESLAELE BRFETH FE WHRAE YRR A E I 2T 23R P8
Y ?{j
CUMTEL | 3179 LT FE S X IR SDGsfk » AR 3+ T HEF IIFT 3
CUMTEL | 5556 5 I I~ MESRE Y N A E A 2 RARR B L 3HIRIERT 2 RIFE Y
A
. What’ s Funin Podcast Making? Using Podcasts to Enrich University Students’
CUMTEL | 5744 Yu-Ting Kao English Productive Skills
CUMTEL | 5959 | Ching-Yi Chang and Effects of VR-based situated learning into professional training
Shao-Chen Chang on nursing students’ learning performances
CUMTEL | 7590 Siti Sulikatin The Effect of TPR Activity on Visual Learners and Multiple
Learners 1in learning English Vocabulary
|‘§nw e BY T LB 2 LR +\,§§.,?,§33 e N =
CUMTEL | 9266 R E AR - ; f

LB T EEF S G

199



202337 9p ()

14 : 40~15: 20

A6 E M Ay
B2
s i
SIG R 'ER e 03
CSE 1283 E A HE FHADSEYHT L RERRAESK Y Al B F
CSE 5098 | A&~ BRAS | BT A E Y ReT AELS
GameIT | 4106 | RZ k-G A%F |HFLEFBAZZERETBESRN PTAFSTRESF4I
GameIT |9192 | MESE~FAF |FEFEMZORN T FNN TS REFURE EF 24 F
GameIT | 3304 | MA& §f >~ M 5E§353I%\»L;5i’:?i'?v};§’;3?&§ﬁ)\-ﬁ 2o PE Rk 2K 2
Foac# ~ Farps ~ | BHHBHIER B RERTLF2EYRARALBE - EY 15 L b
GameIT | 7595 | % W%~ $lE 3
fie g~ A &
GameIT 343 | ¥ ¥ - MmEE - | FBCEREHREN AR L DR D A LR
% PR
GamelIT | 7664 T OB s Rk B 5G %’%ﬁi:}iVRﬁﬁ 3B 2 BB Y A
GamelIT | 8856 BE P -&i FURRRESEAA A Ar 8 B K
TA 3010 hiEX S & 2k ?{Eﬂ?ﬁié‘f e 8 4
TELL 2280 | HRETE A ¥~ | & }a" 5 Y ATEF R Dnstagram i B VY HRELIEE W A 47
R
TELL 2124 Bow-Ju Ferng Enhancing JFL-speaking-performance by Digital Storytelling
TELL 92779 SRR G- &t R A LR E N UR)E S R U E}ﬁ‘f‘—"ﬁi"l#é T AL 4 L—{a,rf,],};g
¥ < IE 4 o
TELL 9885 ST % BEREFVRVAERE: EFeF T KERAF - MFE TV H e
AN :’% lT;Bb -
A IEE S| SRR PR E L EFRMRTAH
TELL 6007 | #8B ~ Muleds -~ 2

200



2023#3%9p (¢ )

14 : 40~15: 20

E . R
4~
¥ "
SIG | g ¥ R
H s k4R 816 | &+ F ~ MR R DHNREERE R B4 B2 A
21 2 /V‘AE% *#/’:r% X . o ¢ ) N o0
H s RAL 1679 ]‘ﬁ PSR %}“‘@?\y‘;\ W it h oA R 2 TEN BT B Rit®E BB

Can we develop students to be entrepreneurs? Provoking intention i1s
REE | 2675 ;%gﬁ#ﬁ the key- evidence from co-citation analysis of the digital
entrepreneurship literature

N

'K-

‘?'fl];rﬁ:i ~ (_I_% fﬁn N
{4 2% 28 Rigkh ~ % R A - ;
s RAL | 6401 J; f g A MetaClassroom : £ **WebXRE % 2 R & B F B HE T 4
+ =+ PR
k3L | 6503 | RFE - F %4 "Podcastg ¥ #F A F 2 Y 2y
HiuRE | 739 | H7es ~ER ?;‘%ﬁé%m%ﬁ_ﬁ;;}%iﬁ—g%}@] | BB E Y X2 Ay -UFlE FEFEL S B
HURAL | 8438 |4 L% g |IH R FIFENTHLAS VS AN Skt 2 87 S Fa e
Hi k4 | 8441 |2 3% < B2 AMA S AT W B 2R & R g
ﬁl&z‘\» -&E ~ Fﬁt}‘;if. ~ . b ) o .
PRI | 8808 | gz gmmag | DREBRTHETL RN SR R FERFR

-E_\

HAL | 9494 | Eopdr - EE% RL1BRRFRAFEY BHFEHF P 2L I FELTRER TR 8 4R

By

1
U . . Pre-service Teachers Conceptions of Learning SDGs-related Issues in an
F A | 9719 | Pei-Shan Tsai Augmented Reality-enhance Learning Environment
Hi k4L | 1203 | k2 ~ G2 BE R T EAIRTZR T EEEE W R B RE R b
His x4 | 3532 | w &% T # MULTIMOORAzE" SRR S iAo A

201



2023£3% 9p (¢ )

14 : 40~15 : 20

R, RS
FT

H k48 | 4649 | Yu-Yang Chen From Learning Spirit Energy (LSE) to Social Spirit Energy
(SSE): The Practice of Electronic-based Learning Theory in
Individual Learning and Cooperative Learning

H s k48 | 4855 | EHP - 5 T F FiFis a8y

HuWzRA | 6329 | iR WME~-FF2R  mFRERE R FEARRIRELBRAY

His k3L | 7352 |82 F s RATE ~HEEAK | NEEPHECEFETRENA KT L E 2 % & 2 =3 4F

HuWzRE | 7474 | $4&2 S BA R o REEYIARD TR MY

B RAL | 8565 | 3 Pk~ 2 v ”ﬂl%\"’ﬁ—r*ﬁﬁ’* & FRRRLE 2 A7

HiwR4L | 8576 | E® ~FLP L EE LRt :@qﬁ?ﬁ’rg?f‘g

H s R3E | 8727 | BiE= ~ 31724 WAL T HEFFHEREA {03 *ﬁﬁiﬂ”-,"‘i’ﬁr”'f’% WEA TR P

His 228 | 9647 | A7~ Ak o AANEAA S e C FHRAEZEpADSERIES EIE
APP

H x40 | 9604 | K2 HHIBT AN EL L &g T REER (N ZEFEFR

H k3L | 9884 rai%;fﬁ PRSI K TR EFEY A2 L Eo GRS KEF BT

H k48 | 4434 | 2 oee S B B ANMEFNEEEEYRLARPFRYT TS T o7 77 F

202



CEERL ARETE LA

& rHFi
WEH LD 10~ g T L §REFD > TN EHF DN 2
TAR 2 SR AR R o
LR A ERECEFLRAEGL (b2 E)
fERALFE R 5 . ppt . pptx Fe 5% o g WRE A o
éﬁéﬁéﬁﬁﬁﬁ%w\w&ﬁ 1basEhm>HFREL0AFF 5 10
o4 o g | S SRR - MR PRE L TR PR IS R
fiE o
FEAEROEF T FBEHHFEL s Feh o
EHCEHEFELERGE BB AFAEEF LB c A A RS
TR Ik &
Hi R3EF 200 A A A2 AR5
& HFEFE
1. B3FEETFRF 3" 9p(x)14:40-15:20 -
2. 37 9p(2)l4:10 vm ~ ¢ gié’»—if*éﬁinffj*uw“ °
3. ’e}%?‘féﬁ‘*“fﬂ PO P (e)l4:10% > F I X gASFEF A RIFD] > LA
ko TP TR TIASR o
4, Lﬁiﬁ;‘ﬂ?%é%ﬁ%ﬁ%%ﬁﬁﬂ@?ttiﬁﬁﬁééﬁlédwﬁréﬁgA%_i;if?iﬁn
3
b, *EHF X i}%‘]frfrfr’fﬁ SESEEE SN P
6. B} ] 74 A0 < o) ehE 3V s 3R (H120CM WOCM) -
7. ;fii}?f%%/f@ z&;&/ﬁﬁﬁﬁso
8. A 3P 9p(w)IT:00jzw a4 > AdewF > A% g3 [ FE T
i o
9. His AFF2ZRP > UFFAFERF A AR LKL -

(=] P 4 o]

2023TWELF = g 3&‘:&’5 P 2023TWELF = ¢ Line F = "R 35L
https://twel f2023. twforum. tw/ https://line. me/ti/p/~@854dpat ]
203



https://twelf2023.twforum.tw/
https://line.me/ti/p/~@854dpatj
https://twelf2023.twforum.tw/
https://line.me/ti/p/~@854dpatj
https://twelf2023.twforum.tw/agenda.html

