|

S FETE B B T e 2

ST B T A oo 2

|

T~ A AT BS H (2 et e ettt b e e te et ebeear et eteenre e 3

Iy
,\N
0y
A
-t
o
&
1%
‘9—
iy
w

=
e
)
B
ok
—
i
-
4%
N
D

B B HLB oottt ettt s s et s st en e 17
[0 BE 2 3 2 RTT e 17
|QETE R - 1) OO OOR T 18
[ FHF TR 2 RATT s 19
(C IR LTS5 Rt AT ) O 20
DLt saen s 21



B0 bbb 24
B0 e 25
B0 e e et E e bR b e b s r e e e r e s ne e e 26
Cr0 e bbb a e 27
Cr02 bbb et 28
LG 0 OO TSP PRSP SRUPTURPOP 29
D0 e e st 30
D02 e e 31
D0 ettt h e et b e bbbt et e b b et e s bt eaee b she et e e 32
B0 e e e r e st re st ne 33
B0 e e st re s ne 34
B0 e 34
E-04 e e e st nre e ne 36
FmOd e e e et n e sr e nre s ne 37
Fo02 e 38
F o0 e e e e r e e n e st nre e ne 39
FmO4 e e e e e bt s re e ne 40
G007 e 41
Gm02...e e et s r e n e s e e r e nrs 42
G083t r e e R e n e st e e r e nrs 43



PL021ccor e sssss s s s s s s s s s 46
PL-03 et ses sk e 47
PL-0cooor oo ssss s sssss s s s s s s s s s 48
P L0 ceeee ek 49
PL-06...orr e sssee s sssss s sssss s s s s s s s 50
P L0758 e 51
PL-08..ooervevresvessssss s sssss s sssss st s s s s s s 52
PL0...oe e et 53
PL0uncner e sssss s sssse s s s s s s 54
P LT Tt s s 55
P20 oo ssss s s s ssss s s s s s s 56
P2-02.ooe et 57
P2-03 cccoe v esses s s s s s s s s s 58
P20l ses s 59
P05 e e 60
P2-00...oe e 61
P07 ettt 62
P2-08...or ek 63
P2-0...or e e 64
TAECT2022 % € R 3 F 3 oveoooseensseessesss s sssss s sssss s sssss s s 65
TAECT2022 % € € B 1B covvoeene e eess e sssse s sssss s sssss s s 66



2022 & KT WIETPHE § £ § @NTUE RE 547731 §

Taiwan Association for Educational Communications and Technology
2022 International Conference (TAECT 2022)

3 FHEAS

- EH g

Fr7% L (COVID-19) # 4 p 2020 # 4= #@:pe i & iﬁi s R
7oA e Agis ¢t 4 ¢ (https//lwww.cdc.gov.tw/ ) o R T A Pend B s
f;;;ﬂﬂéﬁ% o M3 EAE FUMIAIRKERF DY - /ﬁ?{”‘lu?—‘ﬁ{@.{i%}:

T AR L R R O AL O R e
#“E’v.g v 5 E NP AECT B < ¢ rdh > FFuldgry A F R &£
AR 3N IF—‘F%’ A kE - B R A ﬂtx“;}i#ﬁtﬁm?ﬁ,%éﬁi Y 7 E
I BRAT LR D g I B s (s A s {E o APRE S
A4 e 1 ERY i BReE? o2 FHF Y K ‘i*;:w:zaffr;})% K5I R
B0 EEAFR R SRITRALE T RE KT PEL T F LB

AR Y B T HF ¢ (Taiwan Association for Educational
Communications and Technology, TAECT ) » & > ¢ - B? F > 2 2R E * &
Pt i TARAPHE S BRHPHEAPY orohiREmT AR oY 1 F
%Wkr’wﬂém& FR et )y R EF R EFRE SHL
FEE YRR A A B R € 0 AT E A 0 ¢ RGE LB B F irih
B ’%E‘ Wy F L RE AR AR BE R FELEF L NI g
FAihp g sk o

PR LA RT S E AR R R TS R R R 1 A
E&] 101 & 87 d RFARE HEF L T2 K7 BRHEFEFL Mo L@ &

S FRELIT s T BB ER LT JAREREALIT S kY BB E A ER
LAREFL RABREREFHL AR EFL KT EFY %iéiéﬁi BRE ITY
2 BIIR o B2 B KRR LGS RKE CSMEBR TS £
AL e Pw’”??E%ﬁ*&?ﬁﬁ’ﬁﬂ%ﬁﬁﬂﬁﬁﬁﬁﬁ Eig
PRk R A SRR 2B E A4 B e R SR
BRFAHET R A KT A e KT QPR T AL T ¥

1



PHELEANFHAETEREPEHEY APFE - REFEFE D % o
= ‘Ff-,f}g B

A FE € B RD ha & +¢@wﬁmﬂa§i\g?uu;ww@@y
FAFL T ST G RXIRIME T R4 - L% AT E A0

B RALRUF » i 0 G B0 RAE PR Y o W EF AN

RN TR T E A L T

LR P O ik

L @5 REE A RB AR ias P IR TE%R FHREE KT e
PO fod d o 2 FIBLBAGF SR RIT IO DR R R &4
& o

2. FHLBEFEFAT o B FEYRF -~ oo KT R 5
é?“*i%”ﬁ*&%Tﬁi'fn%%*wﬂﬁip@%w@?% g4 F
BB FAFTEYAEE S 2o f|* I HEFEY =6 ~ A7
2 B i 7

3. FHEBANER doPBiE § ~ BRHGNERTEPHLE L BT A 5(R
Pl BB BR TR FEE £ )i K2 B Y
RREDE O RAFY A0 BRI BERCHAHEY T L F ]
oIRAT s S TR R R?

4. HERP PRTBHEPHER C PrET AL FFFRL L 0 2
BEPHEIATER OB E > B RRmEFIrhI b R EREPHR
PR KB DT IRE S o 1l & K sk B T A4 h ok o

’

S

zFHEE

FECEET BRHTEPHFEER: LMK B e 1 P
TETR R TR T i A E Y B (The Impact of Digital
Technology on Learning in the Post-pandemic Era) 3 i & » 7432 & f "% & 552
7t ¢ TAECT2022 o #7734 § B8 B b & o T+ 7 FIrEE (-} S8
T}“g R TAPM R E T L = %’ﬁ o gE s TEAP ST i p
HEY AP, 24 ﬁ@ﬁﬁ%éﬂ%i**%%o
BESEFEAT 0 A E HnRAT AT
PR TLTRANES R FEELE
3 HRE R PE 4 FHEY 2 E AL G TR
BOPHELEETHEYRT A F 2P
B PAHEFY 1IBNEY 3 RRRDIGTER ~ B Y S S dpir b g
L

> w e



© N o o

.a’_\

RIFTHRE WA R
PELY

*)

9. &5 F‘ﬂff{?#“ L A

T~ jE AR E

B
A PEE

& yHE
P YEH i

BB 2 4§/ T O
KT AR AR KR B A ]

AR

cART BRHEPHE §
Rz As A B RTFELY  ArRAFER ArRART SR/

PB4 Y BURECRT A4 ¢

T AgLRgEBHE

(2) #ALH

1 A 5
Fl-

AP e

EE ) 4
M7 5
AR

E S

A l%f’nb’ff’bke’g§ﬂ HE Y iy "h’zﬁE"‘ ﬁ W 335
49 i e 3.0/% M Ao T AT Y HE Y ki 2B A 5 P
24 "\I?I—’;_ 4\‘/}57’}‘7')» P=ga "\I?I—’;_ “f/&mffzﬁzz i%f? Wy "%tg‘d’_

foo
FH ﬁrg%]’k BN g (41\7'3’:' ;’LE)‘:‘; ‘@}:,u

TAECT 22 £ F? AARKT AL T E &

TAECT % £ / B2+ 7 % 857 77 o o3
Rz i RT CERT Elafat FRE

TAECT # 2§ & /R = if £+

£V PE 8P ] R

o & TAECT 2 y#8 8 & /R = £ A EB g §§;§eﬂ;

Tl 5y pl Rk

TAECT BI32% £ /B = 4 A 5 ~ Fiiz e 1§ B 5

{rrac
TAECT 6% £/

TAECT &|#23 & /R = 5 +
TAECT &lf23 &£ /R = PF“&«

‘,.&‘/_T_" %?{ 3y %‘L;Jli% i ?Ij;{

B hi B RTH bR

FEFHT Y g
R R N kR



(z) .S_E'_:%‘i:& Fé
ERLREAA

R

CEES R S F RS E SR

ERLRELR

B
AP e
FliE
[

Bl d MRy~ Fofe s F BIPHF T TR ZorL
B4 AR A B PRe g8 P 8m g i

" = gﬁﬁsﬂg%ﬁﬁﬁ§®%%ﬁpﬂwﬁ#
s«§$ﬁﬁﬁ§®%ﬁﬁpﬂw% 2 FR

R i L
CH IR P SaFlE 4= SRR S oY S O SR LR E S

(I) 2t R g
EYEN RN

AL e

IR P SarlE 4 S i S R S O S €

ERES WEY:

a2 &

EX S
Hofgh
LR
g
A
Mg
1 Ax 5P
-
FIEH
()1 iFA R
ML
¥l 5
5 ik
%%f’**&;
A
i

ER=F N

Rl

CEEEAEE & SRR NE

LA B RT RS kK

E3 st /Fi%'\?f?%’?i%;ﬁii;}igﬁi S e

B4 a7y~ gadry @ﬁ,ﬂ,}iﬁﬁ;ﬂ B s

B2k« S5HTE A RT FRE R R E BT T

Wiiﬂbﬁ?*?Fg%filfi’:?'{?ﬁ@%?i;}igﬁi o T8 By
BE §+L FoT XA OB B A RAT T SRS T 4R
FUo A BEFE T K

O TTT

G AR R FERT FEEEY h Rk

S A RT B AR R8BI ] TR

J4 |4 \4 \4.

HE332E

AT RGP T T

R AR S E AL KE BT TR
S WA i & A g Y S oD Sl
S WA i & A g Y S oD Sl
S WA R & A S Y S S oD ol
C R ART A EFARERE AR ABT LT A
R AHT A B BRE RS BRARE T T 2

| T O P E R E

EEEEEE*&



CIRENETIRNE & o =R il & -3

RPN g:?( ﬁi#iﬁ,, I

Rk BRy ﬁi#iﬁ,, I
R HTART S Bl
ﬁ?*?«ﬂ@%?ﬁ%%

- R A& g&w?”g&ﬁ Bl S

S

)

|4

]

Rz BP s ERTFT TR

B2 FEA S8 F# 80P HE T TR
%-*§<W@%§ukk

GRS B i

AT {%ﬁ C F% W EALE RS B SR
AT FRT FHE R

Wi*% §ﬁﬂukk

R =

AERTEBECEEE

\4

B = %_4“?{»; LB R BT T TR
Rz 2R HTE IRY FREBRRFRAYL TR
W:i%&aﬂﬁ%ﬁ FoOE W3R AT T TR T B4R
AL BT PR R

RN R IR i Fr ¥ Rl T g FtS

éW?'“?% EOEIE T

‘ TR E fnlfx

B2 d AR C FRE 18 G e R
BT A BT kR
HFEARRY P PR ] TR
Mg BH Y BHT L

C TR § T PSRN T3

Rz AR A B8 RkE QLA THE

=
| 4
Rty
A=

|4

1

EE

14

3 Rl 2 Y CEFERTS T8 Y kol ki
B oe FHT RE

Y T RE T E e
CIRRNTEE R N Er - ELV Rk e
Rz~ R 244 FTREESF &R
R A BRI FUBRT P R



ORESEE £ ¥

- R
2022 # 12" 09 p (1)
P R EE N E EIEE AR
08:30-09:00 | 30’ | 3¥ ] Registration F¥ oI LHRRE SRR R
09:00-09:20 | 20° | ® % %3# Opening B I IRREEHER | R E
Mtk 8 mAf-RE
Mzd A HTAEHRTER IR RE
SRRT OHTPHEE T BIREL
09:20-10:20 | 60> | & &7 1/ Keynote Speech 1: FE CILMRAEERR | FOLERPE
AL R B RSAE TR T A AR R
Rz pois* B2 ES RE
10:20-11:00 | 40’ | ¥ #c Teabreak / %4 < Pl R ST T A Y Lo

P1-01 #283
AR IEBAS P ERRELEYRFRG
AL g~ B4R

P1-02 #4101

BEL RS BRIRLEV
A ad s ERE

*

P1-03 #1351
B $EL PR ERA LS ot b REA
P1-04 #1968

FHPBEFLFIEEYRACAFRE T HNRKCFY R AL AH
B Y R AR R XN L S [ g =

P1-05 #2254

EHPRREEERC-KFHFH

LE TN T

P1-06 #2373

SR P E A PR 2N ARV ERERE
(L E3

P1-07 #3560

An Investigation of the Influences of Joyful English Sentence-making Learning
System: A Prior Knowledge Approach

Yi-No Hsieh, Sherry Chen

P1-08 #3567

MERERAFPTRHEETPHEFAFER TR

6




FIES S RKEA

P1-09 #3791

Er MBMARFEHET L FHEB AR

MLk~ Erp

P1-10 #1867

CERRRE S RIE 45 8 Hd SFREL R
3R 52
P1-11 #4389

F2hREAEE YR EFFVRRELEV 27
EiRek 7§ 2

11:00-12:00 | 60° | % 3&;%# 2/ Keynote Speech 2: Hy LR ERR
a 4% @ Using Learning Analytics to Support Social & Emotional Learning: A Data- RUREE S
Driven Instructional Design Model
% B Northern Arizona University Prof. Chih-Hsiung Tu

12:00-13:00 | 70° | =% Lunch B4 ALEAE F204 ~ 205

13:00-14:00 | 60° | % 3&;%# 3 / Keynote Speech 3: Fr il R EeRR | T %I EE
i 4% : Learning with Digital Technology: A Pandemic Look Back and Forward.
B % & I; Universiti Putra Malaysia Prof. Su Luan Wong

14:00-14:40 | 40° | % 4 Tea Break/ /% 3F% % P2 B¥od LR ERRY R | R JFERR
P2-01 #5959
AR gy T oy 2 4 W- D 3 HC3F

P2-02 #6333

The Potential of Students Reading Comprehension Skill via Team Game
Tournament Approach

Rani Purba, Yih Shuan Chen

P2-03 #6375

B Covid19 ZHTHEE Y HAHNELEY &7 LAY
A IES T > e E s EHPwd s Ui

P2-04 #7838

PEEY FRRP TEYFIR2HFL

1y

P2-05 #8008

CEX L SR S 3 S

s A

P2-06 #8622

SRS T ERAERARELFS R BRES Y § Rimh
WITRF R R




P2-07 #9107

EHBAECEY A RHAFIRIEY PP
A s R E s 3R

P2-08 #9146

BRERTRERSEY B4 ALK

MR A ~ 35TR T ~ SFTREL ~ BPE R

P2-09 #2755

B 0PI P RERT YL R R
REHES®E R

14:50-15:40

50°

W B E DA B i L HREE Rk
A-01 #8733

FRIRE FRLARSHL BB AARINB2AY

g R F R

A-02 #9213

A Study on International Students’ Perception and Actual Use of Mobile Learning
in Taiwan

Saruul Batkhuyag, Yu-Liang Chang

A-03 #7793

BEFTRIM | N FRL BRI

RG2S

|+

e S

W d B By ARFCAE F204
B-01 #3884

£1# MOOCs 322 5 2 A~ L &Y S agdfs

A5~ £ 2 % -~ Peter Stuckey ~ #.5 %

B-02 #1131

FHEEES TV 2 AR EFRET 2L AR ERFHEFLUE

2k E SRR 5

B-03 #1163

Cool English # 8 ¥ T4 B » LA KFHRHNH [ ¢ E5FLHFEFEVHP2
22 4K

Fldofie~ 3 ja4L

I

0T g

EAR S OF > 25N B AR F205
C-01 #1925

Using Digital Interactive Mobile Games to Expand English Learning

Siao-Cing Guo, Szu-Hua Hsieh

C-02 #3138

MEFe 2 BRBRREFL A ITELp RPFFY F2235 5

e

8




#k o
C-03 #4094

MERE PRS2 bR v E KT R RO R AR R
i ~ AL A

Jeyt

e w4 D H=X B8 LR F207 | P PERCE:
D-01 #4474
BWREY ) NELEYDTHEEERL
=2
D-02 #4821
FTRIREEY FEFTH2 Rof FLBP-IRE B 35:Ae i 0
IBLT CFREZET
D-03 #4965
THAR S TR PR AR g 26
A E-
15:40-17:10 | 90° | #F#f % & By LI FA08 | A ¥ EHcE
T-01 -} &5 ehX £ p i
FE & ot
T-02 $p | G4F-LAAFF - B e B HPE
MiRiE ~ 1B PRACHFAR
T-03 & & & i R AR
5 ig - miRiE
T-04 SDGs ZRALJE* -/ 42
TOpAT (g R RS HR)
T-05 2 L2 2T FRH—FFRER
Frg o omAgs A3 g 2B R RGE RR)
T-06 Lego Education SPIKE %2458 #23k -4 1%
HET GpEEF RS R
T-07 % §-ehieps
EHRE A (B TR B 3R
T-08 % /2%.3/fF Be a Planner!
5
T-09 #3533 2AERERT_NELKFTRELFIBREF S 6
%~ g dE s Y R Gp B R
T-10 Bl 2 #3AEp g+ fRL AP BBE
FOTEL > BLLEY ~ IR (dg R B R TR
18:00 ME e R B4 #HH)




2022 & 127 10p (=)

PR EB R ERFC R

08:30-09:00 | 30" | 3 T i LR E RRY R

09:00-10:10 | 70° | #* % % : E &= 3 L4 G101 3R A Frae
E-01 #3244

% S2F RE H Y SZERF YouTube sd {821 5 p 3 S EHF2 7 3
R AR

E-02 #7200

ERSERECSRS Y ARCEEHEY S Rl FREY SR
3

R A~ P Er R

E-03 #5978

BTRS K RERE D | R KR AR RS L TR
BE e 4k

E-04 #5725

Al-Empowered English Language Learning: Design, Implementation, and
Evaluation of a Theoretically-Based Online-Only Selective Course for EFL
Learners

Jo-Chi Hsiao, Jason S. Chang

e g A CFHS 03 G102
F-01 #9480

FR» 0 I FPRSREYHBEELERIN S BFLFY

BE% AR M

F-02 #8394

PRSI RGHRA I FIEFEHE *fr’f‘» B EIRTL CEFFSHETL
ﬁ&\?ﬁ?%ﬁi%@

BRI NI HE

F-03 #6386

Investigating College Students’ Feedback Practices in and Perceptions of Three
Different Peer Review Modes in Academic Writing Courses

Yi-Chin Hsieh, Alvin Ping Leong, Yu-Ju Lin

F-04 #6865

EHBFATRIERE WX ERREFL BRIl FE

F =g %

W g L GHE H¥ 1§ G207
G-01 #9446
EIRIEYAIHENFERTL A RB YA

117%

it & post

10




G-02 #7552
FHBRERENT %0k SRNF V22 B4
AR
G-03 #8397
R S AR AR Y CES St ok 4y
ME B AR
G-04 #4624
B S R R HPEREHERT VAT TR
MURAE ~ Fl-

09:00-11:00

120°

EA A

M-01 ¥ pfRAF &Pl SVVRKF 45t

%R (Gp XS RRRR)

M-02 2 ipiefiR-7 5 KB

PRflde s METE s BFEL S PR S (4

M-03 #74 2% %|#EE VR

i~ PR

M-04 k%5 R 1y REk>%H

FIFIE s BRIV~ B~ 372 5%

M-05 % 5 &8 232

FhE o RY (G R

M-06 A ke > B5 03 L2 —RRAKE P4

T EF 34 AR T (B R RO OR)

M-07 FEB A - #RIFHEY 450
ECE S Ok Eiet)

M-08 23 2 R 5 A BRME 550 N Kt

BES GpdEim Ay =)

M-09 1# X3 3 5B (B85 K i)

CAE SR IFER RS (S:)

M-10 | &% » & i

o AP SEE (MR

M-11 VR i & % =%

s (dp E2 R B R HR)

M-12 2 & § # 2%(BioUtopia)

p R O A IR

TFTRNTT

B8 RREERR

s P Gh X2 L F )

N &y

=%

PRGBS g~
EEEE (¢
GE R (€O

11:00-11:20

20°

FUER CREWF o Mt (g S BT RHR)
% 4c Tea Break

4T RAE § R

11:20-12:00

40°

ﬂ;‘,a% ﬁklipm
BT R

B R B R
EIEC A - S

E RS 1oLy

e

12:10-14:00

60’

TAECT ¢ f *~ § T=R(2ZE % ¢30)

¥ 1 4 Glol

=
Wik
i

4
A

11




-~ BAEHE (- B

Prof. Chih-Hsiung Tu

Department of Educational Specialties
College of Education

Northern Arizona University
Flagstaff, United States

Chih-Hsiung Tu, Ph.D. is a Professor at Northern Arizona University, Flagstaft,
AZ, USA and an educational technology researcher and consultant with experience
in online learning and teaching, open network learning, and instructional technology
training. His research interests are using the lens of socio-cognitive learning, socio-
cultural learning to examine distance education, online learning community, network
learning environments, and social learning analytics. He has authored many
articles, book chapters, books, multiple honors as keynote speaker, professional
development, professional conference presentations, and others. He has served as
an executive board member for [CEM (International Council for Educational Media),
and International Division at AECT (Association for Educational Communications
and Technology). Dr. Tu has global experience with international scholars from
Turkey, Portugal, Brazil, Hong Kong, Singapore, Venezuela, Taiwan, China, Japan,

Niger, and Cyprus etc.

#.4%: Using Learning Analytics to Support Social & Emotional Learning: A
Data-Driven Instructional Design Model

Students and educators had unique susceptibility to burnout already even before
the pandemic. Learning is not purely a cognitive process, but also is emotionally
loaded and situated within a social context. If COVID-19 rendered us alone and
lonely, forging instructional and social community building can combat the pall to
accomplish learning physically alone but collaborative, interconnective, and
together. The pandemic emphasizes the importance of holistic education with
fostering students’ multiple intelligences through effective social and emotional
learning (SEL) that signals the need for more dynamic and flexible socio-emotional
approaches. Owing to the nature concomitant of relational data, social learning
analytics offer analytic powers to enhance SEL. Understanding students’ socio-

emotional development helps teachers to provide effective, just-in-time, and

12




personalized support. It is also beneficial to inform teachers to provide more adequate
social-communicative, metacognitive, and affective learning via data-driven
instructional design models. Despite a vast amount of educational data being
collected, the data are rarely organized and provided to galvanize students’ and
instructors’ learning and teaching. Being able to comprehend students’ intricate SEL,
via Data-Informed Learning Design in conjunction with social learning analysis,
would support teachers to advance instructional design for continuous and timely
improvements. Several dynamic, flexible, and interconnective activities and
instructional designs, derivatives of socially and emotionally situated identity theory
with learning analytics, are presented to address the learning and teaching needs in

face-to-face, blended, remote, HyFlex, or online learning environments.
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Prof. Wong Su Luan
Faculty of Educational Studies,
Universiti Putra Malaysia

Malaysia

Dr. Su Luan Wong is a Professor at the Faculty of Educational Studies,
Universiti Putra Malaysia (UPM). She has extensive teaching experience in
educational technology, teacher education and teaching methods; and regularly
conducts teaching and learning related training courses for educators. She is an active
and passionate researcher and has published in more than 200 scholarly papers with
a special focus on teaching and learning in ICT. She has served as the Principal
Associate Editor of the Asia-Pacific Educational Researcher Journal (SSCI),
Associate Editor of the Research and Practice in Technology Enhanced Learning
(Scopus). She was also the Editor-in-Chief of the Pertanika Journal of Social

Sciences and Humanities (Scopus).

In recognition for her active role as a scholar, she was elected as an Executive
Council member for the Asia-Pacific Society for Computers in Education (APSCE)
in 2006, a post that she still holds until today. In 2011, she established a Special
Interest Group — Development of Information and Communication Technology in
the Asia-Pacific Neighbourhood under the auspices of APSCE to bridge the research
gap between scholars from developing and developed countries. Her hard work and
dedication to serve the research community has led to a highly coveted association
to APSCE as the President for 2016-2017.

#.4%: Learning with Digital Technology: A Pandemic Look Back and Forward
Due to the COVID-19 pandemic in early 2020, the sudden and unplanned
closure of many academic institutions worldwide caused more than a billion learners
to be out of the classrooms. To cope with the unprecedented circumstances, many
academic institutions pivoted from onsite learning to online learning. In this talk, I

will reflect on how the pandemic changed the learning landscape of one public

university in Malaysia. I will highlight several crucial steps the university took to

14



ensure academic continuity for students and academics during the closure. I will also
provide tips on tweaking onsite lessons to accommodate the online learning
environment. Some empirical data collected from students who were directly affected
from the day the country went into a total lockdown on 18 March 2020 until its
gradual transition back to on-site learning in late March 2022 will also be shared. |
will then offer suggestions on conducting lessons in a hybrid flexible (HyFlex)
learning mode in a low-tech classroom. My talk ends with some lessons learned from

the pandemic as teaching-learning returns to some form of normalcy.
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A Study of Gifted Students’ Thoughts of Using Information Technology
Media and Their Parent-child Relationship
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Abstract: This study aimed to explore the current status of gifted students’ thoughts of
using information technology media and their parent-child relationship. Data were
gathered and analyzed qualitatively, where participants were three gifted students
purposefully recruited from a junior high school. Main findings were: Targeted gifted
students’ thoughts of using information technology media were positive, where the
main motivation was to kill time and make them feel less lonely. The parent-child
relationship was close and warm, and the parenting style was democratic. Parents had
certain requirements about their children’s behaviors. Information technology media
acted as a bridge where they can better understand each other and provide more
opportunities to participate in each other’s life for facilitating their parent-child
relationship.

Keywords: gifted students, information technology media, parent-child relationship
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A Study on International Students’ Perception and Actual Use of Mobile
Learning in Taiwan

Saruul Batkhuyag
Global Master Program of Teaching Profession, National Chiayi University saruulbatu@gmail.com
Yu-Liang Chang
Department of Education, National Chiayi University

aldychyang@mail.ncyu.edu.tw

Abstract: The main purpose of this study was to investigate international students’
perception and actual use of mobile learning during Covid-19 pandemic in Taiwan,
associated with employing the Technology Acceptance Model. A survey approach
was employed in this study. The instrument “Questionnaire of International Students’
Perception and Actual Use of Mobile Learning” was administered to 130 international
students in Taiwan to gather data. Corresponding statistics were applied to analyze the
data, suchas descriptive statistics, t-test, one-way ANOVA with the Scheffé Method,
Pearson’s product-moment correlation, and regression analysis. Findings showed that
the targeted international students’ “Perception of Mobile Learning” effectively
predicted their “Actual Use of Mobile Learning”; moreover, the “Perceived Usefulness
(PU)” sub-scale had the greatest influence.

Keywords: international student, mobile learning, perception, actual use
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Project-based curriculum in the post-pandemic period: Transformation and
reflection
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Abstract: This study is designed to examine the transformation and reflection of a
project-based course involving hands-on activities and software tutorials when it is
converted online. The nonequivalent pretest-posttest design was adopted, and the
experimental and control group methods were used to conduct an empirical study. Data
collection includes both quantitative and qualitative data. The research results show that
the hands-on unit at the virtual studio combined with Nearpod activities can improve
students’ learning performance, but the network and device will affect students'
learning effect and mood. Although the hands-on unit can be improved and created
suitable social distance through new technology and strategies, it cannot be totally
online. Finally, project-based learning could be a suitable online learning method.
Keywords: Project-based learning, Motion Capture, Nearpod, YouTube, Learning
performance
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A study of development of innovative MOOCs curriculum and its

effects on cross-cultural learning
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Abstract: This study develops an innovative discrete optimization online course from
the perspective of culture by transforming the Chinese literature "The Romance of the
Three Kingdoms" to explore the opinions of learning performance, visual design,
pedagogy, and learning expectations among global learners, also provides the learning
and application optimal decision-making. A total of 56 valid online questionnaires from
28 countries were collected for analyzing quantitative and qualitative data. The results
show that global students believe that innovative curriculum design can benefit learning
engagement, motivation and problem comprehension. There were no significant
differences in learning outcomes between the pre- and post-tests, visual design,
pedagogy. However, there are significant differences in learning expectations. Several
issues related to MOOCs are concluded and provide insights for future study in teaching
innovation and cross-cultural issues.

Keywords:Discrete Mathematics, MOOCs, Cross-cultural comparison, Simplification,
the Romance of the Three Kingdoms
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Impact of Problem-based Learning and Innovation and Entrepreneurship
Courses on Students' Participation in Innovation and Entrepreneurship
Competition Activities
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Abstract: Many universities hope to increase students' willingness to engage in
innovative and entrepreneurial activities by offering problem-based learning courses or
innovation and entrepreneurship courses, but empirical studies with substantial data are
lacking. The target population for this study was 9,830 students. The results showed
that all three courses had a significant impact on innovation and entrepreneurship
activities, with the highest percentage of participation among students who took all
three courses, followed by took entrepreneurship courses, innovation courses, at least
one of the three courses, and lastly, students who took problem-based courses. In the
future, when planning entrepreneurship counseling programs, schools may suggest that
students consider taking entrepreneurship courses first, followed by innovation and
problem-oriented courses for best results.

Keywords:Problem-based learning, innovation courses, entrepreneurship courses,
innovation and entrepreneurship activities
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The Effects of Integrating the “Cool English” E-learning
Platform into Video Teaching for Students’ English Learning
Motivation and Effectiveness
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Abstract: The purpose of this study is to explore the effect of using the "Cool English™
English online learning platform to integrate English video teaching on students'
English learning effectiveness and English learning motivation. In order to improve
students' English learning effectiveness and motivation, we decided to use mini-games
and video tasks in Cool English. The research results found that the integration of Cool
English platform teaching materials into English video teaching can improve the
English learning effectiveness, English learning motivation and interest of middle-
grade students in rural primary and secondary schools. The results of this study can
provide a reference for elementary school English teachers to integrate digital platform
resources into video teaching.

Keywords: Cool English, rural elementary school, Learning Effect, Learning
Motivation, video teaching

26


mailto:hsunli@mail.ntue.edu.tw

C-01

Using Digital Interactive Mobile Games to Expand

English Learning

Michelle Siao-cing Guo
National Taipei University of Business
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National Taipei University of Education
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Abstract: In recent years, mobile technology has developed exponentially and has the
potential to support language learning. Mobile technology provides learners with a
more enhanced connected experience with other users, communities, and the
environment. The researchers utilized a mobile application to create scavenger hunt
mobile games to encourage the use of English. In the scavenger hunt activity, students
need to carry out tasks that include answering questions, acquiring resources, and
performing required tasks. This study adopted quantitative and qualitative methods to
investigate the effect of the scavenger hunt game on students’ English vocabulary on
campus, as well as on their motivations and attitudes in regard to learning English.
The results indicated that the two groups that played the mobile games including
located-based and web-based games--performed significantly better in English
vocabulary than the paper-based group. The qualitative data also revealed positive
experiences from the two mobile groups.

Keywords: mobile games, location-based games, technology-enhanced language
learning, game-based learning
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Problem-Based Life Situational Issues Exploration--Taking the

Learning Effectiveness of Artificial Intelligence in Natural Sciences
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Abstract: This research focuses on problem-based learning (PBL) teaching methods and designs
artificial intelligence (Al) in face recognition systems and intelligent street lights as teaching materials.
To integrate teaching materials of life situation issues into the natural general curriculum and develop a
learning perception questionnaire with validity and reliability to evaluate students' perception of the
curriculum. Based on a valid assessment tool, 56 college students were assessed on their learning of
emerging technology contextual issues to evaluate their satisfaction, learning situation, and learning
effectiveness. The results of the study are as follows:
(1)Construct teaching materials for Al application in face recognition systems, smart street lights and
drone situations;(2)Develop a learning perception questionnaire with reliability and validity;(3)Most
students are satisfied with the integration of Al into PBL teaching;(4)Most students believe that the
integration of cross-domain learning in different subjects can help improve self-learning effectiveness
and ensure continuous learning interest;(5)Many students agree that this course can improve learning
outcomes. In the future, the focus will be on teaching practice, incorporating easy-to-use Al textbook
content, and enhancing the opportunities for interactive learning; in addition, increasing the number of
effective samples in the research to improve the depth of the experiment and the breadth of research.
Keywords: artificial intelligence, life situation issues, problem-based learning, intelligent street lights,

drone
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Abstract: The study was conducted by case studies and mainly based on qualitative
data. To understand status and needs of addition calculation digital teaching material
for low grade students with learning disabilities, five special education teachers were
invited to the semi-structured interviews . The research analyzed status and needs based
on interview materials and literature. Furthermore, this research followed the process
developed by Newman and Lamming(1995) to explore the suitable interface design.
The research is expected to provide better learning resources for students. The needs of
teaching material are shown as follow:1.Diagnostic and summative evaluation, 2.
Immediate prompting and feedback, 3.Analysis of error patterns, 4.Simple and user-
friendly interface, 5.Multiple text presentation, 6.Flexible functions. Based on the needs
of learning disabilities, the study also presented an interface design, and organized
suggestions by interviews.

Keywords: Learning Disabilities, Addition calculation, Digital Material, User Interface
Design
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A Review and Reflection on Machine Learning versus Real Learning
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Abstract: This study aims to investigate the definitions of learning, human learning,
and machine learning, and to illustrate the relevance and differences between machine
learning and real learning. Machine learning is an important branch of artificial
intelligence in which machines acquire skills and knowledge by analogy with real
human learning activities. The process of machine learning is the process by which a
machine acquires knowledge from the known to the unknown through specific
procedures and rules, but the two need to be related. Human learning is the process of
acquiring knowledge, skills, and attitudes through interaction with teachers, students,
and information in instructional contexts, with an emphasis on transfer and application,
where learners can monitor the process through "postulated cognition” and self-
regulation. The growing demand for self-regulation and personalized education is
expected to build on the results of this comparison to propose innovative ways to
facilitate the application of machine learning in Education 4.0 in the future.
Keywords: machine learning, human learning, real learning
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and cognitive load in an online statistics course.
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Abstract: With the prevalence of web technologies and the outbreak of COVID-19,
many students turn to the online environment to continue their learning. Intentional
instructors also prepare online teaching materials with multimedia to better attract
students’ attention by evoking their positive emotions. However, fancy designs may
also lead to learners’ cognitive overload. Therefore, this study aimed to investigate
whether adding background music in online instructional videos could evoke academic
emotions and induce learners’ cognitive loads. With a counter-balanced experimental
design, we collected data from 39 graduate students in an online statistics course. The
results demonstrated that although adding Cafe music in videos aroused students
positive academic emotions, it also increased their cognitive load. The implications of
this study to aid the multimedia design were discussed.

Keywords: academic emotions, cognitive load, background music, online learning,
statistics learning
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Abstract: Kidney biopsy is a clinically important item in the renal ward and is most
often consulted by specialists. New recruits cannot complete this examination and
nursing alone. The current teaching methods are self-study by paper handouts and
mentoring. There is no formal curriculum design, and this examination is invasive and
has certain risks, and training and nursing ability is very important. Therefore, through
the course needs assessment study, we know that the on-the-job education needs of
this course are as follows. The two topics of knowledge are: before and after kidney
biopsy, and kidney biopsy Comorbidity care. Nursing ability: general nursing ability,
nursing guidance ability and effective shift transfer ability. In the course design,
nursing clinical teachers chose digital learning videos, demonstration teaching,
situational simulation and case discussion as the main teaching methods, and indicated
that the course teaching time was 30 minutes, and on Friday, 10 o'clock was the most
suitable course arrangement.

Keywords: kidney biopsy, nursing, curriculum needs
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Abstract: This thesis aims at grasping the current status of preschool children watching
Youtube and analyzing parents’ motivations and standards of content filtering. This
study surveyed a group of parents of Taipei City public preschools and analyzed the
materials with descriptive statistics, t-test and one-way analysis of variance. There were
three main results obtained from this study. First, most of the children get in touch with
Youtube before 3 years old, mostly watching the videos with smart phones and tablets
for about 0 to 1 hour daily. Second, the motivations of the parents letting children
watching Youtube are mainly for relaxing, learning and leisure. Third, parent-led
scrutiny and parent-child discussion are the major standards of content filtering on
Youtube.

Keywords: Youtube, watching motivation, standards of content filtering, children,
parents of preschool children
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Abstract: This study was to explore the interactive effects of scaffolding digital game-based learning
(DGBL) and cognitive style on learning emotions, cognitive load and learning achievement. The findings
presented that 1.There exited significantly interactive effects of scaffolding DGBL and cognitive style
on learning emotion, cognitive load and learning achievement. 2.Learning emotion, cognitive load, and
learning achievement of serialist learners were significantly better than those of holist learners in hard
scaffolding DGBL. Conversely, learning emotion, cognitive load, and learning achievement of holist
learners were significantly better than those of serialist learners in soft scaffolding DGBL. 3.Learning
emotion, cognitive load, and learning achievement of serialist learners using hard scaffolding DGBLand
holist learners using soft scaffolding DGBL were significantly better than those of learners using non-
scaffolding DGBL. 4.The relationships among positive learning emotion, germane cognitive load,
learning effect, and learning efficiency (four variables with positive attribution) were significantly and
positively correlative, while the relationship between negative learning emotion and extraneous cognitive
load (two variables with negative attribution) was significantly and positively correlative.

Keywords: Cognitive load, Cognitive style, Digital game-based learning, Learning emotion, Learning

efficiency, Scaffolding
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Abstract: Under the epidemic influence in Taiwan, students of all ages, including
elementary schools, middle schools, high schools, and universities, are using the
internet to conduct online courses at home, accelerating the use of information
technology. Since the 1970s, the era of digitization has taken shape rapidly. Thanks to
the epidemic, online teaching and learning at home has become part of normal life,
which has a profound impact on online learning and usage. Based on the analysis of
research papers from domestic and foreign literature and the application of the
resources, we found (1) The government and schools should pay attention to making
remedial teaching courses in schools or giving students the opportunity to learn related
courses again. (2) Persistent achievement disparities should be related to educational
assistance and services. (3) Students need counseling for their mental health and well-
being after the pandemic. (4) Facing online harassment students must be taught correct
concept of information literacy.

Keywords: Long-Distance Courses Policies, Long-Distance courses, Digital Teaching,
Learning Loss, Covid-19
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Abstract: As researchers have recognized the potential of artificial intelligence (Al) in
enhancing teaching/learning, Al-powered tools are impacting the TESOL field. This
influence is particularly urgent in this post-pandemic era. However, few studies
examined the design of online English courses with Al-powered tools, student
perceptions, and student performance. In this case study, a selective online course
which aimed to cultivate autonomous EFL learners by teaching them how to use Al-
powered tools was delineated. This course was designed based on learning theories. A
learning loop was created to connect in-class learning with after-class practice. Results
showed that students had better optimal experience in student-centered presentations
than in teacher-centered lectures, and it was language proficiency that significantly
predicted semester grade and assignment quantity.

Keywords: artificial intelligence, Al-powered tools, online course design for TESOL,
optimal experience
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Abstract: In this study, 101 students in a kindergarten middle class in New Taipei City
were invited to participate. 54 students in the experimental group and 47 in the control
group participated. The study results showed that the experimental group used an
Interactive Gesture-based Game combined with an IPO teaching strategy to learn Motor
Skills and Social Skills better than the control group that used traditional picture book
teaching. Feedback from the children and the kindergarten teachers showed that the
children were highly appreciative of the Interactive Gesture-based Game, were
interested in learning, and looked forward to continuing to participate in new learning
content and games.

Keywords: Preschool children, Interactive gesture-based game learning, Motor skills,
Social skills
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Abstract: This study examined the effects of teacher correction, self-correction, and
collaborative correction on primary school students’ English academic achievement,
use of English metacognitive strategies, critical thinking dispositions, and views, habits,
and performance of English error correction. A 12-week non-equivalent pretest-posttest
quasi-experimental research study involving three fifth-grade classes (n=115) was
conducted, and the data were analyzed by the analysis of covariance, analysis of
variance, and paired sample t-test. Despite that there were no significant differences
between the three groups in most of the examined variables, the self-correction group
significantly outperformed the teacher correction group in views and habits of English
error correction. Furthermore, only the self-correction group participants benefited in
terms of increased use of English metacognitive strategies and retained English error
correction performance after the withdrawal of the error-correction framework.
Keywords: collaborative correction, English learning, higher order thinking skill, self-
correction, teacher correction
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Abstract: The importance of peer review practice in writing courses has been strongly
supported by pedagogical research. This study investigated college students’ practices
and perceptions of three peer review modes in an academic writing course: (i) face-to-
face peer review (F2F), (ii) anonymous computer-mediated peer review (CMPR), and
(iii) blended peer review (F2F and CMPR). The sample involved three classes (n=66)
enrolled in an academic writing course at a Singaporean university. Surveys and focus-
group discussions were administered to investigate their perceived usefulness of
feedback and the processes of giving feedback. The nature of the feedback received
was also examined. The findings show that the students generally preferred the blended
mode, which addresses the limitations of both F2F and CMPR by leveraging the merits
of both modes.

Keywords: peer review, blended, feedback, anonymous, CMPR
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Abstract: With the outbreak of COVID-19 pandemic all around the world in 2020,
higher education institutions are confronted with unprecedented impact and challenge.
The physical classes we used to have also been forced to suspended by the pandemic
or switched to online distance learning to go on. In 2021, due to the strike of the severe
pandemic, all education institutions are forced to turn into strict distance learning by
the policy. This research aims to explore through the effectiveness of distance learning
in level 3 alert era to realize the learning problems of fully implemented distance
learning and the reflections.

Keywords: higher education, distance learning, COVID-19, level 3 alert
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Abstract: This study systematically reviewed the literature from 2010 to 2020, and
found that: 2018 had the largest number of literature; the United States, Spain and China
were the top three in the number of publications; quantitative research, questionnaire
survey and content analysis were common research methods and tool. The research
field is the survey "Learning Attitude", followed by "Information and Communication
Technology™ and "Across More than Two Fields". At present, the interaction category
"learner" has the most interaction with learners and technology media. The research
objectives focus on "assessment effects”, "systematic exploration” and "affective
factors”, and the research topics are mostly learners, educators and technological
media.lt is recommended to apply and research on online learning and interaction in
higher education in the future. The research objectives are "Learner Characteristics”,
"Online Learning Courses™ and "Online Learning Teaching Strategies™; the research
topics are teachers, course facilitation, course evaluation, and organizational support
As well as leadership and policy and management research.

Keywords: online learning interaction, systematic review, higher education, strategies.
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Abstract: The post-epidemic era refers to the changes in people's living to the
impact of COVID-19, and this change includes the way schools provide teaching.
At present, the trend in education is to use online learning. However, it is difficult
for young children to apply technology alone, so the reform of education is even
more important for young children. How teachers can follow physical distancing
guidelines to provide the same best practices as in a face-to-face setting, such:
establishment of instructional goals, modeling of behaviors, and provide
immediate and explicit feedback. This article mainly discusses the self-directed
game learning that kindergartens can implement to support young children’s
learning and maintain the physical distancing agreement required in the post-
epidemic era.

Keywords: post-epidemic era, children learning, digital game-based learning
strategies.

42



G-03
PR AR A R E R ] RS Gt o

A Study of E-Learning Materials Construction of Mnemonic
Keyword Method on English Vocabulary for Middle Grade in
Elementary School
M E A
CHEN, SHU PING ~ CHAO, JENYI
IR A Sl S S S SR Y L e ey
National Taipei University of Education Graduate School of Curriculum and Instruction
Communication Technology
g110944014@grad.ntue.edu.tw - jychao@tea.ntue.edu.tw
[HE] LRAFPFAY AR HEIRAER TRy A2 R
- ERFNREFPRIR R OR Y B Y 2 ka1
JiE2 REFEFAFH > T RE F KadTo Eiﬁ?‘%%ﬁ?%- L O N RO
mBgnfe EER Y #oiyirf 3oz izt =32
Hrdi S@ERT FRLAN S PR eI mHL=h AR HE, "
hy ~TER 2 W RYPRA LSRN R FEMBLAL 423
A : 425 ABeki2 i 4100 £ 55435 #* ¥HFA P anEr g ¥

Rk rHL B LA

CIDEEEREES R EEEE B S S 31 50
Abstract: In the post-epidemic era, online E-Learning teaching materials are particularly
important. Therefore, the purpose of this research is to design and develop a set of the E-
Learning materials Constructions suitable for the learning of Mnemonic Keyword Method on
English Vocabulary for elementary and middle grades during the epidemic. 3 English teachers
were interviewed for demand analysis. The researcher used the literatures data and interview
content, and followed the Human-computer Interface Design process to complete the E-
Learning materials Construction of Mnemonic Keyword Method on English Vocabulary for
Middle Grade in Elementary School. Through the feedback and interviews evaluated by 4 users,
we could understand the applicability of the E-learning materials—Ilearnability, interest and
aesthetics. The result reveals that the total satisfaction was 4.23, the learnability satisfaction
was 4.25, the interesting satisfaction was 4.10 and the aesthetics satisfaction was 4.35. The user
expressed satisfaction with the E-Learning materials Construction of Mnemonic Keyword
Method on English VVocabulary for Middle Grade in Elementary School.
Keywords: Mnemonic Keyword Method on English Vocabulary, Human-Computer Interface
Design, E-Learning, E-Learning Teaching Materials
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Abstract: Chronic obstructive pulmonary disease (COPD) that increases in the number
of patients, is not only medical problems, but also social and psychological problems
that are becoming more complicated. In order to understand the needs of thoracic nurses
for pulmonary obstruction courses and the needs of mobility-assisted education
materials, this study was conducted a questionnaire survey with thoracic ward nurses
as the research objects, which was designed for descriptive and correlational research.
The results show that thoracic nurses have a high demand for pulmonary obstruction
courses, with the highest demand for the treatment and disposal of pulmonary
obstruction. At the same time, nurses recommend using APP interactive web pages as
teaching materials. The research object only collects data from nurses, and it is
suggested that relevant team members can learn more about the experience and
opinions of different members, such as: personal management, pharmacist or
nutritionist, etc., to increase the applicability of the research.

Keywords: Thoracic Ward Nurses, COPD Education Course, need assessment, in-
service education.
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Abstract: Research shows that the difficulty of programming novices in solving
program problems is mainly due to lack of design skills, such as programming plans,
decomposition of problems, and composition of programming plans to generate
effective code for the problem solutions. Given that sub-goal-based worked examples
are helpful for learning procedural problem solving and that digital tutors have potential
in tracing students’ learning status, the purpose of this study is to incorporate sub-goal
states and digital tutor technique to design a sub-goal-based tutor and its corresponding
learning activities. The results of a pilot test showed that students were able to achieve
sub-goals in problem solving and complete the corresponding tasks under the guidance
of the digital tutor.
Keywords: Programming design skills, sub-goal states, digital tutor.
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Abstract: Worked examples have been proven to be effective in reducing learners’
cognitive load and help the learners focus on problem-solving steps and important
principles, which further improves learning outcomes. On the other hand, formative
assessment can provide learning feedbacks after learners try to solve problems,
assisting learners continually revise or improve their solutions. This study incorporates
worked examples and formative quizzes, based on the core concepts and algorithms in
the "Data Structure™ course, to develop online work examples and learning processes,
and further evaluates the influence of this learning process on learning activities. The
results of the pilot evaluation showed that the participants had a positive feedbacks on
the "Kruskal Algorithm" explanatory material and online work examples. They also
believed that the learning activities of sorting the problem-solving steps could increase
the understanding and problem-solving performance.

Keywords: Online worked examples, formative quizzes, Data Structure.
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Abstract: When designing narrative animations, although nursing college students
possess abundant knowledge in healthcare, their animation design projects are not
crafted in accordance with information processing theories, which in turn affects how
the audience captures healthcare knowledge after viewing. It’s assumed that the
creation of narrative animation involves three genres of skills, including "knowledge
curation,” "abstract thinking," and "situated storytelling." However, the interaction
effect between these three skills and the narrative animation projects remains
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unanswered. In view of this, the study intended to investigate nursing students’
animation design performance with regards to the three skills by implementing three
types of interventions, such as "knowledge curation task", "abstract thinking task " and
"reverse construction task, hoping to provide guidance for animation instructional
design practices in nursing colleges.

Keywords: narrative animations, digital curation, nursing college students, healthcare
animation design, workshops.
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Abstract: Due to the impact of the covid 19 epidemic, E-learning and distance learning
are becoming increasingly important. However, unlike school attendance learning,
students' learning behaviors are not restricted in the process of E-learning. Therefore,
this study examines the effects of cyberloafing behavior, learning attitudes, and
intention to use E-learning during students' E-learning using distance instruction. A
total of 97 valid questionnaires were collected from university and graduate students,
and regression analysis and path analysis were conducted. The research results showed
that when students engaged in E-learning, cyberloafing behavior was negatively
correlated with learning attitude and intention to use E-learning, while learning attitude
was positively correlated with intention to use E-learning. It is evident that the more
students engage in distance learning, the less they can focus on the learning content,
and the more students' learning attitude and intention to use E-learning will be
significantly reduced.

Keywords: cyberloafing, learning attitude, continued willingness to use
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Abstract:Reviewing the online taekwondo teaching records under the severe epidemic
situation, this research is divided into three parts, the first is video teaching equipment
and student safety, the second is whether curriculum planning can improve the learning
effect of students, and the third is the difference between the effect of digital teaching
and physical teaching. Eight taekwondo students participated in the research. The
researchers are already video-based, with timely communication software for remote
teaching of dynamic taekwondo. The research is conducted through video records,
discussions between teachers and teaching partners, and group conversation records.
The biggest difficulty lies in the need to control the quality of the equipment and the
need for ulterior motives to master the students' concentration. It is concluded that the
quality of online teaching is lower than that of normal physical teaching. All digital
teaching on dynamic platforms is a reference content for educators in the future.
Keywords: Taekwondo, physical fitness, distance learning
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Abstract: With the rise of self-media, everyone can make videos of what they have
seen and heard and upload them to online platforms as self-media. The study was
conducted to understand the self-regulation issues such as the necessity of using
knowledge-based self-media in learning and the main choice of study direction. The
study revealed through questionnaire analysis that knowledge-based self-media is not
the first choice for self-learning, and the most important factor for choosing knowledge-
based self-media is work demand, the learning platform is mainly YOUTUBE, and the
quality of instructors is an important factor affecting adults' self-learning.

KeyWords: Adult Education, Knowledge-based Self-Media, Independent Learning,
Lifelong Learning, New Media
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An Investigation of the Influences of Joyful English Sentence-making

Learning System: A Prior Knowledge Approach
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Abstract: To help students learn how to construct English sentences, this study
developed a Joyful English Sentence-making Learning System (JESLS), where game-
based learning and scaffolding hint were integrated together. Furthermore, empirical
investigation was conducted to examine the impacts of prior knowledge on learners’
task performance in the JESLS context. The results showed that high prior knowledge
learners (HPKSs) showed better task performance than low prior knowledge learners
(LPKSs), in terms of both task scores and task time. These findings can be used to
contribute two areas, i.e., human-computer interaction and digital learning.
Keywords: game-based learning, scaffolding hint, prior knowledge

51


mailto:sherry@cl.ncu.edu.tw

P1-08

BT R I S B P AL B R

Applying Digital Technology to Community Health
Assessments during the COVID-19 Pandemic
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Abstract: The first case of COVID-19 appeared in mainland China at the end of December
2019, and then it spread domestically and internationally and ravaged the world. The
number of infected cases and deaths in Taiwan is also rising. This study applying digital
technology to the community as a partner model to conduct online literature review,
windshield surveys, key informants’ online interview, official and unofficial online
information, and electronic instruments to collect data. To conduct an overview of core of
population demographics, eight subsystems of the community, and perspectives of
community residents were provided. To understand the changes in people's lives caused by
the COVID-19 pandemic and how to cope with it. The results show that the current health
problems include the high risk of infection among the child, the lack of health literacy of
the community about the pandemic, changes in lifestyle during the pandemic, and
poor communication of pandemic prevention information. It is recommended that
community health professionals take community resources inventory and apply local
characteristics and advantages, integrate residents' perspectives, build community
consensus, and gather manpower to jointly promote community health services related to
pandemic prevention.

Keywords: COVID-19 pandemic, community as partner model, community health
assessment, digital
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Abstract: This study uses the students' course taking data as the source of mining data.
Taking Kk students as the mining target, k>1, and to use the association rules in data
mining techniques to find students' adaptive courses. A method is designed to mine the
association rules whose antecedents must be courses that k students have taken, and
consequent must be courses that k students can take this semester. The above
association rules can be used as the basis for finding k students’ adaptive courses. We
modified the Apriori algorithm to directly combine the items in the course taking data
of k students with the course items that can be taken this semester to form itemsets, and
to judge whether these itemsets are frequent itemsets. The target itemsets can be found
more efficiently. According to the proposed method, a mining system for finding
students’ adaptive courses is built. The results of mining can provide useful reference
information for school to plan students’ adaptive courses.

Keywords: data mining, association rule, course taking data, adaptive course
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Abstract: The purpose of this research is to explore note-taking with student-generated
questions strategies on note-taking quality. A quasi-experimental research method was
adopted, and two classes of sixth-grade students (N=48) from one elementary school in
Tainan city were invited to participate in an eleven-week study. The experimental group
was exposed to note-taking with student-generated questions strategies, and the control
group was exposed to the note-taking-only condition. Data analyzed by the one-way

~

analysis of covariance technique revealed that the experimental group performed
statistically significantly better than the control group on note-taking quality in both
content and style dimensions. Finally, the results from further content analysis of
students’ work revealed that most generated questions were targeted at different main
ideas and that the use of color and symbols for annotation purposes of students from
both groups was very different.

Keywords: elementary students, note-taking strategy, note-taking quality, student-
generated questions
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Abstract: The purposes of this research are two-fold: first, to understand the learning motivation of
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elementary school students with mathematics learning disabilities toward math and the integrated student
question-generation (SQG) strategy; second, to investigate student perceptions regarding the three
introduced SQG scaffolding types in terms of learning usefulness, preference, and difficulties. A mixed-
methods research method was adopted for the study. The participants are three fourth-grade students with
mathematics learning disabilities. A total of 6 student question-generation activities were designed in
accordance with three units of mathematics, lasting three weeks. Both quantitative and qualitative data
were collected via learning motivation scales and interviews. Major findings are: 1. All three participants
expressed positive learning motivation toward math under the arranged context. 2. All three participants
supported the use of SGQ for their math learning. 3. All three integrated SQG scaffolds were perceived
as helpful for understanding math. 4. With “the answer is” being less familiar, it was not fond of by the
participants at the onset of the activity. 5. While the “story grammar category” scaffolding was perceived
as interesting, with its demands on writing, it was perceived as difficult. 6. The “what if” SQG scaffolding
was valued as helpful for coming up with new questions and perceived as easy to use.

Keywords: elementary school students, learning motivation, mathematics learning disabilities,

scaffolding, student question-generation strategy
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Abstract: As the internet raises in recent years, e-learning opens a diverse learning way.
It not only brings the convenience for teachers and students but also changes the study
way. The study based on SOR Model and integrated the frame of TAM Model and PAD
Model, which concluded the variables of affecting users to use e-learning platforms
constantly and they were respectively the factors of external platforms, individual
emotional experience and behavioral responses. The factors of external platforms were
the environmental stimuli variables, individual emotional experience was organism,
and behavioral responses were the outputs of inputting the variables. To investigate the
relationship between environmental stimuli and response for users on e-learning
platforms by using SPSS software to analyze the information.

Keywords: SOR Model , TAM Model, PAD Model , Gamificaiton , U-Learning
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The Potential of Students Reading Comprehension Skill
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Abstract: The article's purpose is to explore students’ learning outcomes through
Team Game Tournament (TGT) in third grade students, and 2) to explore students’
motivation on teaching-learning processes through TGT. The subject was 24
students from third grade at the school in Affiliated Experimental Elementary
School of National Pingtung University, Taiwan in English class. The target class
was chosen in the fact that the English teacher and students from the target class
were willing to participate in the whole process of this study. The research
instruments used were: 1) documentation 2) reading comprehension test, and 3) the

questionnaire of students’ perspectives on learning via TGT in English lessons. The
data was statistically analyzed by mean, standard deviation.
Keywords: Team Game Tournament, Reading Comprehension, Motivation
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Impact of a Flipped Learning on Willingness to Use E-Learning in

the Covidien 19 Epidemic
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Abstract: Due to the impact of the covid 19 epidemic, many courses have been
canceled for many schools in Taiwan. Most educational institutions have been forced
to switch to online learning courses within a short period of time. In the learning context
of E-learning under distance learning, the student-based flipped learning approach has
attracted much attention. Therefore, this study examines the impact of the flipped
learning model on the intention to use E-learning in the Covid 19 epidemic. The
research results showed that students' intentions to use E-learning was positively
correlated with the four aspects of content richness, communication usefulness,
learning achievement, and learning interest when they engaged in flipped E-learning
under the Covid 19 epidemic. It shows that students had certain acquaintance with E-
learning and generally felt good about the flipped teaching method.

Keywords: flipped learning, e-learning, continued willingness to use
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Abstract: In recent years, the digital environment has created more potential
advantages for inquiry learning, and this study aims to investigate the factors that
influence learners' collaborative online inquiry learning. 30 university students
discussed and completed an online design task over the course of a semester using
online knowledge building activities in a knowledge forum. Focus group interviews
and knowledge forum feedback were used to analyze the data through a continuous
comparison method and the use of behavioral sequencing. The results and discussions
showed that the participants' online knowledge construction activity was a diffusion to
convergence process, and (1) interactive real-time (3) scalability of multimedia
materials (4) indirect contact to reduce learner anxiety (5) ability to repeatedly evaluate
improvement ideas, which seemed to facilitate collaborative learning online; however,
(1) difficulty in reaching consensus (2) difficulty in avoiding critical feedback (3)
difficulty in achieving a balanced division of labor, which seemed to affect
collaborative online activities.
Keywords: online Collaborative Inquiry Learning, e-learning, Knoewledge Forum
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Abstract: Since the end of 2019, covid-19 has been fermenting around the world. In
response to the epidemic, online courses have become the main teaching mode for
several years, but various difficulties have arisen as a result. And for these teachers and
students, adaptation is also a challenge in the post-epidemic period when the epidemic
gradually subsides. Therefore, this paper studies a number of papers related to
education in the future and during the epidemic, supplemented by relevant literature on
teacher training today, trying to create a new type of education and guide teacher
training and the transformation of teachers' teaching methods, and hope to achieve
online teaching. normalize.

Keywords: Online learning, Digital platform, Teaching methods, Teacher training,
Post-pandemic era
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Abstract: This article explains that respirators in the intensive care unit are the most
common life-sustaining equipment. When there is a problem with the respirator, it is
necessary to rely on the correct judgment and treatment of the nurses, but the new
nurses have not received courses related to respirator care. Most of the two-year
nurses lacked self-confidence due to lack of experience and lack of ability to deal
with the situation of the respirator in a timely manner. This study explores the
learning problems and needs of new nurses in the intensive care unit for the care of
ventilator patients during the two-year period, and serves as a reference for
curriculum planning for future continuing on-the-job education. Regardless of their
seniority, new nurses have a high degree of consensus on the need for education,
effectiveness, and choice of teaching materials. It was found that 90% of the nurses
believed that situational simulation teaching could increase learning effectiveness;
As a reference for future teaching strategies and methods.

Keywords: two-year nurse practitioner, respirator, learning needs assessment,
situational simulation
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Abstract: COVID-19 brings a whole new set of challenges to the field of education, as teachers
and students can learn through digital learning systems and interact and collaborate online in a
variety of ways. As programming courses are very different from face-to-face teaching, this
study collected students' perceptions of the e-Learning environment using the five dimensions
of the e-Learning environment scale: Access, Integration, Interaction, Response and Structure.
The researcher selected a university in central Taiwan for the study. A total of 61 students from
freshmen to seniors of a university in central Taiwan were selected to take the survey twice, the
first time in the ninth week of the blended learning stage and the second time in the seventeenth
week of the distance learning stage. The results of paired sample t test analysis showed that
there was no difference in the impact of either blended learning or distance learning on
university students' programming learning. It is evident that today's distance learning
technology can also achieve the effectiveness of traditional face-to-face interaction, which will
allow further analysis of student learning outcomes in the future.
Keywords: e-Learning, programming learning, blended learning, technology education
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Abstract: During the COVID-19 period, blended learning is bound to become the norm after
the epidemic. How to do a good job in the design of blended learning that integrates virtual and
real is critical to students' learning effectiveness. This paper aims to explore the necessary
knowledge and skills that teachers need under the promotion of blended learning in higher
education. After introducing a 20-hour digital blended learning professional training course,
the results of teachers' feedback show that their arrangements and expectations for learning
activities or courses, prefer to move from physical to online. In addition, "the course has brought

me substantial gains”, "the course has ignited my enthusiasm for teaching™ and "I am willing
to try to apply what the course has learned to my own classroom". According to statistical
analysis, the average teaching experience of more than 10 years is higher than teachers with
less than 10 years of experience, according to the results of the questionnaire, it is inferred that
different incentive strategies should be adopted for teachers of different seniority to encourage
teachers to develop a blended teaching model.

Keywords: online learning, blended learning, higher education, empowerment program
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Abstract: Fractures are very common in surgical wards and surgical intervention is
the main intervention. Post-operative care, health education and rehabilitation
exercises are very important in clinical care to reduce post-operative pain and increase
mobility and muscle strength of the affected limbs. In clinical orthopedic post-
operative care education, except for two physical courses held by the unit a year, there
are no mandatory courses for the rest of the year, as the clinical health care system is
complex and busy, leaving little time for additional learning. It is hoped that this study
will help to understand the needs of surgical nurses for orthopedic postoperative care
education courses and serve as a reference for future on-the-job training and teaching
course content.
Keywords: Surgical paramedics, fractures, post-operative care, education and training
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