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In recent years, digital game is a growth industry and it
becomes an important issue to develop the digital game
design talent. In the past, the technological and
vocational education played a key role in developing
digital game design talent. However, developing digital
game design talent is a difficult task because making a
good game needs the cooperation in various fields of
talent. In other words, it should focus on the teamwork in
various fields. Nowadays cloud service was valued by
researchers and mobile cloud collaboration service was the
most popular service because it can help students to use
collaborative learning everywhere and every time. Due to
the benefit of mobile cloud collaboration service, this
project imports mobile cloud collaboration service in the
game design course to help students learning game design
and investigates the behavioral intention of students about
this service. Also, we use brain wave instrument to collect
students’ brain wave data and analyze the different
behavioral intention of high attention students and low
attention students. The result shows the high attention
students pay more attention to perceived usefulness and
social influence; on the other hand, the low attention
students pay more attention to perceived ease of use. The
finding will help future researchers to know how to import
mobile cloud collaboration service into the technological



and vocational education.
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Abstract

In recent years, digital game is a growth industry and it becomes an important issue to
develop the digital game design talent. In the past, the technological and vocational
education played a key role in developing digital game design talent. However,
developing digital game design talent is a difficult task because making a good game needs
the cooperation in various fields of talent. In other words, it should focus on the teamwork
in various fields. Nowadays cloud service was valued by researchers and mobile cloud
collaboration service was the most popular service because it can help students to use
collaborative learning everywhere and every time. Due to the benefit of mobile cloud
collaboration service, this project imports mobile cloud collaboration service in the game
design course to help students learning game design and investigates the behavioral intention
of students about this service. Also, we use brain wave instrument to collect students’ brain
wave data and analyze the different behavioral intention of high attention students and low
attention students. The result shows the high attention students pay more attention to
perceived usefulness and social influence; on the other hand, the low attention students pay
more attention to perceived ease of use. The finding will help future researchers to know
how to import mobile cloud collaboration service into the technological and vocational

education.

Keywords: mobile, cloud service, collaboration, intention to use, brain wave
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Recently the quick development of virtual technology has made technology-aided
learning more versified and education revolution more advanced. With visual and audio
stimulation, technology-aided teaching can make student pay more attention than traditional
way. Currently the way of learning idioms in elementary school is of more traditional way,
which, without multiple interactions with students, can only have limited learning result. In
consequence, students will have little impression and result in lack of interest in learning.
Traditional way often emphasizes learning through repetition rather than usage, depriving
students of learning motivation. Multisensory Learning is a versatile, interactive way of
learning. By using multiple channel of visual, audio, touching to stimulate senses, memory
of learning content will be reinforced and fortified. Game-based learning, which has been

practiced with positive results abroad, can greatly improve learning result through



“learning through entertainment” method.

This game-based “Idiom-Learning System” combines 2 multimedia education design
models: ADDIE(Analysis, Design, Development, Implement, Evaluation), and IMM
(Instructional Multimedia-Design Model), with 2 major functions of basic introduction and
learning application. By using classic stories in ShanHaiJing and Chinese-style ink-wash
painting as background, we hope to bring fresh experience to student in learning Chinese
idioms.

The use of role-playing and elements of Chinese culture can greatly enrich idiom
learning process. By combining scenario with idioms question and game, students can
review and learn in each level, thus piqued their interest in learning. Therefore, this research
focuses on designing a game that is fit for elementary school students, who can have better
learning results and more interests in learning through game-playing. Research shows that
the application of game in learning idioms helps keep user interested and motivated, and
often receive positive feedback. Thus Game-Based Learning is a good way to learn. The
goal of this research is to develop a system that utilize technology to create a new way to

teaching idioms, and to offer a possible structure of digital idioms teaching and learning

system.

L

B I A
CEIRE- B



105 R EdEFmy P d % a 4

PEiEA

1 E48

PR

105-2511-S-041-001-

P G
% g rik

B F A PR T h DR e TR RIS SRR

HARL LW EG RN

L

\ , o G E s RsT R b T
= %18 P ',E_IL ¥~ IE‘;;LF]Q 9—!-1\_";E!PJ'J€4 ‘P_ Fix~ X ~ Ao
R ER... )
TS of
#
it g~ 0
s o s 2 0] -
P o| %
PR 2 0| &
H i 0 &
v ;%-a 0
FRE - -
P 2 0
iy 5730/ 3+ 5 41 0
st iR 0
EMAR . o ..
f;% P EAE 0 #
FHIBRIRT hig 0
¥ e 0
b1 0
H i 0
+ ol
/fh: 7
P SESN o+ =~
ﬁPJIJ;{W‘J? 0
Liang, Y. C., Huang, Y. M., Shiue,
Y. M., & Sheng, M. H. (2017). Game-
” based Idioms learning system
Bk 1 implementation research. Paper
presented at 2017 IEEE
b 3 International Conference on Applied
ERE System Innovation, Sapporo, Japan.
" (2017/05/13~2017/05/17)
o} A S 0]
B 0]
J}i/{*‘k"ﬂ;? 0 }?v
H 0 &
&ﬂ 0
. m P E A
NN X
FrAl/E 5 A 0




7 18 0
¥ERE 0
FHIRTET hiE 0
¥ it 0
g 0
H 0
i o =
B A _
SEN ol= =
&4 3 R AR | )
AL A 0
~ 45 74 4 0
% 3 % o
—'?»lj TE"I lblgﬂi ﬁ 0
—;L Eixpsm 0
¥ L
= , =X
b4 % ‘%i 0
A
4 LA 0
AR (LA 0
BLieFmT R 0
e 0
His &%
(fi AR L R depss B e b
BEER LR REL AL AR
=34 z"&% Zit‘!,blr.,,,'aég ¥ e B 2 B R
{nijﬁ-@i ’ ;%-JJ? FAEE ] o)
i £ PSP FRF RS
PR & (F e Ei) 1irer & (76 2 =4 pRanz PLBEE R %
;? e/ e .
g | Ha % et kb1 2 0
i 0
LA e 0
te |3t g /2 ivp 0
E TFER > e 0
Pl h s RdR L 2 (RE) 0




PERIA LT E S =4

%ﬁp%p;ﬁ@léwﬁﬁg\éﬁgﬂgﬁ%ﬁ Py k2 Be it iy
ﬁ(ﬁﬁ%fé%%ﬂa\wﬁ£W%@‘Wm*ﬁ HEEZTAL) - AT
LB FE AR Y FR I LB PR (R ARSI FELFTLT AT 47
%Eii%?>*?n~d*%m)§ﬂ@?%%%”’ﬁ‘”€}r°
L gL P 32 R7:HM AR - EXRD P HRFRT- FETR
E=p R
(JAE 2 P G > 21003 5 52)
[ 157 5 4z
HEIES- A
(I # & 7
R
2. B A R B IE LS R IR GPTA S e B

‘%’fb r'] ~ ¥ ;%— /r'\:‘i'?’-‘ le 2 FR‘>

%¢2.9%$ [(Jxzdz~fm [JERY [&
,? -|:|~ jgﬁﬂ DE' f'j—\‘_‘ ._;’E

g [ B meﬂ __Fad

Hwor (122005 52)

3. FEETA G BATAAT ARG R R 5 R SR BEA R D
(HEBAt 59T R L2 L& B E BN - HF B2 7 115003
{;\m)

F AR D IR R BTN RT Y I B 5 F sk o A f
ﬂ@&&a%?éb S pE AL B AL o

4. i BHR
AFr LR 25 E T R SR i Bn
(9 TR, % FrIRERTRES I 2 003 F $4H)

A ERE>F2E R O OL




