

	[image: ]	
[image: ]




博碩士論文 103522016 詳細資訊








  
  	以作者查詢圖書館館藏	、以作者查詢臺灣博碩士	、以作者查詢全國書目	、勘誤回報	、線上人數：74	、訪客IP：54.158.56.96


  	姓名	
      	  曾詩穎(Shih-Ying Tseng)  
		      查詢紙本館藏  	畢業系所	資訊工程學系
	論文名稱	
      	  
(Collaborative Drama-based EFL Learning with Mobile Technology Support  in Familiar Context)
      	   
	相關論文		★ 無縫隙整合註記學習系統	★ 基於虹膜色彩空間的極端學習機的多類型頭痛分類
	★ 以多分數加權融合方式進行虹膜影像品質檢定	★ 基於深度學習之工業用智慧型機器視覺系統：以文字定位與辨識為例
	★ 基於深度學習的即時血壓估測演算法	★ 基於深度學習之工業用智慧型機器視覺系統:以焊點品質檢測為例
	★ 基於pix2pix深度學習模型之條件式虹膜影像生成架構	★ 探討多媒體註記工具應用於程序性知識的學習
	★ 探討網頁註記標記語言與註記回顧對於數學學習之影響	★ 合作式知識圖建構與連續刺激對知識圖發展之影響
	★ 探討合作平台對於延續機器人使用興趣的影響	★ 設計與實作多人多點觸控系統之研究
	★ Design and Development of a PLITAZ System to Reduce Learning Progress Differences in Software Teaching	★ 以核方法化的相關濾波器之物件追蹤方法 實作眼動儀系統
	★ 雷射都普勒血流原型機之驗證與校正	★ 以生成對抗式網路產生特定目的影像—以虹膜影像為例



	檔案	
		   		[image: ][Endnote RIS 格式]   
		      [image: ][Bibtex 格式]     	
      [image: ][相關文章]   [image: ][文章引用]   [image: ][完整記錄]   [image: ][館藏目錄]   [image: ][檢視]  [image: ][下載]	本電子論文使用權限為同意立即開放。
	已達開放權限電子全文僅授權使用者為學術研究之目的，進行個人非營利性質之檢索、閱讀、列印。
	請遵守中華民國著作權法之相關規定，切勿任意重製、散佈、改作、轉貼、播送，以免觸法。

  
      

	摘要(中)	情境學習已經被認為對於以第二外語為英文的學生是重要的方法，然而，大部分的情境活動都是由老師與研究者事先設計而不是由學生自己去選擇他們有興趣的事務去學習。因此，以學習者為中心的情境活動設計變得越來越重要因為可以增加學生的動機去探索環境並應用所學於情境中。除此之外，許多研究者指出戲劇對於EFL學習是ㄧ個很好的活動，因為戲劇讓學習者彼此利用身體語言表達故事與同學互動，儘管上述所提的戲劇與情境學習中有那麼多的優點，仍然沒有研究是利用行動載具將戲劇融入於情境中提升學習者的語言學習。因此，本研究在平板內開發了情境戲劇contextual drama(CD)系統幫助學生學習英文，學生可以在情境中利用本系統中的錄音、照相、文字編輯等功能完成一齣戲劇來提升他們的英文學習。本研究的目的為探討系統與合作情境戲劇如何影響學生的學習行為與學習成就。

實驗結果表明，在情境下進行戲劇活動的學生比進行傳統紙筆的學生有更好的英文口說能力。除此之外，在情境下合作地進行戲劇活動能夠增加同儕間的討論與幫助，因此在看圖說故事的能力與寫作行為包括句子複雜度與句子多樣性中會表現得較好。本研究透過訪談與觀察，發現在戲劇中的身體語言還有投入度會顯著影響學生的學習成就。
	摘要(英)	Contextual learning has been recognized as an important method for EFL learning. However, most contextual learning activities were pre-designed by teachers or researchers without much flexibility to allow learners to learn what they feel interested. Therefore, learner-centered contextual design for learning becomes vital since it can motivate learners to explore the contexts and apply what they learned into authentic contexts. Moreover, several researchers recently indicated that drama was a good activity for EFL learning because drama guided learners to interact with each other and using body language to express their ideas. In spite of the above mentioned advantages of drama and contextual learning, there is still no research focusing on using drama in authentic contexts to facility EFL learning with mobile devices.

Therefore, we developed one contextual drama (CD) system in mobile devices to help students to learn English. Students can use the proposed CD system to prepare, make and conduct drama with voice, photos and texts in authentic contexts to improve English learning. This paper aimed to examine how our proposed CD system and collaborative contextual drama influenced students’ learning behaviors and achievement. 

After experiment, the results demonstrated that drama-based learning in authentic context could achieve better English speaking than traditional paper methods. Moreover, it was found that due to collaboration in drama-based EFL learning in authentic context could promote peer discussion and help, thereby significantly improving the abilities of describing a story by a picture and writing behaviors including sentence complexity and sentence pattern diversity. The further analysis by interview and observation also revealed that students’ body language and engagement in drama activities have significant influences on learning achievement.
	關鍵字(中)	
      	  ★ 情境學習
★ 戲劇
★ 合作學習
★ 英語教學
★ 學習者為中心的教材內容
★ 行動載具	關鍵字(英)	
      	  ★ contextual learning
★ drama
★ collaborative learning
★ EFL
★ learner-centered content
★ mobile devices
	論文目次	中文摘要    i

Abstract ii

List of Tables    v

List of Figures    vii

Chapter 1 Introduction    1

1.1 Research Background and Motivation    1

1.2 Purpose of the Research    3

1.3 Definition of Terms    3

Chapter 2 Literature Review    5

2.1 Related theory    5

2.2 Technology Enhance Language Learning    6

2.2.1 Computer Assisted Language Learning    6

2.2.2 Mobile Assisted Language Learning    7

2.3 Contextual Learning    9

2.3.1 Teacher-centered Context-awareness Language Learning    9

2.3.2 Learner-centered Contextual Language Learning    10

2.4 Drama Enhanced Language Learning (DELL) and Storytelling Enhanced Language Learning (SELL)    12

2.4.1 Features and Benefits of DELL and SELL    12

2.4.2 DELL in Classroom and Context    15

Chapter 3 System Design and Implementation    18

3.1 System Design    18

3.2 System Design of Encountering Vocabulary    18

3.3 System Design of Drama    21

3.3.1 Drama    21

3.3.2 Peer comments    23

3.4 System Design of Sentence Example and Story Example    24

Chapter 4 Methodology    27

4.1 Research Structure    27

4.2 Research Subjects    30

4.3 Research Flow    32

4.4 Research Instruments    36

4.4.1 Contextual Drama System (CD)    36

4.4.2 Pre-test and Post-test    37

4.4.3 Criterion of Performance-based Assessment    40

4.4.4 Criterion of Length of writing T-unit    40

4.4.5 Questionnaires    41

4.5 Methods of Data Analysis    43

Chapter 5 Results and Discussion    45

5.1 Analysis of Learning Achievement    45

5.1.1 Learning Achievement among Three Groups in Different Teaching Ways    45

5.2 Activity Writing Behaviors among Three Groups    49

5.2.1 Length of Writing T-unit    49

5.2.2 Sentence Pattern Diversity    49

5.3 Learning Achievement, Activity Performance, Activity Behaviors and Learning Behaviors    51

5.3.1 Correlation among Learning Achievement, Activity performance and Activity Speaking Behaviors    51

5.3.2 Correlation between Learning Achievement, Activity performance and Learning Behaviors    52

5.3.3 Prediction of Student’s Learning Behavior for Learning Achievement    55

5.4 Analyzes of the Questionnaires    56

5.4.1 Questionnaires for Technology Acceptance Model    56

5.4.2 Questionnaires for ARCS    60

Chapter 6 Conclusion    64

6.1 Conclusion    64

6.1.1 What is the effect of the proposed system on the students’ English learning achievement?    64

6.1.2 What is the effect of the proposed system on the students’ activity writing behaviors?    65

6.1.3 What is the effect of activity speaking behaviors to English learning achievement?    65

6.1.4 What is the correlation between activity performance and English learning achievement?    65

6.1.5 What is the correlation between learning behaviors and English learning achievement?    66

6.1.6 What are the students’ perception and motivation using TAM and ARCS toward the proposed system?    67

6.2 Limitation and Suggestion    67

References    69

Appendix A: Pre-test    75

Appendix B: Post-test    77

Appendix C: TAM questionnaire    79

Appendix D: ARCS questionnaire    82
	參考文獻	Allen, V. L., & Feldman, R. S. (1973). Learning through tutoring: Low-achieving children as tutors. The Journal of Experimental Education, 42(1), 1-5. 

Basoglu, E. B., & AKDEMIR, Ö. (2010). A comparison of undergraduate students′ English vocabulary learning: Using mobile phones and flash cards. TOJET: The Turkish Online Journal of Educational Technology, 9(3). 

Begg, A. (2000). Enactivism: A personal interpretation. Retrieved March, 6, 2009. 

Blanch, E. J. (1974). Dramatics in the Foreign-Language Classroom. Eric Focus Reports on TheTeaching of Foreign Languages: MLA Publications Center.

Brown, B. L. (1998). Applying Constructivism in Vocational and Career Education. Information Series No. 378. 

Brown, C., & Payne, M. E. (1994). Five essential steps of processes in vocabulary learning. Paper presented at the TESOL Convention, Baltimore.

Chang, C.-K., & Hsu, C.-K. (2011). A mobile-assisted synchronously collaborative translation–annotation system for English as a foreign language (EFL) reading comprehension. Computer Assisted Language Learning, 24(2), 155-180. 

Chen, C.-C., & Lin, P.-H. (2014). Development and evaluation of a context-aware ubiquitous learning environment for astronomy education. Interactive Learning Environments(ahead-of-print), 1-18. 

Chen, C.-M., & Li, Y.-L. (2010). Personalised context-aware ubiquitous learning system for supporting effective English vocabulary learning. Interactive Learning Environments, 18(4), 341-364. 

Chen, C.-M., & Tsai, Y.-N. (2009). Interactive location-based game for supporting effective English learning. Paper presented at the Environmental Science and Information Application Technology, 2009. ESIAT 2009. International Conference on.

Chen, K. T.-C., & Liao, D. Y.-C. (2013). English Oral Skills Training through Theater Performance in an EFL Setting. New Educational Review, 33(3), 193-204. 

Chen, T.-S., Chang, C.-S., Lin, J.-S., & Yu, H.-L. (2009). Context-aware writing in ubiquitous learning environments. Research and Practice in Technology Enhanced Learning, 4(01), 61-82. 

Cheng, S.-C., Hwang, W.-Y., Wu, S.-Y., Shadiev, R., & Xie, C.-H. (2010). A Mobile Device and Online System with Contextual Familiarity and its Effects on English Learning on Campus. Educational Technology & Society, 13(3), 93-109. 

Chih-Cheng, L., Hsin-Jung, C., & Hsiao, H.-S. (2011). EFL students′ perceptions of learning vocabulary in a computer-supported collaborative environment. TOJET: The Turkish Online Journal of Educational Technology, 10(2). 

Chinnery, G. (2006). Going to the MALL: mobile assisted language learning (Emerging technology). Language Learning & Technology, 10(1), 9-16. 

Chung, S.-K. (2006). Digital storytelling in integrated arts education. The International Journal of Arts Education, 4(1), 33-50. 

Davis, F. D. (1989). Perceived usefulness, perceived ease of use, and user acceptance of information technology. MIS quarterly, 319-340. 

Dirkx, J. M., Amey, M., & Haston, L. (1999). Context in the contextualized curriculum: Adult life worlds as unitary or multiplistic. Paper presented at the 18th annual Midwest Research to Practice conference in Adult, Continuing, and Community Education, St. Louis, MS.

DiYanni, R. (2000). Drama: An Introduction. McGraw-Hill. 

Dohnalová, M. Š., & Křivková, B. L. (2011). Design of the Workshop: How to use Drama in an English Language Class? 

Dougill, J. (1987). Drama activities for language learning.

Duff, A., & Maley, A. (1978). Drama techniques in language learning: Cambridge: Cambridge university press.

Dunbar, N. E., Brooks, C. F., & Kubicka-Miller, T. (2006). Oral communication skills in higher education: Using a performance-based evaluation rubric to assess communication skills. Innovative Higher Education, 31(2), 115-128. 

Elgar, A. G. (2002). Student playwriting for language development. ELT Journal, 56(1), 22-28. 

Gimeno-Sanz, A. (2015). Digital Storytelling as an Innovative Element in English for Specific Purposes. Procedia-Social and Behavioral Sciences, 178, 110-116. 

Hannafin, M. J., & Hannafin, K. M. (2010). Cognition and student-centered, web-based learning: Issues and implications for research and theory Learning and instruction in the digital age (pp. 11-23): Springer.

Harmer, J. (1991). The practice of English language teaching. London/New York. 

Holton, D. (2010). Constructivism+ embodied cognition= enactivism: theoretical and practical implications for conceptual change. Paper presented at the AERA Conference.

Hornby, A. S. (1950). The situational approach in language teaching (I). ELT Journal, 4(4), 98-103. 

Hsieh, M. F. (2011). Learning English as a foreign language in Taiwan: students’ experiences and beyond. Language Awareness, 20(3), 255-270. 

Hsu, C.-K., Hwang, G.-J., & Chang, C.-K. (2013). A personalized recommendation-based mobile learning approach to improving the reading performance of EFL students. Computers & Education, 63, 327-336. 

Hsu, C.-K., Hwang, G.-J., Chang, Y.-T., & Chang, C.-K. (2013). Effects of Video Caption Modes on English Listening Comprehension and Vocabulary Acquisition Using Handheld Devices. Educational Technology & Society, 16(1), 403-414. 

Huang, C. S., Yang, S. J., Chiang, T. H., & Su, A. Y. (2016). Effects of Situated Mobile Learning Approach on Learning Motivation and Performance of EFL Students. Journal of Educational Technology & Society, 19(1). 

Hubbard, P. (1983). A training course for TEFL: Oxford Univ Pr.

Hughes, A. (2003). Testing for language teachers. Cambridge language teaching library: Cambridge: Cambridge University Press.

Hui, A., & Lau, S. (2006). Drama education: A touch of the creative mind and communicative-expressive ability of elementary school children in Hong Kong. Thinking skills and creativity, 1(1), 34-40. 

Hunt, K. W. (1965). Grammatical Structures Written at Three Grade Levels. NCTE Research Report No. 3. 

Hwang, G.-J., Kuo, F.-R., Yin, P.-Y., & Chuang, K.-H. (2010). A heuristic algorithm for planning personalized learning paths for context-aware ubiquitous learning. Computers & Education, 54(2), 404-415. 

Hwang, G. J., Shi, Y. R., & Chu, H. C. (2011). A concept map approach to developing collaborative Mindtools for context‐aware ubiquitous learning. British Journal of Educational Technology, 42(5), 778-789. 

Hwang, G. J., Wu, C. H., Tseng, J. C., & Huang, I. (2011). Development of a ubiquitous learning platform based on a real‐time help‐seeking mechanism. British Journal of Educational Technology, 42(6), 992-1002. 

Hwang, W.-Y., & Chen, H. S. (2013). Users’ familiar situational contexts facilitate the practice of EFL in elementary schools with mobile devices. Computer Assisted Language Learning, 26(2), 101-125. 

Hwang, W.-Y., Chen, H. S., Shadiev, R., Huang, R. Y.-M., & Chen, C.-Y. (2014). Improving English as a foreign language writing in elementary schools using mobile devices in familiar situational contexts. Computer Assisted Language Learning, 27(5), 359-378. 

Hwang, W.-Y., Huang, Y.-M., Shadiev, R., Wu, S.-Y., & Chen, S.-L. (2014). Effects of using mobile devices on English listening diversity and speaking for EFL elementary students. Australasian Journal of Educational Technology, 30(5), 503-516. 

Hwang, W.-Y., Ma, Z.-H., Shadiev, R., Shih, T. K., & Chen, S.-Y. (2015). Facilitating Listening and Speaking with Game-Based Learning Activities in Situational Context Emerging Issues in Smart Learning (pp. 193-200): Springer.

Hwang, W.-Y., Shadiev, R., Hsu, J.-L., Huang, Y.-M., Hsu, G.-L., & Lin, Y.-C. (2014). Effects of storytelling to facilitate EFL speaking using Web-based multimedia system. Computer Assisted Language Learning, 1-27. 

Hwang, W.-Y., Shadiev, R., & Huang, S.-M. (2011). A study of a multimedia web annotation system and its effect on the EFL writing and speaking performance of junior high school students. ReCALL, 23(02), 160-180. 

Isbell, R. T. (2002). Telling and Retelling Stories: Learning Language and Literacy. Supporting Language Learning. Young Children, 57(2), 26-30. 

Janudom, R., & Wasanasomsithi, P. (2009). Drama and questioning techniques: Powerful tools for the enhancement of students’ speaking abilities and positive attitudes towards EFL learning. ESP World, 8(5), 23-28. 

Jonassen, D., Davidson, M., Collins, M., Campbell, J., & Haag, B. B. (1995). Constructivism and computer‐mediated communication in distance education. American journal of distance education, 9(2), 7-26. 

Keller, J. M. (1987). Development and use of the ARCS model of instructional design. Journal of instructional development, 10(3), 2-10. 

Khoii, R., & Aghabeig, M. (2009). Computer software and the improvement of the elementary EFL students’ listening comprehension. Journal of Teaching English as a Foreign Language and Literature, 1(2), 89-101. 

Klopfer, E., & Squire, K. (2008). Environmental Detectives—the development of an augmented reality platform for environmental simulations. Educational technology research and development, 56(2), 203-228. 

Knight, J. (1992). Institutions and social conflict: Cambridge University Press.

Lai, C. H., Yang, J. C., Chen, F. C., Ho, C. W., & Chan, T. W. (2007). Affordances of mobile technologies for experiential learning: the interplay of technology and pedagogical practices. Journal of Computer Assisted Learning, 23(4), 326-337. 

Lee, S.-y. (2012). Storytelling Supported by Technology: An Alternative for EFL Children with Learning Difficulties. Turkish Online Journal of Educational Technology-TOJET, 11(3), 297-307. 

Levy, M. (1997). CALL: context and conceptualisation: Oxford: Oxford University Press.

Li, M., Ogata, H., Hou, B., Uosaki, N., & Mouri, K. (2013). Context-aware and Personalization Method in Ubiquitous Learning Log System. Educational Technology & Society, 16(3), 362-373. 

Liu, C. C., Liu, K. P., Wang, P. H., Chen, G. D., & Su, M. C. (2012). Applying tangible story avatars to enhance children′s collaborative storytelling. British Journal of Educational Technology, 43(1), 39-51. 

Liu, T.-Y., & Chu, Y.-L. (2010). Using ubiquitous games in an English listening and speaking course: Impact on learning outcomes and motivation. Computers & Education, 55(2), 630-643. 

Liu, T.-Y., Tan, T.-H., Lin, M.-S., & Chu, Y.-L. (2012). The effects of ubiquitous games on junior students’ achievement in English learning. Paper presented at the 2012 International Conference on Information and Computer Applications (ICICA 2012).

Maley, A., & Duff, A. (2006). Drama techniques: A resource book of communication activities for language teachers: Ernst Klett Sprachen.

Mattevi, Y. (2005). Using Drama in the Classroom: The Educational Values of Theatre in Second Language Acquisiton.

Miccoli, L. (2003). English through drama for oral skills development. ELT Journal, 57(2), 122-129. 

Mountford, P. (2015). Drama as an extra-curricular activity for teaching English as a foreign language. 山梨国際研究 山梨県立大学国際政策学部紀要= Yamanashi glocal studies: bulletin of Faculty of Glocal Policy Management and Communications(10), 99-101. 

Nguyen, V. A., Pham, V. C., & Ho, S. D. (2010). A context-aware mobile learning adaptive system for supporting foreigner learning English. Paper presented at the Computing and Communication Technologies, Research, Innovation, and Vision for the Future (RIVF), 2010 IEEE RIVF International Conference on.

Nichols, J. D., & Miller, R. B. (1994). Cooperative learning and student motivation. Contemporary Educational Psychology, 19(2), 167-178. 

Ogata, H., & Yano, Y. (2004). Context-aware support for computer-supported ubiquitous learning. Paper presented at the Wireless and Mobile Technologies in Education, 2004. Proceedings. the 2nd IEEE International Workshop on.

Panjwani, A. A. H. (2015). From storytelling to story making: children creating stories with tangible computational media. Massachusetts Institute of Technology.   

Pesola, C. A. (1991). Culture in the elementary school foreign language classroom. Foreign Language Annals, 24(4), 331-346. 

Pica, T., Lincoln-Porter, F., Paninos, D., & Linnell, J. (1996). Language learners′ interaction: How does it address the input, output, and feedback needs of L2 learners? TESOL quarterly, 59-84. 

Pozzer‐Ardenghi, L., & Roth, W. M. (2007). On performing concepts during science lectures. Science Education, 91(1), 96-114. 

Rew, S., & Moon, Y.-i. (2013). The Effects of Using English Drama on the Learning of Target Expressions for Primary School Students. The Journal of Asia TEFL, 10(4), 215-239. 

Roth, W.-M., & Lawless, D. V. (2001). Computer modeling and biological learning. Educational Technology & Society, 4(1), 13-25. 

Sandberg, J., Maris, M., & de Geus, K. (2011). Mobile English learning: An evidence-based study with fifth graders. Computers & Education, 57(1), 1334-1347. 

Shadiev, R., Hwang, W.-Y., Huang, Y.-M., & Liu, T.-Y. (2015). The impact of supported and annotated mobile learning on achievement and cognitive load. Journal of Educational Technology & Society, 18(4), 53-69. 

Shih, R.-C. (2010). Blended learning using video-based blogs: Public speaking for English as a second language students. Australasian Journal of Educational Technology, 26(6), 883-897. 

Standley, M. (2003). Digital storytelling: Using new technology and the power of stories to help our students learn and teach. Cable in the Classroom, 16-18. 

Su, Y.-C. (2007). Students’ changing views and the integrated-skills approach in Taiwan’s EFL college classes. Asia Pacific Education Review, 8(1), 27-40. 

Tsou, W. (2005). Improving speaking skills through instruction in oral classroom participation. Foreign Language Annals, 38(1), 46-55. 

Tsou, W., Wang, W., & Tzeng, Y. (2006). Applying a multimedia storytelling website in foreign language learning. Computers & Education, 47(1), 17-28. 

van Gils, F. (2005). Potential applications of digital storytelling in education. Paper presented at the 3rd twente student conference on IT.

Wessels, C. (1987). Drama: Oxford.

Winston, J. (2013). Second language learning through drama: Practical techniques and applications: Routledge.

Wong, L. H., & Looi, C. K. (2010). Vocabulary learning by mobile‐assisted authentic content creation and social meaning‐making: two case studies. Journal of Computer Assisted Learning, 26(5), 421-433. 

Wu, T.-T., Huang, Y.-M., Chao, H.-C., & Park, J. H. (2014). Personlized English reading sequencing based on learning portfolio analysis. Information Sciences, 257, 248-263. 

Wu, T.-T., Sung, T.-W., Huang, Y.-M., Yang, C.-S., & Yang, J.-T. (2011). Ubiquitous English Learning System with Dynamic Personalized Guidance of Learning Portfolio. Educational Technology & Society, 14(4), 164-180. 

Wu, W.-c. V., Yen, L. L., & Marek, M. (2011). Using Online EFL Interaction to Increase Confidence, Motivation, and Ability. Educational Technology & Society, 14(3), 118-129. 

Young, D. J. (1992). Language anxiety from the foreign language specialist′s perspective: Interviews with Krashen, Omaggio Hadley, Terrell, and Rardin. Foreign Language Annals, 25(2), 157-172.
	指導教授	
      	  黃武元、栗永徽(Wu-Yuin Hwang
Yung-Hui Li)
      	 	審核日期	2016-7-26
	推文	
      	  [image: ]facebook   [image: ]plurk   [image: ]twitter   [image: ]funp   [image: ]google   [image: ]live   [image: ]udn   [image: ]HD   [image: ]myshare   [image: ]reddit   [image: ]netvibes   [image: ]friend   [image: ]youpush   [image: ]delicious   [image: ]baidu   
      	 
	網路書籤	
      	  [image: ]Google bookmarks   [image: ]del.icio.us   [image: ]hemidemi   [image: ]myshare   
      	 


  

  











若有論文相關問題，請聯絡國立中央大學圖書館推廣服務組 TEL:(03)422-7151轉57407，或E-mail聯絡
	       - 隱私權政策聲明



	
