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	摘要(中)	在傳統教室中，數學老師常採用以教師主導的方法教導學生，如此較少提供機會來發展學生的數學解決問題能力，也很少鼓勵他們與同學進行數學對話。此外，這種方法可能無法靈活地適應學生的個人學習需求，並且可能導致學生對數學的興趣降低。為了減少這些學習問題，本研究提出了一個以學生為中心的學習活動，稱為「學生影片創造」，該活動之設計中採用了興趣驅動創作者（簡稱「趣創者」，IDC）理論。在此數學學習過程中，藉由採用認知學徒制的六個策略（示範、指導、鷹架、闡明、反思、探索）作為趣創者理論中之創造環的子組件概念，以此闡明和豐富IDC設計的創造環模型。在此活動中，學生透過個人和小組的教學影片創作過程來解數學文字問題。借助這些教學影片，學生可以通過談論數學概念與分享想法來教會同學。初步結果表明，學生們的數學成績得到了顯著改善，並且高成就學生和低成就學生在活動中都顯現積極的態度和較低的焦慮，並且認為數學和學習活動都非常有用。此外，學生對於進行此活動對學習好處之看法，整體上是積極且正面。學生們也同意喜歡並參與教學影片創作活動，有助於他們更好地學習數學，並提高了他們的溝通技能，團隊合作技能和影片製作技巧。
	摘要(英)	The teacher-directed approach characteristic of the traditional classroom normally adopted by mathematics teachers provides few opportunities for students to develop their mathematical problem-solving skills and little encouragement for them to engage in conversation. Furthermore, this approach may not be flexible to students’ individual learning needs and may generate low interest in mathematics among students. To reduce these learning problems, this study proposes a student-centered learning activity called student video creation that adopts interest-driven creator (IDC) theory in its design. By viewing cognitive apprenticeship strategies (modeling, coaching, scaffolding, articulation, reflection, exploration) as sub-component concepts of the creation loop in IDC theory, this study may articulate and enrich the creation loop model of IDC design in mathematics. In the student video creation activity, students solved mathematics word problems through individual and group creation of tutorial videos. With these videos, students could teach their fellow classmates by talking about mathematics concepts and sharing ideas. The preliminary results reveal significant improvements in mathematics achievement and show that both high- and low-achieving students have positive attitudes and low anxiety regarding the activity and perceive both mathematics and the learning activity to be highly useful. In addition, the students’ perceptions of the benefits of the activity for learning are positive overall. Students also agree that they enjoy and engage in the video creation activity and that the activity help them learn mathematics better and facilitate their communication skills, teamwork skills, and video production techniques.
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