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中文摘要：

本篇論文整合網路遊戲實務，以及網路模擬遊戲學習之理論，提出網路遊戲學習之設計策略，並根據此設計策略發展出一個以黑面琵鷺生態保育議題為學習主題的國小網路學習課程--- 「黑面舞者」，並進行實證研究，以探討兒童性別在電腦遊戲中的學習行為與成就差異。在實證研究中，針對不同性別之受試者的學習時間，互動頻率與學習成就加以紀錄和分析。研究結果顯示，女生之受試者在學習時間和學習成就上優於男生，在互動頻率上則沒有影響。為提高個別化與性別差異的學習動機，增進學習效能與強化學習者的專注度，網路模擬遊戲系統與學習活動的設計仍有改善的空間。
關鍵詞：網路遊戲學習、性別差異、學習行為、學習成就。
Abstract:

This paper proposed a design strategy for game-based learning by integrating the practice of online gaming and theories on simulations and games. A game-based learning course for elementary schools on the ecological preservation of black-faced spoonbills, named Black-faced Dancer, was developed based on the proposed strategy for the purpose of empirical study that explored the gender-specific learning behaviors in gaming, as well as differences in learning achievements.  In the progress of the empirical study, the learning time, frequency of interaction and learning achievements of individuals were tracked and recorded. The data were analyzed based on different genders of the subjects.  The results of the study demonstrated that females of the subjects were superior to male counterparts in terms of learning time and achievements, yet the frequency of interaction showed no significance.  In order to improve individualization and learning motivation in different genders, as well as the quality of learning and learning engagement, there is still much room for improvement on the design of online simulations and games and the attached learning activities.

Keywords: Game-based Learning, Gender Differences, Learning Behavior, Learning Achievement
