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[#H&] A% g amaEaAE RN Al (Generative AL GenAl) A &K FRBEZ B EM R L3 [ BT AF
BIRFA LB RABRDNENA ST Z AKX ARBEAN A E R ABSHES, S8WEATERERFTNA
&, A GenAl ARZF—AMBAECRFHAEABBRILE, RFES Google & B H 5 ik FHLBP I = A H,
SIS AWML AN E KRBT MBI B AFRRAETIRZZ, ARHL AN RN =FRELE, F
BRALEAT RGEHFED), R MLET AR ED . ST RBT, GenAl AEKFERREHE EIRA K
RIABNFAEZBR A EHXHFERALEFTRERGSE E R

[MsE5F] AmKXAL AERKRFBR; KEME LHK, BAAEHT; SALR

Abstract: This study developed a narrative board game, Gender-Friendly Pals, integrating a generative Al (GenAl)
character narrative scaffolding for gender-friendly education in elementary school. The game features four story-based
characters, using Al-generated first-person narrative videos as scaffolding support, combined with Google Form
situational decision-making tasks and immediate feedback mechanisms. A quasi-experimental design was employed with
38 third-grade students; the experimental group engaged in board game instruction while the control group completed
text-based reading activities. Results indicated that the GenAl character narrative scaffolding board game significantly
improved students' learning achievement and generated positive learning experiences.
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1. &7

MANAEHKBTRATRERELFTNTLRA, AMATKZLZUFLAAKFZ AT, 28
GRS A RRBENGHER, AR RIELSZ AN S ABMNE KL ERE (FRIHEFF
A, 2024), EHFTAMEZEL ZHHAHESHIZHME. RAKERLS A8 R1FEY, <3
SRGBHFOIME. ARAGH, RENSHRERAZFAREZ S T HEMH B OB E,
R 2 ¥ &I (Lietal, 2022). A, @kdbh o988 EHORBAET TREHE Y F
FEBYVE BRBATAGREYEA T LEARBEE TR L F09L 2 (Caietal, 2022)

HFR, AR R Al (Generative AL, GenAl) B ATa948 A B 2R 3R T #1697 A,
AL, GenAl fe4 R B FIBANGKERNE, EAHFESEE O LFEAN, ARRIF
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Hi AR (Lietal,2025). A, A GenAl AHF IFE PR AT % 5 R EALF A RE
A= EE, YA GenAl AEMEFHAABERIBZELSERGHARLNT oA K. B, K
AR M A RN GenAl A SR FE R K F M 2 [ MIFAF |, AR A& R T B80S 1,
#i8 GenAl £ M F —AMAEKEH A . Google & FH ¥k TGP iF @AM F), 4
WA AR X HOHN R EHE YR,

12 HFRLEZE

RBENETREAROLIERER ., GBRAHFFRA, EHROEA LD @ETER, TR
BLAF 218 LA Sif B) B 4Z (Ogershok & Cottrell, 2004) . 45 LA N8 948, HM 6
HAT PSR R S 304K, B AT AT . RO X698 BIEA, Rt sihsii
RAARAEREHS . HIL, RERBEDH@OEE LRI, 1GES T HZ M aHE
W, AR RAEMAGSEWGIEE, AT EEARFORAL, HAEHREEEA
E R F B, RS EF AR AR A LB R E K (Yuetal, 2025),
AR FHTRARABAOHE NG, Rb, THRRGBRTRERSE T MR
(Charsky & Ressler, 2011). A 2k 9 @5 3% 3+ & sEfR s Bk B AZ L2 H BAZ R Fd 4, B ABRAE
FARAABIGE Y L5, TRERAKE R2ENHERXE (Lietal, 2022).

13. BFRE#HELKR Al #AKEXFZ A

JE R 323%% B Vygotsky (1978) #9434 & B (Zone of Proximal Development) #4&, &
RBEBAETHEH, PHERATRRALEBSZZRGE T ., AEERXEHRETD,
JER R a9 A R O E TR INE L ®m&eE H AR (Caietal., 2022), K FEHa94
J, FRANBIRBAREHEREERE 5 AR L EH 3 E% (Hou, 2022). E 4, 1F
GG BRERE AN EHIBFELERTEFEFTERKETT PO RE, GANEEHEA
B ATRENGES P H Tk LFR, GenAl AR LR R EZFMie T HGRRA
®o A, GenAl REHIRIESF B HIAEARMBANGRE N EHERP R4, AR IHFSEE
H O F ML (Lietal, 2025). ¥, GenAl £ Z A &M FR K L F — A
A ZIIEBIRE, 51558 H 0 R4, AKG OGRS E L H R E L5
Kin, BATAF GenAl AEREFHAAB R ELZERBERERAGHARNEAR, £EB
DR A EHF AR AR MRS, B, KFRREATHTHA:
(1) BEREFAIFELAENFNAERXTSLERKAN AR LR G HEZZR?
Q) FHRUEFAEFRZERFETDR, LOARLRIA I QLR HT?
(B) BEREFHXZAEZHFRMAR, CACREAWAETAGCHBEZ LR

2. BIFA-F: GenAl AEKFRER L@ &R R
2.1. FEE Al
AFREAERMBE—HKES GenAl ACKFEREHANZKFERZE [ MIFAF], EAR
DR TFEHREZIHEEN. BERNELE 22X 108 AN FFHFRAN SR F A
B-FF4F &R +FS (https://www.gender.edu.tw/) # A F RE TR, ETdhRzELBAN-FF
HEERIHFETNAEES, EINEXE. AREUTRFATERE T REE B A
ERTEALTHIE R B, AR ACHERFIRAR, I SFAEMIRERAR TR
W3EEE R, &ML A ER PR TSR S LE K EALE AT A
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HERAMHLELLSOETR (B 1), SAERNEEAE, RHAwT:

(1) Aef (43R): BRALTHEGZAEAZERFRZTNAL, LsBoTHNEE.
WAL T A, MREEh e BRa e % ey )E, SRR EEMEE, HARE .
MR SR EE R RS BRFRARHAE, FTAELAEAACEGEN HHEHEMLE, &
@& A QR Code 5 A 47 M BLA GenAl £ ML F—AMAEKRFZ A

Q) HEHF (4k): HRESFTHE—AACHEERERR, SATHBEACTHRFEN
%, EERHHRZEHF, ATHEETFHYEE] A6, ARFHFEAEER XL
hiF, L2 Fhep, EEH@EE R RN T AKX LR HENGRIERE, ik
ZAERF A T#- B aT ey ik [ /B8 FH @& A QR Code, 47174245 £ Google & ¥,
BN A GG R RS

(3) MiF (8k): MHFEAMMNAERTNEARERTE, OB EIREH L
REAZH., ZHERLFIHTREADRSF, FHERBHARTRHLF ZREHKZ
T EZ AL &, FAFAETR Google X BEH &, Kb EARARBEDEZACTE
ReymirF (A eTmE2R), UIHEFHENEE ) A0, ARZEATEHELR
o B AP il A E M, URMEF BB EITHNME, AFERZ[BIXEATH] FHTE
HGB R 242 ] F, VAR IS AERIEAASLB AT = M 69 & K

4) E&RfEFT (45R): BREAREFTHE(ACHENLESE, pRREALHRBHE, 7
MAE, FHATHSTOEWABRSIEME, $AE RS T RAL I EAETR MR T F 4,
PTG RZ R E R, ERAEE FHRELATRELGEE DM, A NELE A
L FHNZA CKEFITIE BN R EBSBIE, 5155 A M R RAZ P e 3k R
B, NHHEWR A EGRAER, FARARERETHZ F P,

EeFHEnEs EBeTFHENES RAGREIO TP RIGRAIO R
e rir o Rl
Lan ,E_L iy

}ji’l‘}lﬂﬂ’.. -

Aef
\ﬁﬁﬂi‘éﬁiiﬁﬁ& RHECRA R
. 5 ) = T PR .n.:*
-
8 EEBEF

B 1 TR | RiEZ R

2.2. GenAl B & # FRFEHRIGH A K HEHZF

AR HBEZAZCEFHAE GenAl A &M FJERE Google & B 173z ik AL RA 5 Z
ok, TR TSRS H B, LT
(1) GenAl A & FIER
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A RHZFZ GenAl A &M FER, 1A451E R LR ALID-ID | £ s B 5 — AR H A

FZACHR, KRLEERARPIFIT @G LS ARRFTERT. FARMACFTH® QR

Code TT#LA GenAl A &% 7 AH T WHEM; #FREHFH @ QR Code AN Google %

B, EHBEABMARRRHGNTBRESHEFTHG GenAl AERH, EFEELMREH
LAKHEREACKENEEIE (B 2T ).

B 2 /A &-F QR Code #4432 GenAl A &4 F % A 2 ILTH|

(2) ¥R R

SABENEHFZAER, TRES—EFEA®E (S1) EAZHRFRERATHRAL
FTRE—F, AITAEESFTRERT L4, SR FEAMG, P APPAERRH L AE T 45
WATAER; WA, PANKERHEE AT EF4AZ0ER, EniAE THEH EEZAE
HFo RERFHERH AR EMAF A RS FEAE, £ FBIRT, RKERAIE R ELE
4 B EHET,

24 2 IF AR T 4F R E @ QR Code A1 AN Google % #, R A T A& S1. % =& (S2).
%=/ (S3) ZMMERBEEZHFERF LS. SI AFRRAEEM T R, 1 EE4AHFEAC
) EE 69 B 3% 30 K i 0 3 FI B S2 AR e Ak, 5] A PR D A E R P 09AZ T S E &
S3 A7 R RA, B S A FIETIALR PTGt KA R A AR E K.

HRRE A AHBAIF ARG PAZFMRERH, RAUALE -ABBERAR
Bz s kMR MR R, 1SS ABRDTHEL,; EZFEHEERRLSTTENT R
% (Gel8 3 PTR). sLBPEFS4 X W AR S48 £ A 4o BT R P AT BB IS E FIET, TR A
EH AR, FAAKRMB S TP EAERTAERAIRAETKZFTA, TR T BEFH
s Nk FIEATERE, BLH EAEARP R RZ A . T H EAL,
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PAEE  FREDRER, >
EARPESARER @ 5 FE
4 AT R B SH5 EFB -
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- T BARE T REEAE
®—RBBAEHA® A ERENF R ° 1))
(S1) 3142 pRAL BAER A @ (S2) fn
0B 4 B 55 3E 8 A F B o
3 4E#F QR Code 474 887 Google & 317 3% ik F A% A S Bp 1 =3 44 ) 1< 151

frd Bk, [WFAF | 2@z R HRAELT: FAAREEIRALT, 74
H & QR Code LA GenAl $—AMAEH R, BMEZACH BEGEE, BEFRES T 2
ZRAEHEAG S TEITERY, FRHESFH® QR Code £ N\ Google & ¥, REFH
RB], EAERLHM T FRMEABEY, REARFE AT HUARELARE T, WlzA &
TR B TR A R RS E AL

3. BFRF ik

3.2, FEH£
AAF AR R R AR et, 48 A = &tk (purposive sampling) VAR B ALK 698 £ K Ko

HRdt g e EER D FH BRI 382 F 4, —HELRATRE (B4 10 A,

TAEIA, H19A), —HESERAERME (FATA, *E12A, £19 A). ERaELT

GenAl ALK FRRBAREHLFY, FHERTACKFEILRKRNIHEFY., LHET

RS E R P T,

3.3. FX LA

1. AL AAXERTALE R EA -+ FUERFERZ BT (B A4
FE5) RBERENZEATHFAE, LFEFRH A EHEERIADHKIFEFTNEF
F, AESHREZNEAE. ATAISLZAME AR AL B mA, ¥HRAEESE Bz, AR
RIS B R A, ATAF TS AN A E R AT A RS Z LM, FRAAEEFR
FFE@EE T, WANFEAIBAAA, R EHIREFEN X, TR 12 2, &8 10 A,

2. WRERER AN TRES EHA LGS H FHB/NALHE, £ A Peraceetal., (2005)
BROGORERE R, MEBEA LI 84, AF 4R AZE ., #1412 K Cronbach'sa %
0.780, EA RIFa9 NI — M,

3. BB ER: ARETREFAARGSVEDNAI 8 FTALE, AAF LKA Hwang et
al., (2010) MR mamER. LMEASTAHRAZE LR, &3t 8 4, LA
Cronbach'sa % 0.755, A R4Fa9 M3 —E M,

3.1. FLAAE
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A RBFENBE VAR A & BT AR, OO EAATERERFREWACT LS
A BRI R H T mEs 6 W3S E K, o MmN A& R AT e TS R S U E KA
EN-FAE R . EEZFIHRAE Lietal, (2022) #=H 49 Mini-game-based flipped classroom
(MGFC) # 2 %7343, oo w &
(1) %P8 RATEAN (5 04%)
HIFIRIBEE A LB IR AN AARRELIA, Y ARREHRAL, NEHR| A E R PTG
AABAE, U BFU ORI RELANATETER, TRAARINENLERIEA, 7
AT S peEZ R EHARA, ObALF. EHF. M TR ERKEFORES X,
L& QR Code #7432 Google % B 491% B30, #AZ A RIRFETAG A 22 F F
Q) FoME: ax2¥EEH (20 4)
BERAEST [ BFATF | REHEFD, A0 AFREFHREACKEIRLZE
LEFLA (CACEBENERNE, L3R FEEERF), EHEACH BENR
BRER, FATARRLKFARF L EITNETH. RARMBENE—K, #2Y
WAETEH T XTE. SATUAREBEEHIFMN G T 22 HRETFHFAGT
X, do: REFZ— A EHBEERKEE. EHAERRMF. i, FETEFH PE
ot TS E
(3) FH=MEH: A5 EEm (15 548)
HEORBELENE, ARRNELALES —MSEOEEER, 1 ALY FHNEE
TRFEFAH, ZRZALPFTEATFHFIMNBNREAZH KR, T2 38K B2
Fodkfr LR N Rhr ik HLRATN Rooik 2845, HMAERNMGIE P FIRAANRE 49 5] 83
E VW
(4) FWrEE: R (5 54).
HEFRERDROGE Y T8, AR A E R el TR B RRE A H 6K, RA
72 Fe] 3 E SR P4 ) 2 B A B AR
MALE A AR L EDRLATEM S, FHE3FE4 A, TREFB ML —ERZHER—F
FREM, EHEANAH-A—EFREMMEFETTHEFELR, HAEHIR MGFC w[F B T4
2, O — 2 HFE AR, RMANEZZEAS BRI AT EHFY: TRaEER [ HF
AF | REEEITEE, HHANETHBRAECKEZILAMBETD,
HEEFYRIEAT R AL AETEH RKATA (10 942), HEFDERKETS
RE#R (15 9048), FEHEETREAZORERHRER AT L (15 54), #£44
BIEATE £

4. FFREFR

4.1. EFE#

A% A 4k A Mann-Whitney U B 5 AT M E A b thmB AT ABRE LR, &R %
B, KER4LFe ¥t R4 AR R AT 2B F 2 E (U=179.500,z=-.029., p =977 > .05), BT WL
AT 4 4R a9 4L N Ao i M Pb 8. B BR 4849 Wilcoxon signed-rank 42 /€ 4% R B8 1< AT /4 8 i 4R B BA %
# P (2=-3.569,p<.001), =HMGATRMNALBAEZE (2=-1.765,p=.078), A A7 it —
% YA Mann-Whitney U 4 2 LB 4L F £ 698 BB RE AT £ R, Rk 1 5, T
BB AR B F R AR (U=37.000,z=-4270,p>.001). & ERY¥, TIRES £ LLHE
GenAl A &4 F B RN Z % MGFC % F8#%, £ H A BERA, 4485 £EFL

R ¢
AL AR
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ABREDHAARZTEZE B, I, TEREZD AT B EIEAI440, BT GenAl A & 4L
FEEFBARLYE MGFC HFFHHBRA N FAENNAEHKFTEFEIRKZIRA LA EGHE.

& 1 BERAL =4 45 2% 8] Z Mann-Whitney #25€

A H tr A SESE X Mann-Whitney U z-value
FER 4R 19 27.05 37.000 -4.270""
4 19 11.95

Note.™ p <.001.

. R AR

%Tféﬁ’% Etn A g R [ AT A T Qi%ﬂimﬂ«%ﬁz/m/iéﬁ‘%ﬁ, R RAZ R F
L8 3EAREA, HHETREFAZISALCIRETE—IA t < (one-sample t-test) 4
Mo ERBET, FHEELA01, Z2RE407], BEIZAEEPEHR (1=6.157,p<.001) .
WEERRY, FALES AR EEE FHBE P, FHAAH RIFOHRZRE T, BT [ HIFAF |
RBWF RIS RA MG B FAEARGBRANE R T, IR LS ELELE

s B B

AFRAB R t REPHTEREFAN [ MIFAT ]| REHEFH IR ETL
GBREMRAZEFTEER (RESEAH3) . RET, FHEA 228, 1BEZ 4 1.06, BEKNA
z%?h%(FQ%Mp<m)o%%%@ M, TRASAEEAIZFUEYNEF, ¥
B aAEBHRE, REHMBEREHZAT XELBEHBTAELE,
43 HEHER

AHFET R RS H R AR AL SR RSk A R AT MR £ B 45 AT Mann- Whltney
Uﬁi%%%%<%2) #%iz%ﬂﬁxﬁﬂ*k@ﬁ 22 (z=-0.092,p>.05) ,
RASER £ FFBBE (2=-1.926,p=.054) , BATAR MRS A LENIZRNALE LT RA A
%@%@ﬁié%ﬁ@ﬁﬁﬁﬁsﬁénﬁ@ BhGLEBE £ R (2=-2.418,p<.05),

BaARm AT (FHE 281, ZEE£095) BESHAXE (FHE 170, ZE£087) .

% 2 KoL) £ F b2 Mann-Whitney 4 &

P 7
Yod 4 R % (n=10) 4 (n=9)
¥ 54 ¥ 54 Mann-Whitney U z p
£ ¥ nx A AR A 9.90 10.11 44.000 -0.092  0.927
NN I 7.65 12.61 21.500 -1.926  0.054
Ado BT 12.95 6.72 15.500 2418 0.016

Note.” p < .05.

5. i

$ﬁ%%&%%@AGmMﬁ@&$%%&$ﬁ%%ﬂ&%&%Jiﬁﬁié—Mm@
HEERRAABR DN ZFHBERNAEHT Z R HRERBAT, BWRAS Y RAF AR Z B
Ty, HHEREREE, LTRAKABRZIEAIER A, %‘%éﬂ%ﬁiﬁéi% WHEHEE
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BAE, ERAA RIFORIZRE, BARTHREARRIESH R AT, TRES XF 4

AFHERBAB R R ER EaBEEZERE AR A TRE AL

KA R Z i, A GenAl ML F—ABMAERFYAGALBR I, E60%K

%ﬁ%%ﬁ%ﬁﬁW%@%%%ﬂ%ﬁﬁ”ﬁ%%ﬁﬁﬁ@ﬁ%éﬁﬁﬁumdzmﬁ

K ZTREERE Y, BTrEoLANBFAEG B AE T RNT BER AR K, LI, GenAl

f%ﬁ ERE TR TR Ti AR R BRI E AR S, T HKRBREE SR AT, X

FTIBRFBA NG ERF AT AR M 2 (Lin et al., 2025) BAGRER Y LY

FHE—EH, TERREDERERRZI A ATNEERMBE, 7—7d, FAERMEA

FBE SR, BALEAKFRGZRR, FEE@HFRI AL QS R, 848

w AR E XM AT @B AR ARG IT AR M. AR AR GBRI My EE, KRR

BEUARGN T XREFHIT AT, PE—F BHWR £ Z BT 5 G 7 BB

AR RLEB R F G R L BB AER, HEFSOIHETRIRER R, #
GenAl A &8 FJE R FET AL AT R RARS '?f? Wiz, AEEREHKFHSAMAE
Dtk AR IZE T @, WA TAER T2 FAFE AL, KRAFR T R E A0 BREE

AEAA, AP AmibR g AN Mg £ 73\—0 b, i —F 9 ATE A5 Google &

BB RF AL, RNEMEREFNHEEFHZIHE, AR L msty B RFHRIE .
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