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Technology for Pre-service Teacher Wellbeing: Effects of AI-Assisted Vibe Coding-Driven

Gamified Instruction on Higher-Order Thinking
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Abstract: This study explored the effects of Al-assisted vibe coding-driven gamified instruction on pre-service teachers’
computational thinking (CT) and higher-order skills from a technology-for-wellbeing perspective. Fifty-five junior pre-
service teachers used the Doubao large language model to create HTML games embedding educational statistics concepts
over four weeks. A quasi-experimental design compared collaborative (n = 25) and individual (n = 30) learning modes.
Paired t-tests and Wilcoxon signed-rank tests revealed: (1) significant CT gains in both groups; (2) highly significant
improvements in gamified teaching confidence and collaboration tendency; (3) significant gains in problem-solving, self-
reflection, communication tendency, and behavioral intention; (4) a 34-point average increase in statistics exam scores,
with the collaborative group significantly outperforming the individual group. A paradoxical finding—stronger CT gains
in the individual group versus greater exam improvement in the collaborative group—reveals Al’s unique role as a “super
partner” in different learning modalities.

Keywords: gamified instruction; Al-assisted coding; vibe coding, computational thinking,; pre-service teacher wellbeing

1. 31 %

AR BREBAHFH R, T2 AR F BRI F D H 05 3 Rk 5w 2igdk,
CRAE BARF LGSR HEAAFHEARLTF, CEFELMFELO T LT
FRRAE, ABCARBRERALG T, BB RTRAERIITH. Afm, KEHATENA, %Kit
FRERIPUARZIFZIHFAERAEEGFHZ —, Onwuegbuzie #= Wilson (2003) #4947
HAEH, 66%E 80%KIAF 7 A A it 5 5] P 20 RRIAL B 095, XA B AR A 55 57
R, PREEMEFA LM EAF 484k, Chew A= Dillon (2014) #—F 45, EHF
FxFALRBFEATEZAAFEREPTREALERGHNED ., EMEHKFIR, XI—FALA
Bl AT EAE R RGEITERATF RIS IFEF#F % (Garfield & Ben-Zvi, 2007) ,
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AL RARFEE LA MIEEBAF I EE. Bk, RERBBRNRA LIRS Ff5 )
RIS H R, ST TRBIMEAN AL REFARLEELRELZE Lo

75 XA F (gamification) 7 A — #4355 2K 3%+ L& sk N JE 75 & 5589 57 R %% (Deterding
etal,,2011) , ©AKIERZAHAL B F ) AGALEY A K& HF, FAASHIER LMK Sailer
F= Homner (2020) R MHFXRAFF EINL (g=.49) . Fhh (g=.36) F247H (g=.25) =
ANEEHFARFEEBY; Bai F (2020) ET FFR 2 E (g=0.504) ; Zeng ¥ (2024)
WA A KILP S LR (Hedges’g=0.782) » #EAF R E L (2015) Ry HFXRALA
TR, R DR Z BB H B ML, AR HE TR EAMRBET T2 L
Ho BRITFHFAR, Legaki ¥ (2020) 89521 & 9K T Pk 6y o5 kA% 7t A A B 41
4R ) #F; Wronowski F (2020) KA HE B HREATFHFPHREDXARLA
2% XE AR RS S) FH AL A S IEE, R ERNR, HRAKFEIERS
Ak AR G, RAREMGITEE, BT IEGERKE,

R, ARXALFAR (Generative Al) WA EEAX T HAEXKFT @K, LA
HEHNFA T REFBET # %42, 2025 5, Andrej Karpathy 4% 5B %942 (vibe coding)
A, FRAPFPEATARBETERERAR IR TAEARKDL, LEFTEFEARBAEES

(Karpathy, 2025) o X —JE XMARK LK T HAEEHOA LM, ERHEFFERKEL
A AT ERCRAL”, R THERAK T A TFOHCEL, FFF (2023)
ChatGPT ABIR T TARKNAI O H B R A ERZ, B L ENMELSE), FRHEFF ol
A E K# 7. Yilmaz #= Karaoglan Yilmaz (2023) &K IA T A XN Al 9 mAZHKF /8 B F 4R A
HHBY%, B A KRR RBATF ] FI. AR, Kazemitabaar & (2023) &7 Al KA A %,
%5 VTR B9 1k S 4m A Ak 7] o Denny ¥ (2024) 484 75% 5 # TN AR K AL #70 T hAEHK
F 7 Ne RAFRATR R EFHE X FAFRAEOREFHEADTAREBETHSER
HTML M T i #, EAFBEARBEERXFTS T FHRAS A,

HHBHEMES 21 2B E AR (Wing, 2006) , 5SS EHE— 024, P&
fRk . MFIEELgEF —— ERHMRAT EHRG948 B4 (Krathwohl, 2002; Partnership for 21st
Century Learning, 2019) . Grover #= Pea (2013) B4 T K-12 Wit 5 447 1 09 & LA if
72 B, Kortkmaz % (2017) TR T 29 M B+ HB%ES £, £IFEHF B, Yadav ¥

(2017) A5 &EAIFEHKFTRA BB FHEBLMANIER T E; Dong F (2024) 69 R 4tz KA

At b D AR A AR IR A 0T B KR, A (2019) B9RIEAAR A, ATRAM
WL By AL RS R At A B2 K & . Lye #= Koh (2014) 3%8, L4524
AEWfeisimAnen, T HESERARAZF, Mao F (2022) 8T KILHFRILF )
SHAIEELE LA B EERHKE (g=0863) o XEZMAEHHRERAFFEREL, TR
IFTE AR L ARAL e F L A 160 E 2 ARk,

HWEF ) BHERNEKFHX R T @, TA R EIAR— G258, Akgul #= Guler(2025)
RINRFERNEH T RES S E AR P 5. Latorre-Cosculluela 5 (2025) W) R %A 5
WA 52 3] 9 4 A Re ARt 35 2 A RE /) K . Mirmotahari % (2025) #2369 X AL AE 5 S) AR 4R
FAWMAE A E R R GF £ 5. Tondeur 5 (2012) %2419 AKX KD, R BAe A FAKIE 2
FEHRFTE A B AR AR A 69 %42, Mishra 4= Koehler (2006) # TPACK AEZE32 A K, # 3
Fo 2 A iR 69 LA, Bower 5 (2017) JESE43 94T 3] Bp o] 8 32 A3 ) 2+ 5 % 4 49 32
fRAefz s, ERRAMRALABRAHSEME: Guan § (2022) ALLET 35 A FiER i
FRBAT, AR AR RXRREFZ LA A LEAMFIEFEA; Ma F (2025) &

{Computers & Education)) i T MNMiFeBestE X T Al 2 E R 2 &5 7 6%, KIL
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Best 52 3] A48 A AR A R 7 @A R 48 Wang % (2020) Raywak-F@ 8 2445053
BARIET ML) POE RN,

PRI, SR GEATEA: (1) K Al #BBAEEHREFELS S A TIHEHK
BHKIETTHARR; (2) ARt FRX—FREFA P FEF R F ULk 5 5] 4@Ak
BRI, (3) MESIRZAATF XA Al FHH R F FILEATHE T G,
Ak, KRB ATHLEAL: RQL: Al B MALIRF) B9 XA F R T B FRATFEE
it B gFe B Ak 1 ? RQ2: BHRFEXEGTEEZRAMELEGHRINKFREORITAHE
B? RQ3: e E A KA ELITFFLEIN? RQ4: MEEXEMIBXAFIRXRLRE AL
BEER?

2. FFRIXH
2.1 FEAME

AFRAFPEELAMKRE (ARAAAL 8000 &) INFHEF F LK =ZIFEAEHF LT
%o B EHRAFAANARIL, ot 55 L4 R BHIE (054 B HF RN GR R P A
mAHER) o Eb, —HE25 A (ME4) , Z3230 A (Rxdl) . TR FAEFRAAL
oA I RAZIN G, FIAMN R FERELEKPFEML (M=2.00,SD=0.64, K3 &%
EME) .

2.2. HERAL5EHA

FEaFEADE (2026 F 12 ATAHZELATA) , HFABLNKE %t FR‘E. A
AR Al HBh RN PR K FAE RO (FIRAF RO KEZHER) EH
AR T E, @i ARIESHAS (FAERE) £ HIML R K. FNHFREBANE ) —
MEF AT FrRE (i, FREE. EA0H. tREF) | BRI ENF SR T 5
AHILEL,

ANPEAZ S REAETF MR T K —3 (WMEHE, n=25) 69 AT AR BN, WA
WA X R AR FE R B RAES; =8 (fhza, n=30) WFEANE AR ZRINA
H 5o Rz, AAPENHFZAR., HIF, HFHEERIPERENRE R, FHOHF
ZHEO A RFHIRGITEBA Q FH) | ALFHBH R ER 2 FH) o HITAEEEIF
TR FERISEGAL,

2.3. FXLA
AFRE R ATAREN T ESFHITATEMNHMIEINE, & BREHAKTE 1 T

%1
- YES &2
TR it e Cronbach a KMO Bartlett p
GRSy 6 .839/.847 736 <.001
IR DY 6 863 .655 <.001
o) AR fif ok 6 878 717 <.001
| &R E 5 .820 741 <.001
#) B4R 18] 7 .899 .857 <.001
S AEM G 5 782 703 <.001
PFRAEFAF S 5 .893 856 <.001
TAZH 1 — — —
it ) 56 #4100 — — —
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E: o H L o MBS R A AT/ JE M, H A K A RTIE,
24. RESH 7%

A%, & A Shapiro-Wilk #: 354+ Kolmogorov-Smirnov 433t BT A & & # 4T E S HA T,
ZRET, RATE MGt H B L it R E AR T ERNFESESSH (p>.05) , Bixf
XAANEZRARMSFA t ARFTAEN LR, LETE (SMMEME. A@Mme. FA7
*. ARRE, FAZR. HRAEFFC) BiE R EASMMBIL, KA Wilcoxon BT 5 #&
By, %itEEF ARG E]’H’“Z:ﬁ‘ SEASSA, MIEZ A 69 i K Al Mann-Whitney U 435, b
b, KA Pearson 48 X P ATIR L& L E XM 69 X Bk FTA Lt 5 474£ A SPSS26.0 ok, L%
PEARFREA a=.05.

3. AREF
. SRR Fr it 1 BRI BGFT A B (FEAt t BB

XH‘" TAES YAt H B o) B2, 5 AR IER AT t 1200, £ RmE 2 F7
To
*2
7B 2 o () 18 B2 FE AT t 4 B2
TE® YL AWM M£SD G M+SD t p
GRSy — HE(T1E) 3.39+0.65 3.67+0.77 -2.609 016*
GRSy it 1 - 352! 3.28+0.62 3.81£0.58 -4.239 <.001%*
QM EE —IE(IHE) 3.77+0.59 3.88+0.79 -0.756 457
REMEgE () 3.67+0.51 3.87+0.56 -1.462 155

E: o*p< .05, *p <.01
R2BREN, AARFANTELEHAQEA TG LALERA., —8 (WEH)
M 339 BFE 3.67 (t= -2.609, p = 016) , =38 (Fz40) M 3.28 #£+ £ 3.81 (r=-4.239,
p<.001) , EERAMEARITIENNH TG, QRHETEHFRALTEREITEK
_‘TLO
3.2, AAESGETE MR (Wilcoxon i 5H#EE)

ST IRFASESEMRASATE, K JH Wilcoxon Bt i 54450317 /ANHEAFH AT 5

MbE, 4 R4k 3 FiFo
%3
Wilcoxon BCXT i 5 #4502 (R HESH, N=53)
¥ AT J& M z p
Mdn(P25,P75)  Mdn(P25,P75)

R FES 3.80(3.4,4.0) 4.00(4.0,4.8) -4.575 <.001**
SRR G 4.00(3.6,4.2) 4.00(4.0,5.0) -3.430 001 %%
FAZER 4.00(3.0,4.0) 4.00(4.0,5.0) -2.483 013*

J5) 28 AF e 4.00(3.7,4.2) 4.00(3.8,4.7) -2.258 .024*
f &R E 3.80(3.4,4.0) 4.00(3.4,4.4) -2.198 .028*
A B4R &) 4.14(4.0,4.6) 4.43(4.0,5.0) 2.192 .028%
E: *p <05, **p <.01
NANEREH B FRI . BRAEFEORAREE (2=-4575,p<.001) , RO Al#5)
iﬁik%?i?ﬁjii%ﬁ T IR A3 KRB R R AR 61200 XA FTF R AL A AL B A 47k
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B, &MEME (2=-3.430,p= 001) EAFABRBEFIELZERLE, RTEHFRNLEF AL
AL G AR IR A ATRAGALAGH /. T A BB, PG R, 8RB DA A B &L 2 p<.05
0 2 K-F o
3.3. #AEFARG AT
ARG A FT 3 4521 (SD=17.65) , JBEM-F3¥45 79.62 (SD=17.42) , ®RAWES
ik 3441 e ¥R A, —¥E (WMEA) AT M=42.96 (SD=20.40) , &M M=8538 (SD
=16.74) , #H 4242 4, =31 O z4n) AT M=47.30 (SD=15.29) , /&0 M=75.04 (SD
=16.94) , RS 27.74 5

%4
B HE 2% 71 5 % 1K Mann-Whitney U #2524 %
TE — 3 % U p
Mdn(P25,P75)  Mdn(P25,P75)
AT %ITE 37.00(30.3,45.0)  44.00(38.5,50.0) 215.0 026
J& M 43t 5 92.00(80.0,95.0)  75.50(60.5,90.5) 211.5 .022%*

E: —¥En=24, Z¥En=28, *p<.05

A, —ERGEEST—3 (U=215.0,2=-2223,p=.026) , BRfk 4089 %+t %5
KB T4, R dn, 2B MM B, —9E R A2 — 32 (— 3 Mdn=92.00vs. =¥ Mdn=75.50),
ERBAHEILE (U=211.52=-2287,p=.022) . X —“FH I X, K& HIEHA SR,
BRAEQREFMENFLENIEZRT M, REPEFIENTRELA T KOG L IEE
3.4. fAX M

Pearson #8 = AT B TIA T A K. (1) HAEZLEEENFH L B GeF F5RAN
RFEHX (r=440,p<.01) , H5FEAMEE (r=418,p<.01) . &¥EME (r=2371,p<.01)
Fefyi@ M (r=2362,p<.01) LEZZFEMX, (2) BRHEBLERAME (r=.592) .
SEmE (r=.536) . AidMMR (r=.526) F= A KR E (r=.492) B9 XIKK3%, BTTHE
WO R B AMZ R ) ORI BA MR KL, (3) BMGITF R SEM & L F E48
*x (r=2392,p<.01) , 5HARNETZIHXHKREZTF KT,

4. itk

4.1. AI 352057 3% R H# F AT 7f B2 69 3 16 38 7 R
AAFF 50 ARG R I Al 308 S AL IR ) 69 55 XA 5 £ R AF 5 2] 42 X T ¥ kA 2R At
H E 4%, X5 Yilmaz #= Karaoglan Yilmaz (2023) 9% 3—%., iﬁ%—é’]m, A5 B B
EF)FETABRERDG, LGB ARES S AIRE (RARAE) , LAERKETH L%
XA H Y ISR B R R AT B L5 9] AR A iR o R 75“%”%1)\5“3/2—@ 5 Wing
(2006) #9RIELAEZE —H. X— RN ELET: HETREHRERBAEZRST T Y
BAREL 2] 20FI)BHAR — 0B IATROFELAE —LRATHESEINGEF T E,
PRI T AR S HF TR E
4.2. AI £ 59“B L >
KRBT T —ANBEMFEHRRE B THRIAER: MazmitHd ﬁ#’zﬂiiﬁ%i%&
(= #£+0.53 vs. —3E4+0.28) , MM A it H XSG L $ # X (#f)£+42 42 vs. =
Y2774 ) o« KB LA, X—FHEABE — A 28RS TS A £ D44 il
TR, MAENFAEEIIRTR EEINTIF?
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BAVIANA, X—F B T@T Al EARBR R GG A A AL fF, Al zad, Al KiEF
BARRAY TFEGRBEARME——ANWAAH LIRS, MIEK. Bk ZTHRALR
PO ES o M A R TEAARIET AR, TERS AL #T 2N, 2L
L, AR AN, 7RI, RBIAR LI, F—Kk 5 Al 93 ER R — KT H S
BN h——F A F BRARM O X A FEIF R Al RIS, XA G AH I
R Fa AR R R R ML T, MEASF AT AR AF QT BA AL, Mg
20t B 9 558 B LR K, X —i##2 5 Brennan 4= Resnick (2012) ++ H % 4 4 42 B4t
HERBEEOEL B — FBROTERFEFERAY T A B ERENXERZ.

Rin, AIRBB R EmIREMNTEELAHR. Al B KBHRETE EZH T % F 4R
BRI RS C AR AR RN 529 . - F M A, R8T 38 e BT A 6
R, WMERF AL DESE T HATHR KT (peerteaching)  Anib Rfesnif L3, 15
o2 Al EUAB KA F I MF. ¥ — 25 A QRAMRE t I RIZN, BEE A I IZBmeS
4 32 AR R AL EAPHFEFIN AN ERPEA G TFERARBMAENERZRE, X
5 Ma % (2025) & Al #8hiE 2 53] P R I & SR Aanf . AT 4248 T AL 3
F, BAXRERE T RTHRGLLESMF I RE,

MAH Bkt X 2 LA kA, X—RIARTRA: “HHEHAEHTRERE L Al T2H
RAREF), mAEEFHRIZT Al BARMEORKERX, EFERETHERNI T T,
AL 7T UAE R TS 257 R NMR 8GNk bt ) s B RS iR e 5% P, ARMETIAR
AT H R F 3] TR mRGEF IR TR AIAR XA LS ENRBAZART L
SAVR AL 89 X F R BT HEE S, EriRiT T RIER M L 69 F st iX B
4.3. FHREREF 1555 KIFIR L F55E

HRE TR CHRARAIFE (2=-4.575,p<.001) , ExHIFE4 8R4k B A 45
BN W RIFEALETFAHE NAMLELF FAREZE T RMTFRAKFHE S, RINEK
R FFERPRAX —FRGTREMEF K3, X5 Bower F (2017) 9 X I—#, ©5 Guan
5 (2022) R Gl A PrErT a9« R S HIT E & 6955 R AL A R A2, A TACK 4£%E (Mishra
& Koehler, 2006) 6941 A, AR FIETELSTHRLIR (AlBE) . HF R GFR
WH ) FeF Ao (Gt 5) , AP ARE T £ TPACK &R, THERGIF
#’I (2=-2483,p=.013) #t—F k¥, IMECRELAERGRFITHER, AL
FHHIFE LR E IR FHEERET A i,

SR AELSREFENSFRBETLZHEIFR;A, RTHFRLEF A F R LA L3
HRBELENE S, PEER I X TR o —— 54 TRBTRENE, ek T~FIELE
KA TT XX Bl # . E— RKILMKAFR#EAL (social wellbeing) 49 /A &, AAHHIKAE T a9 5
HERARET AL, QHTERAIRTEZRFTREORE FMEBARA X Dichev #=
Dicheva (2017) ¥4 H XK FHRIARIEERL, Gl X—KERDTREEZEZK
B 18] 69 3% 9% o
44. REZBIBITRLE SEHFTE T

AR S BN BN ZEMKX (r=.440,p<.01) 8T, BARJNBRIZERT R
RITHE, 2 RAEZZRN AN T2 AMA R Al TE, X&%E, AR Al #H%m4L
HFEZAT, LR EEMFANTRAEALSIZR. R, HELEEEAME, AHilfad
YEFRAGEAAEY, HEZETRRBT 7 20 F AR EMEafHERKE R, AR
HHEFNTFOABEA, WTHRRBEEMGFAREL A, OBF RIS, AARKF LT
PARAF K IE A9 8] AL,
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4.5. HGREG A KT
RAFARGEEAT Bk: %—, #AEE ) (N=55) , LkAE—ExReE—+t b, R
THEBWIHE, F=, RAREERII T RIFMAARBER, MEZ a0 £ FRFT
RGEEEBRRE. $=, WEAG TN A AL, 7T LK 0 R s &AL S 3 4] 2%
TS RERNGKIHE—X— B E Guan F (2022) /£ & 428 b R LY Lk 5 4 —
Bo, 9, AAHASHFARIGHERAF RN, XAPRERKLEEEFTT LN, #
A, BZABE (BPARBETHERNEFOELEHFIER) , AL EENRI R T L)
BT #HBAT R REFRBAEAT A@IEE: (1) ¥ REAMEFMNS IR (2) R
R AT BT 3 st a4, (3) R EXESH, (4) L5 RMKBEAF AT,
(5) KFEJHAMNAZRAMNERTEE. FIFREEAFREEREG T,

5. &#

ARG AH BUR AL 57 3] HARAL” AALA , VA 55 GITTC A AT £, i@ v B ag A 5% I,
Wk T Al#HmAZ (A RAL) IR G KK F 2 E B e AL ) G Fvh. TR0
Yo F—, ALFBIO LB AR R A RR AR At H 84, A iEfolk 2 RAPAE XT3
e 2%, RAMABTHGRBEIE, 2 28KTE, =, HRAUHFESFESEM
w8 = R R FE R T AR AGR A ATRARAL, F =, R0 CT &I 3%, MEAH
R R RGF BRI, BTT Al AF A AR R 0 R AH—AL B KREES
0 BV 2R, 12 RERRATRME A F0 iR A F G AF A, e, S5 K-F ARt 34
o, AATRE MRS BB AR, ARG FHTI—KIPGERRRE T 312, AN
AL faR, HE VR SIA, BB RAD X — 3 XA AR H ARG R AR T 218 %
EL A, A AIRIFEHF IR FAUFRET 5%
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