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Abstract: Grounded in Situated Learning Theory, this qualitative case study examines the transformation of preservice
educators into STEAM designers through Tale-Bot robotics. Key findings include: 1) Mitigated Technophobia: Situated
strategies and screen-free programming effectively reduced technology anxiety. 2) CoP Efficacy: Collaborative "finger-
rehearsal” and "collective debugging" addressed hardware challenges. 3) Theory-Practice Integration: Abstract logic
was successfully embodied into sensory experiences. Results confirm that embedding "warmth" into authentic tasks
enhances the translation of early childhood curriculum frameworks. This study actualizes the philosophy of "Technology

as the tool, warmth as the core," offering a practical model for robotics-based teacher education.

Keywords: educational robotics; situated learning-legitimate peripheral participation,; reservice early childhood

educators; computational thinking; screen-free programming
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1. 2 HEFHEH L FEZ LB EE Al 3 STEAM HE m AL KRETMHA TS, EF B
HFBWBEEAORENZ 5. HFEB AN BFARFEAN AAZ T A EE URER
R FEE K,

DHRERBAEFTREZ Fab: BRI, RFZFE4ALRELHHRER |, 2RAFFE
VERB AR F (4o Scratch) #9147 B, HiTaksbEat, AFRIINEH E2 R | HT A
A | 4FPE A9 Tale-Bot #5 A, FH LA INEIEALSE F M4,

IR EET B RN AT ERTRFEHEam (SL) |, WA F AT ERAE S 18
ERALFH (CoP) WREWMAE, MBATINERE % STEAM HKFHTH., ABSEE% L0
(LPP) SEAREIHZAGEE, REFHMRMALTATEH LR RBE | ¥, REA KR
A% (W LAHREDRALKA) A2 LA

H, HRARXHAR
RQl: H3S FHBRAT MR A HERBE G 9 BEZHE

R ZAE [ FHAFHE (CoP) | b, dofTHBE KIREERBFEME (e FA18E%. &1
R45) , BEHBAANARER, ERBMIIINERN AL EHRRAZ [ #HFHH] ?
RQ2: Tale-Bot # % AA ALK HFEH F BB IET REAE

P E A fTER [ FHEFA | HHESERET K&, i EHL LWL TAXK
EREHHFHG (M ABAHREDRAZRA) 1542, #HEL [BE | 923 STEAM £#
HEAEA?

2.1 [§RIREEE ] 4R 2 HER)

WG H Wi 2okl B AFIN A A6 230, M ARMA L E A GIRESELF,
f& Tale-Bot # B A S P, [Mk%4L (Contextualization) | [ 4 FHA | . SAEFIFILGHL
A G, TARMKKRENR B TG RE, B AR PAR B | HF
18,
2.2 FBAAFF R T E IR T

A4 Wenger(1998)89#.25, £ H £ % [ F #4428 (communities of practice, CoP) | %
B M a9 435 W E L B A4 & &Ko £1R1F Tale-Bot 3% Dash #9845, 4 ¥ mEEMEAl A
BimZFEM ] 2 [REKERE | FETHENRRK, FAEABFLIHTEEE [ FHRERA
Ak | (BPAEMAIEA AT LA NB AR IEIC) AR PR £ 69 [ B #4445 (Debugging) |
H, BAETER, 3%, BB | 0RR, FFTELLEONLEIERAGMETH, AL
Rk AEESOAGEEH T TR,
2.3 RBFREINB 5| Fh91T45 55 HE

WIg 2 U B EUR LR LGNS (LPP) 0984, SH X RBRER T FE LY
AR RF, RREAHBETT, KRR ZEWI LR B ) Scratch BB E, Hwpfinrh [ AR
® % |, Rdm, &% Tale-Bot #& % F 442 (screen-free) &9 AL 8F 3% 31, F AR EF LR,
EAFEFEAKBBESF | e [ BEHE | HRRELT [ AADDERBEA | FHER,
G A& REANEE (embodied learning) &% (dmif4h LR EF R GHEEAIDME) , B
T R H AL R 2| 2 £ STEAM RARZL T H 6 F 53R RBE .
24 AT EHHE (HREBREAL) 2 #LOTH
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WiE S H Ak [ A7 %3 (authentic activity) | PR EBE. HHRASLLEET
B, MR Tale-Bot 49455 . OID B R EF A, EH (4 LA KK F IR KE)
Z AR E L. Blde, HB [ BARREH, | TR [38-K-1-12 PFRAMAR) | 32 [35-
K-2-5-3 GERBRARAINITE) | SHELSFIESE Gea W REH %) BEFNY
THEREAR, FHT AR T ERMERAESHMAENE, PRMIHFESLAEZE L H LR
R E AR REHE,

3. BFRF &k

A RIRE AR Tk, AMRE A ZEMED AL | FAEHWE, R -LaBar
AR B AT EAE A H 4 A F AT STEAM # A R34 09 BA2. AT WIRARIRIF IR G H i i 4
ZHE: AhA B ERIRR |, BB ¥ T Tale-Bot &% R&mA2iRtt, MIKE A4
G H B, Lok A [ EHAFH (CoP) HEWE], SALBREMEREDL [ FHER
TARlE | SEEMIREHT; RINERNRANLE TR, A LB G ARFLEHEHE (B
RERREDRAZKEA) HIZOATHE T, mE A [ SFE%5 (LPP) BHR |, #id
AR RE, REL S 2R EAE. AHREERZIRIE. KXELLHKR R AR K E
T, pATBRET R [ R&A ], [Agas) | [ 0EE%20 | = KEE BT EME%H,
A B &4 (Member Check) ZERAF X ZAIZE Ko

4. FFREEF I

4.1 FRRFEETHBGTHFAFTRERIEG DL HE

A AT RQL AT B, FAMAR B v iAEie < B/ S B 4R1E Scratch #9ERFE,
HAEREFAEA [ DA | RAELXTRARER. Rn, BBFEEHW [ IRE&L | #3
SRR, SFARDERTEAFERGIENEEE G DS, Ak, EEAEERY
T # L, Tale-Bot #% %442 (Screen-free) WA X3, EAM R AM e [ G2 /F |
BRI, KRWEKT AR IIE., AP REEE LB, HMFRERESEN (DEE)
BAMBEREY, ERFEERERGDLEHE KR RIUNG, BAEAFAKKOAR T L4
W N IR ey [ KEHEAN ], RARTTHH A£G ], EFHHEHMR
Bruanithsfhs, BEALBERRENERES,

Hok, £ [ EHAALZH (CoP) | PHITABRS G ER TR, FALERHBEAT TR
A% | & [1E# | FATHENEKE, TEBHEP, nAZA AT oHEEE LHE0Rm
Rk, AHET, PAEMALSA, %8 [ FARERAAE | AT E LERKE,
3t #2344 (Trial and Error) @AZ P ITEA00) [ EHIR4E | . BAEATHES PLR MR
R JFEAL, AL TEH T4 AL,

A&, LRBAZRE T RAIKRE NS B, £ [ SkEgHsE (LPP) |, #4
WA R BRGS0 (BedflEnd) |, BHERBNATOAC R %
ISR | mAES TEAE, TGS ETR TR MAIRE R, L2¥%
B € E KB A L AH KA R £ AT STEAM [ 3 F &34 ]
4N Tale-Bot

BEARBE T HELH FZ IR ET R EAE
HHRQQATLLERET, HRAZZAMBEERN [ L5 RN | AHREANEE, A
HEEGEMPBRAE, RN LRBENTHHEEA, A5 FEE L ZGE REAL
¥, [#342F (Embodied Learning) | #E T Mt A €. WA FH R0 [ K2 S
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AN BELE, FARFHREDALTFRLECTIR, AFRLELFEFR, LEURIKE
#E T Tale-Bot # % Loy macsl, EA4E [ FRAAT | WA BIRYE, R AT BRhiL
AT SR8 R AR BRI 5 o R B, ATak T H A AR X ARG B, A A EAK T ke & Fr. ST,
BEEARTHOHENRT, SARRAT S EOZBIE S $ BAFEHEXANELE AL
A4, #HE kEEH T, BEH (WARHRFDRALKRA) P [R-K-1-1-2 (BHEF 1=
BiAR) | A [35-K-2-5-3 GERBARRAINIT) | FLURBAZEIT T AMESLS, BFHT
LAER RN ZE ALFL, BIAET S LR RS B0 RAL,
AFRLFEETZELEBEARIEHT B ] . BT FIELWHHRESLI, Tale-Bot
kT DR AHAIERZ M FAN T AEKTREENES (W ! KREEFEERT! D,
AR ESRG L EA T B — a0 EREE, KR, LABBRERE, BRI
BRSO EE LS, BRAT TIARRIE, BEAHES | 0WEH STEAM HFEA,

5. &R HE

5.1 Fxfew

ISRk 09 B I R A UM SRR ATRAR B a0 AR R, R A ir, T A AT RALH
FiEd [ FRERAR L] BERGRE, AHNETSH, I, BEFRAEN [BA
Y | KIEMARRA 3T, (US4 R By FHIL TRAH |, % ARSI 6 %5
HRPIEAZG F AT STEAM [ FH 3F3F | o

5.2 FH###%

—, EE T EXE2F | HAERBEWHEL: MEELARELAENLEFELAATE, H4h
FIHKEBUAI R,

LR T FRE AT | A RERGTRANERAE ST, ARG LFEE I,
=, BRAMHNAFE: HFRREERETRLER L, I EE4LEBTRMBRME R
A, mIAFABL TIRERE,
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